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Introduction 

Welcome to The TcdisJanfa Guidebook, the third 
edition rules and sourcebook for rofeplaying In the 
world ufTallslajita. Since the first edition of Tails - 
lanta was published back in 1087, thousands of 
players and game masters have discovered the 
'strange and exotic land" that was first Introduced In 
The Chrorifclts qfTallsianta, a book purportedly 
written by Tamerlln. a self-described wizard, scholar, 
and explorer. 

[f this is your first exposure to the Taualantan 

milieu, a lew words of explanation art In order. Pint 
and foremost. Tallalanta la an original fantasy 
settin g a magical post-disaster world, replete with 
lis own history, cultures, customs, flora, and fauna. 
Many or the Standard conventions of modem fantasy, 
aucb as elves, dwarves, and halflings, are not lo be 
found here. 

Instead, the Tallslanlan continent Is populated 
by a hast of colorful and unusual races, such as the 
dual-brained Slndarans. the green-skinned magi- 
cians of Cyrnril, brightly jilnnnd Arri.icl. latlourd 
Thrall warriors, butterfly -win^rd Muses, and many, 
many others. In short. TalUlanta oiler* a new world 
designed lo entertain -six I challenge even the moat 
Jaded fantasy roleplayers. 
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Jonathan Tweet, Tor making the third edition of the 
Tallalanta game far better than ihe Oral two. 
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shape the look and Tee] of the original Tallslanlan 
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for the revised edition. 
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For those of you who may already be familiar 
with the Tallalanta garni*, a word of Winning; twenty 
years have passed since Tamerlln first wrote his 
Chrankies and much has changed during this time. 
The crystal cily of Cymrll. capital of the Seven 
Kingdoms, is now the most prtd|ieTOUs and Ltnpor- 
tant center of trade on Hie continent. 

Vet all Is not well In TaUslanta. In the 
WUderfcuids of 2a ran, the Sub-Men tribes are gather- 
ing for war. Par lo the east, the Kang have seized 
cdiitnil fif the Quan Empire, and the Rajans are 
ninjKLrlnn lo 1-nun h a dark Jihad against the desert 
Id ngdum of Caranlheum. Else where, other events are 
Just beginning to unfold, as the diverse peoples of 
Tallslanla prepare to embark upon a new Age of 
Discovery. 

To the many fallhrul fuss i»f TalUlanta. (hanks 
for your support. To those who now prepare lo 
venture Into this strange and exotic land Tor the first 
lime, welcome to Tallalanta. 

We hope you enjoy It. 



Game Designer's Notes 

From its Inception. T*ll*l*nt* was designed tti 
be different [mm the typical fantasy roleplaytng 
game, in the past such games usually combined a 
complex ruin system with s simplistic or traditional 
fantasy setting. 

When TaJlsUat* was designed, these priorities 
were reversed. The rule system was kept .j.h aimpk is 
pos9ib]e, while ihe majority of the text was devoted U> 
development of Lhe Tallslantta milieu. CuiilIj.h, 
magic, and skill* are all governed by a single set of 
rules. Character creation. alien 3 long and Involved 
process In other game systems, has been replaced by 
a listing of ready-to-play archetypes. The result Is a 
game that la. easy to learn, set In a World that offers 
almost unlimited opportunities for adventure and 
exploration. 

Future supplements will continue to support 
this concept, expanding upon such segments of the 
TalLsltLntui milieu as Lhe lost secrets of Tallslan ta's 
ancient past, TalistanLan settlements and geography, 
the Sub-Men uprising. TallslanLan flora and fauna, 
and the Unknown Lands. These supplements can be 
added to the campaign at the game master's discre- 
tion. In the meantime, everything you need to play 
the Till Isl nn ts game Is in your hands. 



How to Use this Book 

Perhaps the greatest strength of the Tsllslsnt* 
game is the incredible diversity of Its setting. A quick 
look at the contents of this hook Will reveal that 111 ere 
arc over a hundred d liferent archetypes to choose 
from, plus a wide selection of skills, equipment, and 
ma^ic Hems. 

Ironically, the same diversity Umt la Tallslenta'sj 
strong point Is also its biggest challenge. With so 
11 why races and variable* to choose from, how do you 
gel started? 

We rccomend that gamemasters and players who 
.ire new lo the Tallilsnts game begin play In lhe 
crystal city of Cymrll. capital of the Seven Kingdoms. 
An annotated map of the city, with descriptions or the 
most notable slles. can be found in Chapter Seven. 

Players should spend a few minute* looking over 
the bat of archetypes before deciding on Lhe types of 
characters thai they would like (o play Isee Chapter 
ilm-i-i. ihc i li.it.it ters may have came to Cymrll from 
the Seven Kingdoms, or from any other part of TalLs- 




i:mUi: Die rry.-Urtl city la a veritable "inellinfi pol' of 
different races and nationalities. Vis I led by folk from 
across Lhe continent of Talis tan La. 

Once the players have chosen archetypes,, they 
should transfer the information provided here to a 
character sheet found at the end of this book. The 
players can then consult with lhe gamemaster about 
personalizing their characters and ask any questions 
that they may have. 

The party of adventurers Is now ready to begin 
play. An introductory adventure. The Magical Fair." 
has been included In this book. The gameraaster 
should give this section a quick read- through first, in 
order to gel familiar with lhe contents. When l his has 
been done, the players will be ready to embark upon 
their first adventure in TallsIauUi, 
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Three magicians sat at a table In the Emerald Pentade In the city of Cymrll: the 
enchantress Cclene; Darual the Marphosdle, a magician known for his habit of 
magically altering fits manner of dress, skin coloration, and gender,, as suited his 
moods; and Tareau, a Rahaslrnn cartomancer whose travels had Inken him to many 
distant lands. 

Cclene took a sip of aquavit from a silver goblet, on* eye on Darual the 
Morphoslle, whose present semblance was that of a blue-*klnnrd androgyne attuned 
In fanciful robes of violet spangalor, "DriruaJ, you appear morose. What troubles you 
tills day?" 

Darual sighed. "Perhaps you are unaware of recent evenLs. The Sub-Men tribes 
gather In the Wilder kinds. Some say the Za clans seek to forge an alliance with the 
Beaalmen, to the detriment or all who live In the Seven Kingdoms, you may be 
assured. Others claim that the unscrupulous Farad mongers secretly provide them 
with weapons through their cUen Is, the Rajans. 

"In the Western Lands, the Aamanlan culusts gain new con ve rt s with each 
j Kissing ri.ty. T" 1hr r.isl. Ilir Qlj.lji iI.liii r In tlitf tune of their former subjects, Hie 
w.ir sgcrlufi Kang. Mark my words: a new age of darkness loams before us.* 

"tujc, tilings ;nc as you say." remarked Celene. *BllI civilization 13 still young. 
The y\gr "f Confissldii Is liu t a Tew scant centuries removed. The lost secrets or our 
Tabled ancestors remain to be discovered, as we begin lu ■->.[■!.. i ilnraimriit in I us 
and the Unknown l^inds that lie beyond the continent of Talislanto.* 

Darual scowled, his deep blue features fading to viotcL "1 sec III lie cause for 
celebration. The best ore gone forever their dust Inters the ruins or the fallen sky- 
cities and the tombs of past ages. Only we remain, huddled Inside our walled c I Lies, 
Tearful of what lurks In the shadows.* 

"Speak for yourself." replied the enchantress. "I sin a Cymrll Ian. and magic Is 
my birthright. This day I leave Tor HadJIstan via wlndshlp. to unearth the forgotten 
mysteries of the Hadjln Ruins." 

Darual grimaced In distaste. "This Is your Idea of bold adventure, to muddle 
about In darkened crypts and mausoleums?* 

Celene took another sip of aquavit, admiring her reflection In the surface of the 
shimmering liquid. "In these times, life Itself Is an adventure,* 

The enchantress turned to face Toreciu the cnrtninaooef, who until this time 
hod sat quietly, shuffling the enchanted cards of his Zodar deck. "Is thai not so. my 
friend?" 

Tareau dealt two cards and laid them face-down on the Lablc. *Who knows for 
certain what the future will bring?" said the rartomanccr. gaztng out the window. 
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Talislanta: 
An Overview 



The dnwnirvj of the Age of Dtsconery is upon US. The Sever] 
Kingdoms continue ta prosper, as we begin io gain under- 
standing of Ihe tost arts of our tUictstors. Yet our enemies 
grew stronger, and the future of civtHzalion is by no means 
(vtund." 

—The Wizard King of Cymrll, spr^kdnfi aL the Seven 
Kingdoms - annual Council of King* In the year 620 of 
Che New Age 

'Let all hear my words. The dag of the Sub Man is coming.' 
—The Tlrshata. Chieftain of the Za War CIeuis 




Welcome to Tallslanla. The year Is 620 of the New Age. approximately 20 years after the 
wizard TamerUn first wrote his Chronicles ofTaUskmtd, Much has transpired slntc that time but 
before *c go any further a brief review of the TaJisJantan milieu is in order. 



History of Talislanta 

Tallslanla Is a continent located on the world of 
Archaeus, a planet that orbits about a pair of suns 
and is ringed by sewn moons. Arrhaeus's binary 
system Is pari of an rutin: galaxy of stare situated In 
a far-Hung dimension on the materia] plane. Certain 
Tali slan tan scholars he|l<-Ve Ih.st Arrharu* may tie 
adjacent to a nexus of *even convergent planes, 
though this theory remains In dispute. 

The known laws of physics da not apply here, 
for TaUsLnita 1b located lit a magical reality gwemed 
by the more mutable concept* of metaphysics. 

Since the Forgotten Age, the continent of 
Talislanta has been the center of civilization and 
knowledge on ArchaeuB. It was here that a tribe of 
primitive Indigene* first stumbled upon the wreckiige 
of* strange vessel, Inside they found a mysterious 
crystal orb that contained the secret of a tost art- 
magic. In time, this tribe became known as the 
Archaena. 

Armed with their sear I lore, the Arrhaens soon 
i-flUljHshed dominance over their rivals. They drove 
the reptilian giants known ns Hie Drakken oul of 
Talislanta, forcing them to flee south across a riow- 
subrnerged land bridge. Then they turned upon their 
primitive counterparts, the savage Sub-Men. 
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Feral and prolific, the Sub Men Lrtbea resisted 
all Archaen attempts io eradicate them or evict them 
from their territories. The two races waged war upon 
each other Tor centuries, to the detriment of the 
surrounding environs. Yet neither Bide could score a 
decisive victory. ;md so the carnage continued 
Without resolution. 

The advent of Windship arcanotogy iukI other 
magical technology finally provided the Archaen* 
with u means of breaking the Impasse. Using their 
magics to erect floating cities, they abandoned their 
farmer dwellings and took to the skies. And SO the 
continent of Talislanta was ceded to the Sub Men. 
who ronlliiuetl io live a* before on the ground. 

Secure within their sky cities, the Archaean 
developed an advanced and prosperous civil Lzatlim 
They created sorrsroxis hybrids called neomorplu. I.i 
serve I hem as laborers, performers, and consorts. 
Freed from toll, the Archaens devoted themselves to 
more stimulating pastimes: music, art. magical 
experimentation, and the pursuit of pleasure. At Its 
height, the empire of the Arrhaens spanned much of 
the known world, and may even have extended 
beyond the stars, or to other dimensions. Then came 
The Great Disaster. 



Chapter 1 



The Great Disaster 



The precise cause of The Great Disaster 
remain* a mystery to the present day. though 
Archaen misuse or magic I* generally h lamed. The 
cataclysm's effects were Tell around the world, but 
were especially devastating to the continent of 
Talislanta, The sky-cltles fell la earth, or were 
hurled lata apace; firestorms swept across the 
plains, and mountains were riven Into dust. 
Clouds of aberrant magical energy were un- 
leashed into the atmosphere, wreaking havoc with 
the environment and resulting In climatic 
changes, mutations, and other anomalies. 

For the Archaena, It was the end of an era. 
Thousands perished along with the sky- cities, 
their cloud palaces shattered, their prl/ril pikv.es. 
sions strewn across the scorclnxl lerniln, '11 n- 
inhabitants of the floating city of Elande sought 
to escape the cataclysm In their cloud -ships, only 
to be massacred by the Baralus, a savage race of 
Sub-Men who had stolen the secret of windshlp 
arcanology from the Archaena, Others [ted into 
the wilderness, some with their nenmorphs and 
some without. These displaced peoples soon 
found themselves at the mercy of the oilier 
survivors or the disaster — the savage Sub-Men 
tribes, 



The Age of Confusion 

The period Immediately following The Great 
Disaster was marked by violence and utter chaos. 
During this time, the Sub- Men IxIIjc.i battled 
incessantly for control of the continent, waging 
war against ca< h oilier and preying Upon the 
many peoples who had been displaced by the 
disaster. 



Afi>r inijc li bloodshed, the tribes united under 
a cominon ruler— the TLrshnla, an Individual who 
would become known as the greatest War-chief of til e 
Sub-Men. Under hts command, tlie Sub-Men drove 
the last descendants of the Archaena out of their 
ancestral lands and Into the dark forests of 
We re wood. For the first time since the Forgotten Age. 
the Sub-Men reigned supreme over the continent of 
Taltslantii. 

The day of the Sub-Men was destined tn be 
slwrl-Uved. however. The Tlrahala disappeared under 
mysterious circumstances, and the tribes fell to 
fighting among each other, as they had In the paaL 
Meanwhile, far to the west, the descendants of the 
Aji linrJis wi'ir unce nqiiin beginning lu build settle- 
ments. 

The New Age 

The rounding of the clty-sLale of Phaedra 
marked the beginning of a second age of civilization 
In Tallslanla, Led by the descendants of the 
Arqhaens. the Phardrnns once again revived Interest 
In the arcane arts- They studied the ancient texts, 
wrote lawa. and formed a new government. The Age of 
Confusion was owr. 

The Phaedran Empire lasted for a hundred 
years, until Its dissolution following a scries or 
religious conflicts known as the Cull Wars. Thou- 
sands o f re rupees fled from Lhe collapsing Phaedran 
regime to settle amid the sparse woods, deserts, and 
wastelands or the central regions. Six centuries 
passed: wars were fought, old empires collapsed, and 
new kingdoms rose from the ashes of the ancient 
ruined cities. 
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A Timeline of the New Age 



"Trie world, is constantly in n\attnn. mtd history wr(lj ? '-Tie fiistonj of the ivortd is a task of 

lies in US woke.' infinite proptuiiows.. Each day a new cl\apter 

must be recorded, and an old one deleted,' 

— Solmcht the Chronicler 

— The fabled savant :ilnl historian llotan 

Year Event 

1 fe^MUngof-The New AgerTheclly.BLal* ofrWitra 1* n*liJ JtaVd, The Orihodowtal and PundoxUJ cult* vie fcr 

control of the new *l*le, Luc nxidruiic* t Jnu-j- rhii- wtJ-wrl SJInwn III No be Ok firat ruler of i'turaln. A perk*! of 
pruapertEy fnlkMn. lwuu-u! ■oncte fcundmt mid Unjun. 

31 The Mkrtn of LI laan Indld IV ax Mite* gt LL«I and Khln 

W The nomadic Uncajtan tribe* *eti> In the K*| [Jeaert, 4 Hrj^ifl cofrtldeTCd InhooptLable by meal other people*. In the 

aaine yejvr Oiry gWwtr i!r L „«,Li a. rr<t torn, V\uSbr merchant* eitabtlah ■ mutt rouie to Huedra Wvf W«rk 1* 
t»-^jicn un the tlly of Dracarl*. 

44 The Maxdal* Anally Id II each other off. lev/tag the butakrit Quart tribe* ki ronlrol or their old terrlbaflea- 

■T The Darkling horde* ofUrag, Seeing I he Urdan*, bwaile iV trn1iittu-» 4>f i)ir Gmmcklii. The GitomeLlii lilde under- 

ground, unlri djybrsak. then teierp «i lam and dbrWe the DtrVllng* back lo their own shadowy Uikda. C*tkd. the OkM 
D.iv VAn. ihr iiiii.lciifl IfrHMjMlni flfj<M*rtnfiedr I r i ll I r 1 u.niaLVi^t the (jituniekln tat munch* u>ivflir. 

71 Mini a n HI, ruler of Phaedra, auocunib* to old i^c. A j»-rVM! nf rmmnitivt looting twenty year* 1* decreed by hba 

■ufceaaor, the magkimt [intuit. 

7T niiinl-irn annex lerrtlofle* occupied by IV Aniuo, who Ilee to the ttr**t* uf what 1* nvVonline. 

sa flic {Juan conquer the V-aJra, 

* 1 End of the twenty year*' mourning trt E"hctf4r», DmMd docrcc* * l*en1>->Tor period of celcbratksii la follow, hull* 

1 liLfi|ic4 1a Iran* and Itmndcd a lunatic. OrthododsO uwl Parados!*!* again vie Gut power, IrtH the- mtwrcr KnbnM In 
dm»cn la rule Phaedra. Prtvatdy, he tell* friend* Ihol ihe dry tl*t* U oft (he Vttgt eltoddpoe, and advtaea agurut 
1 iVlia I'ui^ knii pl.ui* rf.i^uiilri,; the jiiijutvHliiji (ncijn-rty, amfti.i4pihrr il.i-^ L - 

°7 lm«1»n wnrli raid ihr Dvk Cnaal lor Ihc Brat lime, taking many alavea, 

1 0 L ftetlglciLj* uprtalnga rock ftimedrn on the ^ry-niu,k"» htmcVedlh artnl wnsnjy. The 9arccrer Kabra* re*(gna a* ruitr. In • 

idnrlnH speech 10 Mi rupportm, prbn-nrlr^' magician*, wliard*. and oii:&r kat-. fi ttn, K-iliftw ^Ikixrii ihcm (i>c«nMi[cr 
*an ocM. and a hasty one mL QtaA.~ Ry the EAMfljE rtn Jtrilntf. hf l» ^pi^Vt rwclar cn the tale ofThaeda. FeortnK for thflf 
hVe*. |il* aiMairr* tlk^itw dne <** thdr nttmJjcr is KaJmm, aumaahilly malrildltilng tltl* tute fcir •MX deVcfl yru.ro. 

107 The ifiuui, uaungV^Jo. n-upntm jtid liJ» Jr rr», liwn the Rtver Stun. Idiclng Ihe Sunra to airKnilrr 'Mrul 

tKMrlp, the Cu*n Cake Ihe Mandalan diy of Judnthe Juit one caantli Uter. 

] 13 Kabioa"* advtaora. thdf trtehery HriiJh/ UjKv«*m{. are forced te flee for their live*. The Onhorfaatet* setae «Mtn4 oCtSc 

ntjiir, :if drilmt illoMttcnt* Id be Incurccraled bi Ihe wthlemeu penal cuhiciy, 1i.ui- UUl. hVjilnndruf of the Cult Wan with 
the I>aradaxl*£*. 

1 IO TV tb rlnm n( Unwt conquer and cnnlare the FJarkllnga. then Join force* with the avian Sbyx. 

133 The (Juan hrfbe the K*rte*i*re|ikeli*lriii, aad MtaMhttl ihrfluan Emptxe, The capital dry uf TUin U Ut|U by mrprixTrci 

MAjuLikiiiui jinl Vajru. wrn> thr rin^lrr (--(ttnl In prtuspcr 

139 The penal colony of Gaa.tWn.1* abandoiied by the Plmnlrnnp^ uml Ihe roglie dEyorGaa 1»c*tabllahed aoori */terwafdii, 

14* The Phandre, a race nf rrUltfdan* ortktt from the rlty-Btalc of Huicdm P ntiiMliih the free Male &f Cyntrilr Ttratio arc 

•Igitrd With the Thrall*, of Tai and the CnoeneJdn afDumcThe pamt emJ^l,!, * nclttcmcnl In Karadun. 

IBS The Annum kailtd the nunshocUc mining hatalaaon of Shattra and declare It the eapHal «f thcrullanof Arlm. 

1*1 2a Ikoinllu arid Ek-jiainmi r"ni<rr«l fof th* border nqglan* cfZaran. 

178 Ice Giant* attach LI [ooji, but are driven bock by the Mirln, wlu tiMS* itlnCQVtJCd the *ccrct oT raoldiig adamant. 

IM M.jndid.ui nivalin Tsa iijK- Irnm U>r (Juan KmptTC and flee Into the Opal Mountain*, Mti.t flr e ,talnly llarahtn tiilxaiacn 

fend froslwerca. but a lew nirvnrc Ihe Journey <uul <tl«corer the Ten pk of the ScVdd Moon* Li Xonodoa. The Farad budd 
the port city of Taiun. 

193 Haulmtn Urunch attack* ouLolmt the KtuenKnl* or Ihe ^ndorana and KAiutilrann- Drj9nnlro{ of Ihe Deast Wan. 

907 The tlrai jirtttj w nf rj»rariJhnm» rnhminrrr the loat an of thaumaliir|iy. 
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3 aa Tin Knamtrana, Situ In ran", mr*l Aiduu. «tgi( i|Ty,iu=» wlljb the cryiurtluui nlJl Jiwe. ftl the last minute, the Muaea of AaLor 

also decide Co sign, and the conlVderarlnn of vt-nle* known aa the Sevefl Xlnajlfmii t* esmlJlahed. The EltmJmin beat a 
]».vy re Lie at bock kiw the ItalniF w* Go) arm. 

33 1 AriHlu of the IWiji «lrtve the Nacre tribes out (if the fjuan Empire. 

237 The Ann ilea, whu have become ueiOiJiy by aU|f ilytog black Iran la (Ik wwrliiK rti-»edr*n cutUna, butU the c-uade] of 

Akbar. 

141 tiryph* frotn the forest* uf Tomnmnlh. subTcrlrut from a plague of gaiige,. are mred by the magics of the Arlanc. The 

f.ryplm m-vrr linijrt ihl* il l cif kindness fiuon Lhe slnnae folk of the maze city, vowing ta remain always Die protrctora oT 
Ihe Arlanc race, 

367 Irnrtan alavctv luterupt u> aoclt the rogue dty oTGaci, but are repulsed. 1 lereaflcr, Ihe Sea Raguea harass Imrton veucla 

vA evety opportunity. 

3W Sea Nomads build the lloallng city nfOceanua. 

xw> JhinAiuiin* build crude KllScmcnl* at Karansk and Tabs! 

9141 The Ur clans Invade Ymvanl-a 

331 ShabuJ. KU»e4Art«. I* alalnby Jlevenant Cujllsts. 

334 The Ur. mired In * liang and failnlk** WW With Ihe Wlldmen <A Yfmanla* Withdraw In iHmCWt V> ihckT rteakKjartd, 

15* lmrt*n »l*vcf» Rrat «K4»*nr-r f the Edack S(tv*tiUi of Neforatua. After l*at<»I maa»y vessels, Ihe trarUnn alrlke a aeerel deal, 

and are uicTe-aflcr allowed la ijif-ii»i*h NrfWraJUsn W»«T» by «p#tfir,t rvme* nrdy- BVcji-siiirt uf alaw; tr-ile with lhe 
Oundi Empire. The ktlrtn of LI lun rrpidse an Invading army of barbaric rburakln In ■ fierce bal llr thai lasts for llircr 
daya and nights. 

364 Thr>inuu>l» die In ahluody ac* latilr wii^jr^l 1t>- np|uiiliu; mil r:in.-r-» *>ir i-ih-.ijiiI nf ihr JlLnrilron r.tiO' Hr-n-.-Jln-, «ir gulf 

hi known aa the Sea oFSormw. 

3flJ Anoka oflhc Quan Km) art plunge nufth Into rlarnk. hti(3lnB Hi wUtitiAh a iwk i^iiir n> [."ll.nn. ulivli i-.i-.rh In IJiic 

diamonds and aduruufiJ- l"Vcrce handu of Manikin, mounted on winged dradyla, oppoae them every atep or lhe way. 
Fbuitty, ihe Kong p m i n a al rf cf* order Ibdr to Withdraw, cfaviinccd IhM 1hc pflxr; fa ikX uronh lhe elSwI. 

^u0 il.rfjiTAi rny.i ii- Imiinter uf lhe Taenia cif Seven IjfattHj and lather of lhe owinitry KaiiaJaa, leavea hla 

Ibkwera. wwlnjtenhbdcalhbrrj to return alter *t»nurnj ihr 4ii*l». T>Onnln.i! 'H-.r l^.iv W.iii ' 

10-1 Mrqaoda nf KiiJ-iiilitiiji Lurite under the necroenancer Urmaim after a aerlea oT drawn-out desert campaigns, Itmjiloyi r*j 

■4a^e labor, Ihr Ka]atal butld lhe ftrfllW dlMtd irflrdaA. 

433 Kaqg foras turn bock an army of With folk from Chana. Beginning of the Qiuui Darder Wan. 

Ml Saufiui* friMi« ill* Vujeanle Hi! La Invade c!i« tl'.i jii Kniolrc. Mounted (jnunoml land dro^otis, the !>aurana advance 

wtamfybat lncaw:i' y :...i-.,.-sl» the a-ji|illal <«* TUn. C*i>y ihr ejuly laaarl ufwlnln alu|m ihr Suuan. liir nAl wealbrr 
faectnil Ihem li> return til Uvrlr marc lempcrate homeltuxl. tmmrdialer/ kdkmiru[ lhl> dlaastjmi InetdcnU lhe Emprrvr of 
Un.iu finlrnt liLi K-vi-tt iiran.i.vHiru tii in ulrtl.-.ki' i>i<- »wllt etinalrurtlni'i orfurtlflfd border LwitpfiM* aiad hf-a.vy stefle 
englnea aa Insurance tujoKkit further aaanulta. 

434 The Saunn armlea relum In the aprlng. but are unidik 1° nt-nclnMc the Knmf ■ new and haallly ennnlmclri] lU-ttuum. 
tMamsyed, Ihe Saurana rrium to the Volcanic- MlDa. 

444 Sheika of the []J*flb; banibl uibca arnye In Caraiuhcum. They report tlyil Urmniui of Rajanlatan la am anal nj a great 

army of alaire Warrior* «Joia| lhe anuiliern l»nJet» of the Wfldejbvid*, pres«<tiJJ:ih/ Lit prepaWkVi fiW an aasagh the 
diode] or Drucarta. Abas the Cray, a Dracartan Ihaunururjfr noted tor hk» quick wll. tells the Djnirtr he "wuuld 
anprectalc ihmaju] better werr he la anus* an army of alaye gjsl* tnaiead.' Not am used, ihe tJJafllr hurl Ahaa nut a 
wlnduw Cu hla death. The Dracaulan* #cl the point and prtmlw ti> keep u thme "tilth on the ellunllon 

44B- Armlcn iifihe Knjana Lmm hi nr. ,ni.,i k un Orararia, the auuiheinmeat uf C;ii ..i nJicuin n nui[a>ata. Tlie IKacartana. 

warned In advance by the Ujafflr »hrtkp. annihilate Ihe Rafan arm tea With rrtalhnc eaae- When rv-un of Ihr rniJilnfl 
defeat reaches Tarun, Urmaaii has hla entire staff of aencrala bclkd Lnod. Umvnan Ihcnduuippeors^ never to be heard 
tfTfll ngWln n l irvi 1 1 r '• i- --. I ill HLiJiuilauji um lhe liai-drnt lu bl» Jilv .uiljj{e, 1 1 jintlru; ilui 1lnn.i_ul h.u ifiiiie to '.Irill the 
entity known aa Dcalh. from whom he arelui ikIvRt and jflihlinnT- un how In tleirui thr pcii|ilc uf C^ruiiihruin Tl-.r vli-u 
so- catches Ihe fancy of the gullible Rajan populace that Death becomca the nation's pal ran "deity." A morbid cull 
•prtiul." up npuoid ihe h«h |Kiesi. who lirnnnca Ow flt»i Kluulun or mystic- nder of iJke Ko|wia, 

43 1 The Seven Kingdom* buttd the Seven Hoada, encounu3ng trade between cadi of the member nations. 

4?ft Dcalh or lhe flrar Khadun or Rajonlaian by unknoun ejiutra A KIi.i.:!iiii i l.nm-i hi^i prn1ri <-i.^ir hn» >inr ro wrli 

Urmaaru'The hUJdn death rulusts an Lheteaner known aa Ihe Tohoweraof LTrmaan." 

44)4 Indrpeni lent dry- stales of Dauiuvla. Maruk, and ] lad| are budl \jy Phaodran exlks. 

4A4 lee Clanta enter lhe fcresui of TamaranLh and Hud the AHanc Mlgh Maaters vmJtliifj fnr Ihem, Employing the* 

mugftm, the Ariane haalen lhe often alow pmecaa of Tajihjil larmrifnr/ enabling the Invading lee Giants to Immedi- 
ately enter Into Ihetr neat Inenniurlmiii o j»i,UIV, ■ .1 u-nin. 
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Opening the Lyceum Archives in ©03 N.A. 



i 



ftOO The Rajmu F Jed by the Kharfun himself. »U»tll Dr****!* In force. Hauled by Droxartan dune.shlp* r Ihe Rajana an torn ID 

fiJ*iX* M they Pe« madly across the desert undi, The Khudkin I* e»i»lurr. rf -If.f *rut jiUtcd with PMl irnfl ty Onfecarta's 
ihaiiniumrgm. HI* autuebfcr bra hi duqjlayed In the capital C^rauithcvm. when It ilmirai™ the Ri^'jJ Pnuue-The 
battle camci la be known 4* the *U**Mre *l t"»rw urL»- 

B 12 EMh»Limn1 ahrrfotn- hundred yean of continuous warfare . ihc OrtKwknlal and rvnMkodsl Cull* (torUrt a truce. Afters 

brief council, Ihry ajirre 5" itMde ^ l"h»*dran territories Into two aeparale nations. Zandu. to ihr west, becomes 
home to- the l>srsdaxula. Aoman. to ihr r W i. |i flrmpLnil \ry <hr Oii>ni«liurt»ta. CunKrui-'ikirt la begun on the Great 
Barrier wall. 

SIB Ihe Ore* I turner WaB l» compVr nl; iJvr 7^r»Llr and A»*U*ct w»rk together to enact Ihl* infective structure In only aeven 

yean. 

SU Kirn t F.Ui 4 ;.u n i ■• I feffa '* harass the dragpn banjuca of the Qusn Empire, 

SU Ur dona fnrni the Fortress rtty of Krax emir 1r»u (he Jjn«se « Akhor. but are unable to penetrate the ArtmlEca' 10-0114 

defenaea. They fall back to make dcW plan*. 

670 JmrUna raid Moj( for slave*. bshL n.u! upisirt a* f ar as nator In search of Muse*. They And on army of Thralla from Ta* 

instead, and are driven down the Aata river and Into the Arurr Oi-rnn. In ihe one year a karse rn n rtn a rn r. of Imrlans 
n!lrni|»1 lo i^Ur |]u- Ulr ■ ■ f 7V.sirrft>, but are easily repulsed by the magics of Ihc ThaccLan enchanters. 

BOO Tamerlm writes hta rJinvwrtrs ofTatUimta. 

SO] A i*w WLUirtl King Is elected by popular decree In Cymrll Hr la kiwwro tar him lltic-rat ruillilr*. and s> wtcwed wtlh (real, 

ul* Watte by the Rrt-fi riirnirvailve Tanaalan*. 

GOT Lmrtun stovers annex iKe rale t>r Datrc. 

11 ft 1 1 1 1 1,1 T4iuii«u niirni(ji rn reMute Ihe old regime i» power tnCymrll. They fall when Ihr L>tcaitt> Arcnnum nnw» ™«l 
In auppurl uf the Wizard Kirul- The Lyeeuin > secret archives are opened, and the Tanaslona discredited, hymandrc I* 
tried and conrtcled of treason; hr I* phumj in v.»»L» u»I Inipdm ib ,1 h! ins liii|*nii*.ilile uru. tSbonarrJe Deea to porta 
unknown, while Noryx oTlheGlcA-,-- ; I I ,|iuipririir»— *"mr uiy hr la in liLtir^ bi the JiuujlM nf rhaiu. 

•H Hembcra of the Lyorvitt ftfCttrttim hejfjrt dretpherlnA the cmienta raf Ihe aecret archtvea. They dlactwcr the ArciKum 

Cotla. ma ancient book of occult lure that contain* ihe k*l tti«£fcaj *«r**» of * bynane Age- 

409 Famdun la acknowtrxtifrd the weahhleal or all Tolbluitan alalea. Deaulte denlala by Ihe ruling Krai. D et wider}' tiettrvnl 
thai Farad pmpcrlly alcna from Lht llkfial auk vT weapon* U ll*C IrtlfUna aivJ Fidjbu, aa well oa Ihe oarrauVe 
rujiheirtea trade. 

B.M The Aidua change Ihelr itame to the Arrtwl. dltnjl new eVkJene* of ihtfr «nce*try tSttthitd from lht Lyoetuit arrhlvea, 

407 Stmtnruw dlanni-r Ihr nrmnliia of an unknown narl In Ihr duaty acril of the LoalSca, ll tathcxirtaed ihai Tailafani* wm 

once home bo a port city that may hmtt *ClrB*lc4 *hlpa fro* other world*, or other dlmirnalana. 

tdt In f^tJanlHtiui a new rduduit, an aAaaaaln ma^e hacked by focbons -of the violent rflTillbt Cult, actus power after • 

bloody coup. The new Kficidun deebrf« h»» MUM>Mu(» to v/ngt a diirk Jthad Again*! the prMlon of Cnronlheum. 

»d9 A rnnwinsiim nl Karwl mmitijiiJlata aci|ulrea a cantpulllnaj Inlerul In Ihe brxlermidciit rArywtatcof lladj. Thcdly-(JudM 

becomea known aa lliid)lHi;iii. mthI l^filn" In ^Iri u rrjiuiirh». tki on rtf luMrf reaort for the wealthy. Certain of Ihe 
I U<ljln TivttJm arc atao acoulred by the Farad oonaortlum, and arc dosed la the itencrrd putibe. 

BIO Tlie Fuitad uenlop wtndsihlp iuronalii*&'. clalmm>(.to Imve tJjlJihjrd ihb kinMrdfir ffrnrt ilie Phiijtn TimJ*: otbera beliere 

Ihe aerwTl «v mnlm Cmm U>.e Cyenrlhana. 

fill The I Uercfihaiu Oramta f cornea to power ki Aaanan. Li ihe QiUrt Empire, a mnveroent krynvn M lht fikVsBl Injaurn^Uon 

has begun. 

B 13 Famd wlndahlpa. aalllng aoulh Iwyood Ihe continent ofTnllalanla. elrdm ID cmvunieT WrnJlphljw plfvted by the 

EUratuo — ilrrwlnl aJtyt""^ K |ifr«ie*froen aneteett tlittea. The ahlpa are deacribed no ■Imtior In make to Phanuulan 
wnnhlpm. 

413 An IniltvKlital cljdmlroj to be Ihs TtrahaU appeora lie fort the annual condawe of Ihe 2m bandit dona. By ihe end of live 

conclave, lie hua eblmlduled eleven of the moat powerful chklUlrt* and rnna«Ua*«4 Control 0/ all the Z* d«na under Ii1i 
livirirf tlhr ?-i einim m-r ttiilted fiir the llmt lime anu e Ihe Aflc of Conhulon. 

BIS The Smliunof Zaodu la aaaaaauuted by I klerwloalai culllata llbaon. Faryait, ht appointed aa ht* tU4C4a*or. 

■M MandaUn rerugeca arrive in the Sc-*en WnitJum". eUlrolnft thai the Kong have nuke Uy usurped control or the Ourui 

tjttnlre fjiwn the rullng<daaa Quan. whom they have chosen In retain SJ ptrpprt dictators. Their cMssI n dianutedi 
Unlll Ilie Kan*; meJHltjte • mosalve force agalnal Ihelr oU enemtea Ihe Saurana or the Volcanic 1 ll Flat In an apcrallun \ar14 
opposed by Ihe Quan. who had prc-riOUah; rtn tr.1 to hn«U 1he emptre's reaoureea for theotselwa. 

410 Dmcsruui sccuCa report Out fhc ttaJflfM have be^un 14 develop, a rurtlmentary form of wliid-ifi! p iLr,'.u-,..:., t :;, Ihr 1 ;ir.,,1 
are «i*r<ftfd of sdang. secrecs In Iheftajana. In responac^ the Seven HmsfttomSo' ■ ! 1 .. .Turn »iu. ]t rnd all (rade tlca 
will; the Farad. 

&20 Hucnnr U** It liui llic TUshola 1* iKfiotl jllci^ s posadile pad of sUlanee wnh the Deaalmen. «• ihr Suh-Hrn iril«-» Iji-flci 

toother In Ihe Wllrkrtarids, 
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Taxis lan ta: 620 n.a, 

Hie year 620 of the New Age La the present time 
In the Talbriuita game. Here, then, is an overview of 
Ihr iiKtjnr regions and peoples or the Tallslantan 

Ltmlincnl Circa 620. 

The Return of the Tixshata 

The year 6 1 3 oF the New Ace wJll be recalled 
With a sense of foreboding by future generations. For 
II was Uleti that Tallslantans learned of the second 
coining of the Tlranata, a legendary figure among Ihe 
Za Ht clans of the Wlideriands. 

It bos long been the belief or the Za lhal. al the 
ili-.-iij'iuued hour. 'the Tlrshala shall be revealed, and 
lh« Zn Will rise up and smite their enemies, until they 
akjiif rule (he kinds from east to west." While the 
Identity of the mysterious Individual who has pro 
i '2- 1 1 p H * I himself the Tlrshala Is not known, bis 
uncanny ability tb influence the Za clans Is unques- 
tioned. 

Hi* Tirana la has claimed that all the primitive 
peoples ofTailslanta are descended from a single 
race— the Sub-Men. who in ancient times were driven 
from their lands by Uie Archaens. He has sworn to 
unite all the Sub-Men tribes on the continent: the Za. 
EiuiMlnieii, Uruhks, Ur clans. Mondre Khan, Harakln, 
,u ui <ilb<TH <if idImtI lineage. When this Ills been 
done. the Tlrshala has promised to lead the Sub -Men 
in a great uprising that will sweep the descervhnis <>t 
the Archaens into the sea. 

The Tlrshaia's powers should not be underesu- 
matcd: already he has united the Za bandit clans, 
and taken sleps to forge an alliance with the 
Beastmen tribes. The civil fated peoples of Tallslanta 
have been forewarned: the day of the Sub-Men Is at 
hind. 



The Seven Kingdoms 




The territories designated as (he Seven King- 
doms represent a confederation of seven separate 
city-states, each ruled by Its own king or queen. 
Established during the New Age by the descendants 
of various peoples displaced by The Great Disaster, 
the Sewn Kingdoms sh;irr n common government 
known as thr Cmincil of Kings 

In the yv-nr i>20 of the New Age, the Seven 
Kingdoms has come to be regarded as the most 
Influential and enlightened nation on the continent, 
lis capital, the crystal city of Cymrll, has become the 
most Important center of trade and magical knowl- 
edge In all of Tallslanta, 

The sewn nations or the confederauon art; 

Cymril 

Cymrit Is the capital city-state or the Seven 
Kingdoms, as much for I ts central location as any- 
thing else. Sweeping hills and light forest dominate 
much of the Cymrlllan countryside. wluell Is largely 
uninhabited. Tlie greatest part of Ihe population lives 
in the enchanting metropolitan area, a crystal city of 
convoluted spires and archways originally con- 
structed almost entirely of green glass. 

Here dwell the Cymrlliana. the descendants of a 
race of magicians exiled long ago from the now- 
defunct Phaedran Empire. 1 nil .-mil slcndrf In 
stature, they have pale green skin and hair, with 
golden eyes and handsome features,, There are no 
wrong choices regarding fashion; all types of orotic: 
:t|i|Mirl :irc in vogue, though magicians continue la 
favor Ihe high-collared cloaks worn by their ancient 
ancestors, the Phandre. 

Within Ihe crystal city, the Cymrlllan magicians 
practice their oris, creating wondrous wlnrfshlpii. 
potions, powders, and other ma^l ra I adjuncts. 
Caravans from many lands come here to trade for 
Cymritlan wares. Including the cosuy Cymrlllan 
liqueur aquavit, and goods from across the Seven 
Kingdoms, Once each year h the city of Cymril hosts 
the Magical Pair, a colorful spectacle lasting two 
weeks and attended by folk from all across Tallslanta. 

The ruler or Cymril Is known as the Wizard King 
or Wizard Queen. Usually the most capable of 
Cymrtt's spcllcasters. the Wizard King or Queen la 
elected by papular vole, and serves a term of seven 
years. If he or she Is a reasonable sort of person, the 
populace will allow the Wizard King or Queen to 
remain In power for the full term. 

Of the confederation's seven member slates, 
Cymril has perhaps undergone (he most profound 
transformation In the last two decades. Fallowing an 
attempt byTanastan traditionalists to regain control 
of the throne in (he year 603, the Wizard King 
ordered the magicians of the Lyceum Arcanum to 
Open the institute's secret archives, which had been 
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Chapter 1 



A Tanaslan Wizard 



--. --. 1 1 :- 1 3 It ir centuries. In the ensuing revclalloiis 
certain age old scandals Invoking the TafUUttOXU ffEn 
made known, and their su pporlers were swept from 
powrf , Some were Imprisoned far their crlmea will Ic 
others fled to distant locales. 

With the members or the former ruling class 
gone, many of the aid traditions and proscriptions 
haw fallen out of vogue. The CynirllUm nbsr:ts.iiiji 
with ihe color green has given way to an avid appre- 
ciation of mulUchromaUctim. This Is most evident in 
the recent popularity of elixirs used Id alter the color 
of the drinker's skin and Iviilr. a practice that was 
once popular wl th the early Aretiaen*, Yet even 
greater changes were destined lo occur when the 
contents of the Lyceum's secret archives were sub- 
jected to study. 

Upon close scrullruzaUon, Ihe Lyceum archive* 
proved lo contain numerous artifacts from the 
Forgotten Age: archaic grimolres, pandects, histories, 
compendia, ancient stone tablets, rune* tone* en- 
graved with glowing symbols. Intricate magic boxes, 
and other artifacts the early Tanasians had Interred. 
The extent of these discoveries was such thai 
Cvmrltlan scholars estimate that it may lake decades 
lo decipher and analyze the complete contents of Ihe 
archives, Yel the most extraordinary Item retrieved 
from the archives was the Arch aim Cadex. 

The Archain Codex is an Iron-bound tome of 
Ureal antiquity. Upon deciphering the contents of the 
book, the Lyceum 'a scholars found that II contained a 
comprehensive system of magic forgotten since the 
time of The Great Disaster. This system divided the 
occult science* Into distinct fields of magical study, 
Including mysticism, enchantment, witchcraft, 
primitive maglC Invocation, and the four elemental 
fields. Til'' discover)' has revolutionized the study and 



practice of magic In Tallslanla. Yel even the Codex la 
O0t without Its mysteries, for one of the magical fklds 
cited In the Index, sorcery, Ls missing from the book. 

Astar 

A-slar Ls a Land of sylvan glades, lakes, and 
Streams. Here dwell the last of an ancient and 
enchanting race of beings known as Ihe Muses. 
Nymphlike creatures believed to be of magical origin, 
the Muses are die most beautiful of the humanold 
races. Their bodies are slender and lithe, their 
features delicate and exquisitely fashioned. They 
dress in translucent robes shaded In hues comple- 
menting Ihe colors of their skin, hair, and butterfly 
wings — paslel blue, aquamarine, turquoise, Violet, 
and rose, lo name Just a few. 

The Muses of Astar are generally considered 
flighty and Irresponsible by nature. Most seem 
content to lie about, dreaming secret dreams, sipping 
lite necLar or flowers, or gazing at butterflies, birds, 
and Muses of the opposite sex. In actuality. Musts 
shun mundane activities In favor of lelempalhy, the 
ability to communicate via complex thought Images, 
All Muses possess this unusual talent, the range and 
scope of which Increase wllh practice. 

The Muses have no permanent settlements, bul 
lend to congregate in small groups scattered 
throughout die scenic woodlands of Astar. They 
possess a natural Ldcni Tor all artistic pursuits, and 
create enchanting musical Instruments, tapestries of 
colored gossamer, and other line goods, bul only 
when stricken by Inspiration, Though some tew of 
curious bent become advrntunrs. iinwt Muses arc 
quite content to spend their live* In Astar. 
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The Musts have no full- time King «r Queen. 
1 nstead, they draw straws once each month to 
determine who Is to represent their people at the 
Council oC King* In Cynirll. The holder of the short 
straw l.i Ihcn lempunkrily crowned King or Queen. 

In the year 620. the Muses of Astar remain as 
before— nkxif, and seem triply prrocrupJed wlrh Iht-lr 
own concerns.. The full extent of their extraordinary 
trlempaihlc powers 1* only now beginning to be 
understood by the other member races of the Seven 
Kingdoms* 

Dume 

Uume I* a windswept land of rugged hills, 
precarious jiv.ik.t, and sparse woodlands. These 
regions are uninhabited except for herds of wlkJ erd. 
wandering maJathropea, klle-wlnged ba trail c, and 
other wild beasts. It I* below the surface thai I he 
huinanold inhabitants dwell. In the subterranean elty 
uf L>ume. 

The people who live here, known as the 
Cnoineklrt, are a diminutive folk who average just 
over three feet In height They have nut-brown 
complexions, muscular bodies, and wide-eyed, 
niliiiiifjt irhlklllke features. LkiLli tlic males and females 
have n crest of soft, black fur running from the center 
of tlte forehead to the small of the back. Despite their 
small Si2e, the Gnomekin are quite strong, and are 
extremely agile and sure footed. Their speech sounds 
h like Un* purring of i ..Ls. 

The subterranean city of Dume provides the 
Gnomekin with all they need. Constructed some two 
hundred feet below ground, the settlement consists of 
numerous cave dwellings connected by a complex 
maze of tunnels. Large caverns are used for the 
growing of mushrooms and tubers, and underground 
lakes serve as hatcheries for several species of 
subterranean fish and mollusks. The Gnomekin also 
grow various types of crya lals, which are useful in 
the making of magical orbs, wind ship levilatlonals, 
and scrying devices. 

Dume Is ruled by a pair of hereditary monarchs 
known as the Gnome -King and Gnome -Queen. The 
Gnome-Queen Is the matriarch of all Gnomekin 
families. She Is responsible for determining fair prices 
for the goods produced in Dune's subterranean 
gardens, which ore delivered to Cymril via the 
Underground Highway. The Gnome-King serves as 
commander-in-chief of the country's small but fierce 
army. 

The discovery of the Archoen Codex has led to a 
renewed interest In the study of crystalomnncy, a 
field or magic practiced extensively by the CmomcfcJll. 
With crystals now an important power source, efforts 
have begun to reinforce the security or the Under- 
ground Highway, a subterranean rood that extends 
throughout Tallslanta and Is vital to Ihe Gnomekin 
crystal trade. 
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A Sfndaran Mesa City 

Kasmir 

Kasmlr ls an arid region bur Mr mi to tlic south 
by the Jaspar Mountains and to the east by tlic 
Wilder lands of Znran. The folk who live here, called 
the Kasmirana. are short and lean With odd-looking, 
shriveled features. They dress In hooded cloaks, loose 
robes, and sandals, and carry concealed weapons 
such as spring-knives and blade sljivra nu iliclr 
persons at all times. 

The KasmLrarua are a wealthy people, though 
how they acquired their famnir is unknown; some 
say they were once partners of Ihe Djafllr, Whatever 
their history, the Kasmlrans are renowned through 
out the conU-nr iu as misers. Kascnlran moneylenders 
and appraiser! are unmatched in their craft They 
finance caravans, purchase and resell large quant! 
ties of goods, and tend money to fund I'entures of 
niajiy dilTexmi surfs, lypk.illv at soinewhal h'^h 
rales, Their trapinages construct the most ingenious 
and elaborate locking mechanisms, traps, and vaults, 
The Djafllr merchant tribes, who still do business 
with the Kasmlrans from lime to time, commonly 
refer to them as tu beshn.1, which mean* "blood- 
suckers," though the term carries certain lewd 
connotations as well. 

The capital city of Kasmlr Is a veritable fortress, 
the ouler walls of which stand over one hundred feel 
in height The Kasmlrans |[ve \n wlndowless stone 
towers, their doors barred and locked to protect 
against thieves. The ruler of these people, known 
•Imply as the King or Queen of Kasmlr, is allowed to 
remain In office only so long as the wealthy Kasmlran 
moneylenders feel he or she is effectively representing 
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thejj best interests. Any ruler who Talis to live up U> 
their expectations will be beheaded and replaced. 
Despite Lhe high pay and numerous perquisites, the 
poalllan of King or Queen l» OIK to which Few 
Knsmtrans aspire. 

In Kasmir, revelations from the Lyceum ar- 
chive* are considered of secondary Importance to 
news of the threatened Sub-Men uprising. Many 
Kasmlrana believe thai the Borderlands Legion could 
m>t rr|n jI.-,-:- ;i large-scale assault, and thai lhe three 
border outposts provide Insufficient prelection for 
Kasmir. Accordingly, the King of Kasmir has recom- 
mended that fundi be raised for lhe construction era 
s>o-called Wilder lands Wall, which would extend from 
Slndar to the south cm border of AsLar. The project 
would cost million* of fold lumens, however, and 
some Kumlrana have already begun lr» gmmhtr 
about having to bear such an expense, Others, such 
as the Kasmlran weapons ml Ihft, are optimistic and 
see an opportunity to profit by the upcoming war. 

Stttdar 

Slndar Is a kind of towering mesas, arches, and 
strange configurations of Ume-wom stone. Under' 
ground springs and geysers are the only sources or 
water In this region, which is bordered in the east by 
the barren canyons of the Dead river. The Talk who 
live here are known as the Sindarans. a race of dual- 
encephalons whose origins have long posed a mys- 
tery to Tallslantaii scholars. 

The 5indararv» live In small communes situated 
atop the ittany large mesas that dot this rrglrni, Ttirlr 
dwellings are elegant tiered struc turea built of 
carved stone block* and hardwoods imported from 
Vardune and Taz. Gossamer curtains, dyed various 
shades of orange, serve as the outer walls of these 
unique structures. Communication between 
SLndanui communes Is possible by means of large, 
reflective crystal* mounted on tripods and used to 
flash messages from one outpost to the next. In Hits 
way. Information passe* rapidly throughout the 
country. 

The Slndarana ore renowned a* collectors of 
everything from menageries of rare beasts to ancient 
scrolls, coins, curios, and objects of art. To finance 
their private collections, ihey create fine silver goods 
and alchemical wares, which they sell in Cymtll. 
When not preoccupied with their collection*, 
Sindarans enjoy playing TrfvarLan, a complex game 
oilier races find Incomprehensible. 'lhe drinking of 
skoryx, a potent liquor of rare qualities. Uh also a 
favored pastime. 

Talis lan tan scholars are now certain that the 
SLndarans did not originate on the world ofArchaeus, 
Evidence from the Lyceum'* archives Indicates that 
the dual-encephalons are descended from an alien 
race called lhe Neurians, who came to Archaeus from 
another world, or another dimension, 



T02 

Tax Is a land of dense Jungle fading Into the 
swampy mire of neighboring Mog, Here live a mce of 
humanolds known aa the Thralls. Bred by the 
wirrrirrs eifsiiinr anrlent and forgotten kingdom as 
;in army of slave warriors, the Thralls are 1.1IJ and 
muscular of build. Hairless and devoid of pigmenta- 
tion, they are distinguishable only by sex; otherwise, 
nil Thralls look exactly alike. In defiance of this 
Inbred geneUc trail. Thralls decorate llirlr bodies 
from head to toe with Wildly elaborate tattoos, 
thereby attaining some degree of Individuality. 

The Thralls of Taj. Live in great communal 
complexes, constructed of cut stone blocks, all of 
which look very much alike. Bred for combat. Thralls 
know no other life. Most serve as pr<.M return of the 
Seven Kingdoms, guarding the border regions or 
working as sentinels, caravan guards, and so on. 
Those era more creative nature sometimes hire out 
as mercenaries. 

The Thralls are ruled by an Individual known as 
lhe Warrior King or Warrior Queen of Taz. The 
position Is Open to challenge by duel once every year, 
with the winner given ruling status. 

Recently, the Warrior King of the Thralls lias 
been under Increasing pressure to provide sufficient 
forces to defend the confederation from possible 
attack by the Sub-Men, Rumors or an alliance 
between the Beaslmen and Za have Impelled Thrall 
commanders to augment their forces throughout the 
Borderlands. To date, the pos&Lbillly that the Lyceum 
archives may prove to contain Information about the 
origins of the Thralls has aroused no great Interest lu 
these folk, 

Vardune 

Vardune U a densely forested region bordered 
by the Axis rtver to the west. The winged folk who live 
here were once known as the Ardua, Evidence 
recendy unearthed from the Lyceum's secret archives 
lias proven that they are descended from the Aeriad, 
an avian race who fled the continent of Tcrnesla 
fallowing The Great Disaster. Upon learning the truth 
about their origins. Hie Ardua ofTh tiilly adorili-d their 
ancestral race-name, and now Wish to be known as 
the Aeriad, 

There are I wo jub-race* of Aerial: t'.n-fn 
Aeriad, who seldom exceed five feet In height, and the 
toller and somewhat more aggressive Blue Aeriad. 
Both species are slender and frail In stature, and 
have skin that glistens with a metallic sheen. A 
crested cox-comb of feathers adds to the distinctive 
appearance of these folk. 

Formerly a race of sky-roving hunters and 
gatherers, the Aeriad were forced to abandon their 
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traditional way of life when their ancestral homeland 
was annexed by the farces of the old Phaedran 
regime. They settled in the forests of Vardune and 
built a number of small settlements along the eastern 
banks of the Aids river. The Blue AerUd, hunters by 
trade, became the protectors of their race; the Green 
Aertad. wUb their knowledge of feeds and fruit' 
bearing plants, became horticulturists They soon 
adapted to their new existence, and their settlement* 
|"rew and prospered, 

The Aertad are In the process of devolving from 
an avian to a ground dwelling species. The Aerlad's 
vesugnl wings, once used for flying, have atrophied 
Troill disuse. For the majority of Acriad, these ap- 
f*i 1 1 L: i Lli'ri are more decorative than functional, 
though some still use them for gliding. In the last two 
decades the avians have become even more manlike 
III appearance. None are now capable of true flight 
" id lou I the aid of mavje. Some attribute tin' procrsn 
of devolution to the aftereffects or The Great Disaster, 
[hough this theory has never been proven. 

The Largest of the Aerlad's settlements la the 
river city of Vashay, renowned as a producer of 
useful herbs and plants, Vas hay's most Important 
crop I* Vlridia, a giant species of pod-bearing plant. 
The breathtaking bridge at Vashay and the triple - 
tiered terrace dwellings or the Acriad are all made or 
woven vlridia tendrils, as arc many other products 
.11 Id In this region. The ruler of the Acriad is the River 
King or Queen, who may be either a Blue or Green 
/Vrlad. 

The Wilderlands of Zaran 



From the borders of the Seven Kingdoms to the 
Volcanic Hills, the vast ami irw cjf tiir WiMrrlanr Is 
of Zaran occupy much of the central sectnr of TaJIs- 
lanta. Here lie the ruins of many long-dead cMltta- 
lions of the Forgotten Age. Much of the devastation 
caused by Tlic Great Dtsasid-i took place Within this 
region, which has remained largely uncivilized since 
that time. While featureless wastelands comprise 
much or the Wilderlands of Zaran, the area Is not 
without certain points of InlerraL 



The Aberra rt t Forest 

The Aberrant Forest la a weird and grotesque 
woodland, the origins of which may be attributed to 
The Great Disaster. All manner of bizarre flora and 
fauna can be found in this place, though nothing 
(hat Uvea here is as nature intended it to be. The 
plant* and trees of this region appear heedless of 
natural law. growing to Immense proportions or 
becoming Uhjjosn i I >ly gnarled and twisted In form. 
Murky sucartis flow uphill, stagiuml ponds move 
slowly across the land, and at Units the very ground 
seems to undulate as if alive. The forest was once 
home to the mad wizard Rodin n. whom some believe 
was responsible for causing The Great Disaster. 

The Labyrinths of Shama 

South of the desert kingdom of Carantheum 
stand the Labyrinths of Shama, a group of mazelike 
structures of certifiable antiquity. Some scholars 
attribute these ruins lo the Sharn, a bng-dead race 
uf wIujjii llcUc K known: Others say the nomenclature 
Is incorrect, and that these structures should be 
attributed to the Shan, another ancient race whose 
homeland was destroyed by fire during The Great 
Disaster. The area about the ruins Is populated by 
Parana, rodcnlllkc huinaimld* nf shurl Mature who 
live In underground tunnel complexes, coining forth 
In groups to scrounge for (bod or to rob unwary 
travelers of their possessions, Also found In this 
region are the Wanderers of Ashann. who represent 
the fast of the Shan. They are sometimes encoun- 
tered walking among the rubble of Tallslanta's ruined 
cities, as If searching for something lost long ago. 

The Kharakhan Wastes 

To the northeast lie the Kharakhan Wastes, a 
region despoiled by firestorms and other unnatural 
phenomena during the time or The Great Disaster. 
The burned and blackened ruins of Kharakhan. a city 
once occupied by a race or giants, stand here like 
massive tombstones, dismal monuments of a bygone 
era. Oversized artifacts and curios Utter the subterra- 
nean levels of the ruined city. This region Is now 
home lo the Araq, a hybrid of man and Sauran 
created during the Forgot len Age, The Araq are 
warlike and prejudiced In the extreme, marking all 
other races as hated foes. 

The Barrens 

Tile Ltarrens is a region or rocky hills, salt flats, 
and scrub plains, Herds or land lizards, valued 
throughout Tullslanta as pack and burden beasts, 
roam litis area Ln great numbers. Also native lo the 
alkali plains of this sector are mangonel [Lxards. a 
combative species of repute employed as war-steeds 
by the Thralls ofTaz and the primitive tribes who 
dwell in this desolate sector, the Danelek, 
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The CityState of Maruk 



Men has the Farad consortium Incensed: they 
consider the Sub-Men 'bad for business.* 



The city 'Stale of Maruk was once a prosperous 
center of trade until it gradually fell Into ruin, the 
victim of a mysterious purw. The impoverished 
Inhabitants, called the Marukans. are considered 
harbingers of doom In many lands, and are shunned 
as If they were carriers of the plague. With the Sub- 
Men threatening, many or the downtrodden denizens 
of Maruk ore preparing to flee to safer locales. 

The City-State of Danimia 

The city -slate of Danuvfa 19 a great stone clladel 
established long ago by moderate faftJons who lied 
the old Phacdran Empire around the time of Ihe Cult 
Wars. The dry is ruled by a gynocracy, with km.,!--. 
luikllngall position* of Importance, Including nil 
military positions, In the face of recent developments, 
Danuvfa has mobilised for war with the Sub' Men. 

The City-State ofHadjistan 

The city-slate ofHadjistan. formerly HadJ< Is 
situated In the middle or an arid plain that stretches 
for miles in all directions. The folk who live here, 
called the Kadjln, are among the wealthiest of all 
Talislantan peoples. The source of their great fortune 
comes from the Kadjln Ruins, ancient hollow obrli.-.k.i 
that contain the mummified remains of a race of 
magician- kings Lriterred along wjili their most prized 
possessions. Since Farad mercantilists acquired a 
controlling Inter rst In Hip rlly-slate in die year 609, 
Hadflstan has become renowned as a resort for 
wealthy Tails la titans, The problem posed by the Sub- 



The Displaced Peoples 




A number of displaced peoples Inhabit or 
traverse the terrt Lories of the Wllderlands. Most arr 
descended from those who survived The Grral 
NK.iNtrr tbrlf homeLinds long abandoned and fallen 
Into ruin. Some are refugees from the Quan Empire: 
others are members of dying races, TV most com- 
mon of these Include lh<r Bodor. consummate musi- 
cians who possess the ability to see sound as colors; 
the :*-.\o >■ ii pi i unlive folk renowned as spirit track- 
ers; tlie Rahastrant . a people skilled In the art of 
cartomancy, the Xambrians. whose ancestors were 
nearly exterminated by Ihe ancient Quaranlans and 
who now operate as wizard hunters; and the Yltek. a 
race of nomadic inmb robbers. 

TheZa 

The Za tribes constitute a savage race of Sub- 
Men who range far and wide throughout much of the 
Wllderlands, Claiming descent from the original folk 
of the lost kingdom of Zaran, the Za have long 
contended that the Wllderlands territories are 
rightfully theirs. The Za clans have recently been 
united under an Individual claiming to be tlie 
Tlrshata. the legendary ruler of the Sub- Men tribes 
during the Age of Confusion. The Tlrshala has sworn 
that the Za and their allies Will come together and 
conquer the civilized peoples throughout the Talislan- 
tan continent. 

The Western Lands 




The Sad Plains 
TaHsIanta: An Overview 



Aarnan Is a land of low hills and wooded glens, 
bordered to Ihe east by the Axis river and to the west 
by the Sea of Sorrow. Formerly part of the old 
P hard ran Empire, Aainan Was one of the lnrlr|>rfi- 
dent nations formed following the long ;unl hWty 

Cult Wars, whlrh pHtcd Uir Orthodox In In :ig;iltiit tlir 
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Paradoxus La. The people of Aanun, called the 
Aumanlans. are governed by an Intolerant theocracy 
under the Hierophanl, high priest of the OrUiodnKlsl 
Cult and absolute ruler of the realm. 

Tile capital of Aarnan Is Aiimahd. a City or 
faceless while buildings. The Hierophanl live* hen In 
■ mighty tower of ivory-colored Alone, attended by his 
niMt trusted advisors. These include the monitors, 
who keep a watchful eye on the populace, and the 
Inquisitors, who are entrusted with the ritual "purifi- 
cation* of sinners. Aainahd overlooks the moat 

hi Am* and s^i i;n 1 1 1 . . r =■. I j 1 1<- c i j rT- |ii Ihc region, tlw 

Great Barrier Wall that separate* Aarnan from Its 
traditional enemy Zandu. 

In the last Tew years, the new Hlerophant has 
solidified hts position Ln the theocracy, employing 
cadres of witch hunters to liquidate his enemies. 
Under his direction, the Aamanlans have intensified 
their <r (Torts to gain converts to the Orihodoxisl CuIl 
Sources In neighboring Zandu claim thai an unwoni- 
edly large number of these converts are being used to 
expand the Aamanlan mlllinry. Or concern to the 
Seven Kingdoms la the rumor that the Kelrophant 
covets the Archot-n Ccdex, which he claims Is a lost 
book of the OmntuaL the cult's sacred scriptures. 

Arim 

A nn i Is a land of rough and irregular hilts. 
Interspersed with grassy steppes and thickets of 
stunted oak and briar. The people who Uve In this 
gray and windy realm, known as the Arlmltes, are a 
dour and moody loL They have- no love of song or 
dance, but favor chakos, a fiery liquor brewed In 
black Iron kegs. 

There are three settlements of note in Arim: the 
mining and trade center of Shattra, the citadel of 



Akbar, and llie Forbidden City of Ahrazahd. The 
country is ostensibly ruled by a figure known as the 
Exarch, a recluse who dwells In the Forbidden City. 
In reality, the true power in Arim lies Ln the hands, nf 
the Re ve nan is, a cult of assassins who specialize In 
"revenge -for-hlre,* Their leader is said to be a power- 
fid as-sassm-mage wju» lives In a mountain top 
sanctum. The Revenants* Influence la now believed to 
extend across the continent, though ihey have 
tempered their methods somewhat in order to 
increase profitability. It is now possible to "buy back" 
a contract— at double the original price. 

Silvanus 

Silvan us is a hlfly. woodland region located to 
the west of die Kecros river and the Forests of 
Were wood These scenic woodlands aerve as home 
base for the Sarista gypsy tribes, a nomadic Talk or 
Indistinct origin. The Sarlsta are renowned for their 
talents as folk healers, fortune te liens, and perform- 
ers — or as mountebanks, charlatans, and tricksters, 
depending upon your point of view. They travel In 
loose-knit tribal groups, carrying all thai they own In 
wagons or on the hacks of burden beasts- Their 
caravans roam the western lands Tram Silvanus to 
the Seven Kingdoms. 

Werewood 

Werewood Is a dark and tangled forest situated 
Co the north of Zandu. The sunless woods of this 
region reverberate with strange and frightening 
sounds: the baleful cries of were beasts on the hunt, 
the sinister laughter of banes, the rustling of 
mandragores as they uproot themselves and scuttle 
through the underbrush. Underground, the subterra- 
nean creatures known as welrdllnga hoard their 
wealth In garishly decorated burrows, while Gnorls 
gather secrets lor sale. The Dhunn, a pagan people 




The Great Barrier Wal] between Aaman and Zandu 
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regarded as witches, make their home In the deep 
forests of this region. 

Zandu 

Zandu Is a land of gentle hills and (pane 
woodlands, shifting to deep forests along ICS northern 
borders and western coast The Inhabitant* of tills 
region are the Zandir, a people diametrically opposed 
to their neighbors, the Aamanlans, Unlike their drab 
counterparts In Annum, the Zand lr are known for 
their colorful custom* and Uberel sensibilities. Most 
are Paradoxlsta, who profess to be mystified by their 
own existence. The tenets of the Zandlr 'religion'' are 
perhaps best explained In the Paradoxlst text Th* 
Creai Mysteries (author unknown!,, a lengthy book 
(tiled with over one hundred thousand questions, and 
no answers, 

Zanth Is the capital of Zandu and a beautiful 
r:|iy or copper spires, minarets, and arched cause- 
way* The SliH.ui uf Zandu lives here. In a fabulous 
palace glided wlLh silver and gold leaf. Uke Aamahd. 
the capital of Aarnan, ZanCh was once part of (he 
ancient Phaedran clly of Badljan, which was divided 
in two following Ihe conclusion or the Cult Wars. 

In response Id the Increasingly militaristic 
posturing of neighboring Aaman, the Sultan of Zandu 
has placed the Zandlr military on full alert and 
fortified the Great Barrier Walt that separates the two 
rival slates. These moves have served to Increase 
tensions between the two rival states and have led to 
speculation that a second series of Cult War* may be 
imminent. 



The Quun Empire extends from the southern 
borders of Ghana to the northern foothills of the Opal 
Mountains. Throughout much of the New Age the 
empire has been ruled by the Quan, a decadent 
people descended from barbarian stock. Their 



subjects include the Vajra, a subterranean race or 
miners and builders; the Sunra, a race of semi- 
aquatic seafarers; the Mandalans, a passive folk of 
scholarly mien; and Ihe Kang, a race of crimson- 
skinned wanton who serve as protectors of the 
empire. The empire's major dues include the capiat 
of Tlan. also known as the Golden City, the coastal 
city of Jacinthe, the coral city of Jsalls, and the 
military outposts of Karang. Vlshana, She nan. and 
Hadran- 

Since the Silent Insurrection of 6 1 1 , the Kang 
have taken control of the Quan Empire. The Kang 
Warlord Rakshan now wields total control over the 
empire; the Kang** former masters, the Quan. have 
been reduced to the status of puppets. With the 
Warlord allocating most of the empire's resources to 
his .irmies. the Crimson Horde has grown In power 
and may now be the single greatest military force on 
the continent. This development Is viewed with alarm 
by the Dracartans. and to a leaser extent by the 
Inhabitants of the Seven Kingdoms. 

Ghana 

The Jungles of Chana occupy a portion of the 
southeastern coast of Talis lanta, from Farad un to the 
borders of the Quan Empire. The climate In litis 
region is hot, wet and unbearably humid, Ideal 
conditions for Ghana's many Varieties of tropical 
plants and bees, which Can literally spring up 
overnight after a drenching rain. Hie humarmUl 
inhabitants or this domain are the Wltchfolk. a 
people of dark in it I sinister repute whose tastes for 
such pastimes as headhunting and cannibalism have 
endeared them to tew other races. The Wltchfolk 
continue in be a thorn in the side or the Quan 
Empire. Fortunately for the Kang, Ihe Witch tribes 
have their hands full with their traditional foes, tile 
shapechanglng Mania and Ihe Nagra spirit trackers. 

Harak 

Harak is a bleak and desolate land, hemmed In 
on all sides by mountains and swept by frigid winds 
from 111'- north. Here. In Llits mosC inhospitable or 
regions, dwell the fierce warrior clans known as the 
Hantldn, a hard-hearted people utterly devoid d! 
mercy or compassion. The ultimate survtvalisLs. the 
Hamkln view all other living creatures as prey. Their 
clans are nomadic, traveling from place to place in 
search of food and water, both precious commodities 
In this region. 

In the last ten years. Increasingly harsh condi- 
tions have forced the Harakln tribes la migrate 
southwards towards Ihe Quan Empire. Border 
skirmishes with (he Hang military are becoming 
increasingly frequent. As the Kara kin grow more 
desperate, the situation becomes increasingly vola- 
tile. 



The Eastern Lands 




The Quan Empire 
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The Temple of the Seven Moons in Xanaclas 




Xanudtut 



Xanadas 1* an isolated land located high amkl 
l In- loucrijii; pe^iks of the Opal Mountains. At ttir 
summit Of Mount Mandu stands on ancient edifice 
known as Uie Temple of the Seven Moons. Within, the 
tabled savants known as the Chroniclers of Xnnudas 
dwirll. (jIiwtvJiih alJ thai iransplie-E UirDu^houl the 
continent of TalislanUrL Every event of note is 
i worded in massive, leather- bound lomes. which 
When full are stored In the temple's archives. The 
Chroniclers continue lo carry out their dullea to the 
present day. using enchanted seeing stones fash- 
ioned from spheres of polished blue diamond. 



The Desert Klngdonis 





Carantheum 

The kingdom of Carantheum Is located In the 
Red Desert, a great expanse of scarlet sand sur- 
rounded on all sides by the WUderlands of Zaran. 
This region Is home to Ihe Dracartans. a race of 
former nomads who settled in the Red Desert centu - 
rles ago, Carantheum Is famed Tor Its. trj.'uim.itur^ffi, 
who are greatly esteemed for die wondrous prodm K 
they create. The city of Dracarta. Us towering obelisks 
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and three fold outer walls plated with red Iron. 
s Linda as a testament to lhelr extfiKwIliiniry .ihilitJi-s 
Goods from Drac-arta arc transported across the 
'l-^'rt In sail -[HiwcrnJ Unit lwirgr»and duneshlps. 
vessels that traverse the Criiltton sand* Just as 
seagoing ships ply the seas. 

In the year 620. Carantheum [aces perhaps lis 
greatest challenge, After decades or prosperity, the 
kingdom now finds itself besieged by hostile forces on 
all sides. The unification of the Za tribes has dam- 
aged trade wllh the Seven Kingdom*, the Dracarians" 
primary source of vital trade goods and resources. To 
the south, the Khadun ofRaJanisUn has amassed a 
great army, and a third Jihad seems Inevitable. To the 
east, the emergence of the warlike Kartg is yet 
another source of concern, and the city of Dracarta 
has become a haven for nomads seeking safety from 
the threat of the Sub -Men. 

Djqjja 

The land of DJafla consists primarily of scrub 
plains and parched desert Interspersed With a few 
scattered oases. This place is home to a nomadic folk 
known as the DJaflir, who are divided Into two tribes: 
merchant traders and bandits. The caravans of the 
merchant tribes carry goods to and from the Civilized 
countries or Talis lanta. from as far west as Zandu In 
the eastern lands of the Quan Empire and even 
Xanadas. The Djafllr bandit tribes, though fewer In 
number, are nearly as ubiquitous as. thrlr mercantile 
counterparts. The similarities ar«* s-iirh that hunr 
believe the distinction between Djafllr merchants and 
taandLLi is one or semantics only. Both tribes are 
governed by a. single ruler, who is known as the 
Caliph. 



As In the pasL, the Caliph remains among 
Caxantheum's staunches! allies, However, he Is beset 
by troubles of his own. The Beastmen and Za tribes 
have Inhibited the ability of the Djafftr merchant 
tribes to convey goods through the Wtlderfands 
territories, in response, the DJaffir have taken up 
arms against their enemies, and have Increased 
security on aJJ caravans passing through the 
Wilder lands. 

Rojanistan 

The nation of RajanLstan Ucs east beyond the 
scorching sands of the Red Desert. The rulers of this 
arid realm are the Raj an a. a race of fanatics who ore 
utterly devoted to the Khadun. The Khadun Is the 
mystic ruler of the Nihilist Cult, formerly known as 
the Black Mystics, the state religion of Raj un Is tan. 
The Rajans have long coveted the ore-rich sands or 
the Red Desert, but hare thus far been unable to 
wrest these territories away from the Dracnrtnns. 
whom tlw-y entry' and despise. 

Rajantatan remains the primary military threat 
to the other kingdoms of litis region. This situation 
was exacerbated with the rise of the new Khadun, a 
powerful aftsassln-mage who rose through the ranks 
to become the founder and leader of the Nihilist Cull, 
The Rajans have acquired knowledge ofwlndshlp 
arcanology from (he unscrupulous Farad, and hove 
declared their Intention to urajjr a cUrk Jihad against 
ihdr bid enemies, the DracarUns, 








The Northlands 




Khazad 

Khazad is a bleak and largely unknown realm 
located in the farthest northwestern reaches of 
Talislanla. a region thai is practically inaccessible to 
all buL the most determined and knowledgeable 
travelers. Scattered throughout (he country are the 
ruins of a long -forgot ten civilization 41)4 ancient 
burial grounds denoted by row upon row of age -worn 
stone markers. There Is a legend thai claims a vasl 
complex of ruins lies far to the north. Though this 
legendary set of ruins la referred to as Necron on 
many ancient maps, the Saris ta call It the City of the 
Dead . Here,. It Is believed, are burled the mummified 
remains of an en Lin: city's population. The Seven 
Kingdoms have sent several expeditions Into the 



rrgjon in the hope of locating the City of Lhc Dead, 
thus far without success. 

UHaan 

Li loan Is a land of vast snow fields, glittering 
Ice peaks, and frozen lakes. The only civilized folk 
native lo LTIaan are the bluc-sklnned Mlrln. a people 
who live In crystalline ice castles and are skilled kn 
the arts or alchemy and natural magic. Situated on 
opposite Shores Of the Sea or Ice arc the twin clues of 
l/bd runt Hliln, ihe lallrr of wlikh Ls lhc capital and 
home of the Snow Queen, ruler oft/Kaon. Most 
people who travel between the I wo cities lake Ice 
schooners, majestic sall-drtven vessels that glide 
across the Sea of Ice on runners made of gleaming 
adamant A deeply religious people, the Mlrln revere 
Borean. Cod of the North Wind. 

Over the last twenty years, the kingdom of 
L'Haan has steadily declined in power. Weakened 
from within by the machinations or KattiUtln anar- 
chists, those Mlrln who have been declared outlaw or 
outcast from ih* general Mlrln society, the Mlrln now 
Jlnd themselves hard pressed by ever-Increasing 
numbers of Ice Giants from the iu>rtli western land of 
Narandu Without assistance from outside forces 
L'Haan may soon be overrun by these Invaders. 

Narandu 

Narandu ls a frozen wasteland that stretches 
across much of the far northern regions of Talislan La- 
Here, Jagged muuii tains of Ice pierce the bleak tundra 
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and frigid wind* howl through chasms ringed with 
liaajTrosiL This torturous region Is home to the 
monstrous, beings known as the Ice Giants, creatures 
comprised of animate Ice who are ruled by a mysteri- 
ous entity known only as the Ice King. Advancing 
farther and farther south each year, the Ice Giant* 
have slowly extended their territories, converting 
temperate lands to bleak tundra- Tb date. Ihey have 
engulfed parte of western Lfiaan. northern Urag. and 
sections or Harak and Yrmanta. The prophee lei or the 
avian Cryphs of Tanwanth. which foretold the Jihad 
of Uic Ice Giants against the other races of Tallslanta 
and the extension of their rule over all of the contl- 
nent, were once considered preposterous by scholars 
from the Western Land*, but now echo ominously 
from the put. 

Yrmanta 

Yrmanta Ls an untamed wilderness region that 
Ilea lo the west of the barren Ice fields of Narandu. 
This savage realm Ls home to two distinct humanold 
tribes: the savage Wild men and the Jaka, last of a 
race of Intelligent beasts who roamed the forests of 
Tallslanta In ancient times. Hie Wlldmen are believed 
to be declining in number, due as much to the 
gradual depredation* of invading Ice Giants as to the 
Wlldmen" h propensity for ritual drug use. Many Jaka 
have migrated southwards, following the wild herds 
from which they derive sustenance. Some have left 
Yrmania for the Western I J. rids, while others have 
Joined the Seven Kingdoms' Borderlands Legion. 

Along the eastern borders of Ymiunla lies the 
Hat wasteland known as the Lost Sea. a dried- up 

s*c.il>rti lltlrlril Willi ltn- :il><-|rn! !vkrlrli>lis of (Jl.lJit Hj-a 

dragons and other aquatic monsters. Some claim 
Uiat half-sunken sea vessels of unknown origin can 
be found In Isolated parts of this region, many 
cental nlng fabulous artifacts and treasures from a 
lost age. As the Ice GLant9 advance southwards, 
scholars have begun to fear that the Lost Sea may 
soon be sealed under glacial Ice. 



The Central Regions 




The Plains ofGolarln 

The Plains ofGolarln is a wide expanse of 
savannah Uttered with the crumbling ruins of an 
unknown number of ancient civilizations. In the north 
rmiml rrgimi M.unl'i rlir W;ilr]isunir. .in Immense 
pillar of gray basalt several miles In height. Packs of 
heavily aimed Beastmen nam the Plains ofGolarln In 
force, preying upon caravans from the Seven King- 
doms. Carantheum, and the Western Lands. An 
impending alliance between the Beastmen and Za 
clans Is rumored, and seems more likely with each 
passing day. 

Tamaranth 

Tamaranth Is the oldest and most impressive of 
Tallslanta '3 woodland regions. Two Intelligent species 
of humanolds live here: the avian Crypha and the 
mystical Ariane. The Ctyph clans live In eyries built In 
the tops of the tallest span-oaks, and consider them- 
selves the guardians of Tamaranth and the surround- 
ing environs. Through their travels and communica- 
tion with other avian species, the Gryphs are often 
aware or events that have transpired in evc-n Hk 
distant places. 

The Ariane are practitioners of a mystic doctrine 
known as transcendancy that enables them to com- 
mune With all things In nature, including animals, 
plants, and even earth and alone. The majority of the 
Ariane spend their entire lives In the maze city of 
Allan, meditating on the mysteries of the natural 
world. For some, the search for enlightenment leads 
beyond the forests- of Tamaranth to distant lands. 
Such Individuals, called Seekers, may be encountered 
almost anywhere in Tallslanta. 

Following recent developments with the Sub- 
Men, the Gryph clans have Increased the number and 
freinicmy of survrlllanre flights over 1he plains region 
and have fortifled their eyries against possible forays 
by the Beastmen. Prom their refuge deep In 
Tamaranth Valley, the Ariane continue to send forth 
Seekers, hoping to gain greater understanding of what 
Is occurring In the outside world. 

The Shadow Realm 

The Shadow Realm Is an eerie place haunted by 
the ghosts of a dozen vanished civilizations. Shattered 
ruin*, Worn beyond recognition by centuries of time, 
are found throughout the region. Among the few 
intelligent beings known to inhabit this forsaken land 
are the Malum, spectral entities who hall from the 
Nightmare Dimension. They dwell within the Iron 
Citadel, a ruined structure of ancient and obscure 
origins. From within the dark confines of their sanc- 
tum the Malum reputedly consort with creatures from 
the lower planes. 
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Saurans ;md Land Dttigrm in Battle Rrgalla 



The Sinking Land 

The Sinking f^nd is situated In Ihe farthest 
northeastern Teaches of the Wllderlands of Zaran. 
|ubt west or the Volcanic Hills and south or the Opal 
Mountains. The skies above this region arc always 
dark and gray, the earth below a va.il quagmire of 
Inert, brown sludge. A few species or plants and 
an Urmia have somehow managed lo adapt lo this 
bleak and depressing environment, including several 
varieties of giant fungi, the barge tree, and the iiukI- 
dwelllng snipe, an Intelligent species of motlusks that 
possess the ability to move swiftly through the 
muddy ground of the Sinking Land as easily as Ash 
swim through water. 

Vrag 

Urag Is a harsh, wind-swept, region of arid 
plains, winding canyons, and sprawling mountain 
ranges. Onre a thriving forest, the area, Has slowly 
been reduced to a near waste land by centuries of 
inflect and abuse. The individuals responsible for 
deMIng this land are the bestial humanoids who 
dwdl here— the tJr t a warlike race wlio rule by forte 
of anna. Their subjects Include the Darkling*, a 
wjrtthcd race of humanoids who once coulmllcd llir 
region known as the Darklands. and the Slryx. a race 
of bat-winged scavengers who serve the Ur as aerial 
scouts. 

Tlie Ur clans have three large settlements: Krag, 
Vodruk. and Grod. These places are havens for 
disease and filth, and contribute much to the pollu- 
tion of the local environs. The lir have no drily, but 



prostrate themselves before immense stone Idols. The 
nature and origin of these monstrous effigies Is 
unknown even to the Ur themselves; scholars believe 
they were built long before the Ur clans settled In 

Urag, 

Unsettled by recent events, the Ur keep a 
watchful eye to the north, fearful of the encroaching 
hordes of Ice Clan Is who are slowly making their way 
southwards Into Ur lands. Those monitoring Ihc Sub- 
Men altiiili' hi w i mi In wlu-thrr the Ur Clans Will Join 
the Tirshata* ever- growing a miles or opt for Indrpcn 
dence. 

The Volcanic Hills 

"Ihe Volcanic HlDs Is one of the most desolate 
and forlorn sectors of Tallslanta, marked by clouds of 
smoke and ash, sutfurous fumes, and rivers of 
molten lava. The dominant species in this hostile 
region is a race of reptilian humanoids known as the 
Saurans. They live in waited stone enclosures, forge 
crude Iron weapons and armor, and employ trained 
land dragons as giant siege engines, Saurans know 
nothing of magic, but do have a religion of sorts. 
Their patron deity Is Satha, a flre-breaUiLng Dragon 
Goddess who supposedly gave birth to the Sauran 
race. 

In the last five years the Sauran tribes have 
been unuVr a^vuiJl Ijy the armies of the Kanj> War 
lord from the Quan Empire. The Kang have begun a 
systematic campaign of extermination against the 
reptilians, forcing many (o wllhdraw into the 
Wllderlands. The absence of the Saunans has enabled 
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the Lndlgenoua raknkl population lo Increase by leaps 
And bound*. Great a Wanna of these hostile Insecloids 
now roam the subterranean depths of the Volcanic 
Fill La. Some fear that they will And their way Into the 
Underground Highway, to the detriment of all 
Tails lantans. 

The Wild Coasts 




Bcttre 

Batre la :i small tropical Island lota led lo the 
south of the Dark ComL The Inhabitants, known as 
Batrrans, are a primitive folk of peculiar habits. The 
iii-nks are huge, dull-wlttrd. and remarkably ugly. 
Conversely, Batrean females are exceedingly Intelli- 
gent and lovely beyond compare. Unlit the Island was 
annexed by the I m dans In 602, It was the peculiar 
custom of Batrean males to set! their womenfolk for 




& 



gold, a practice many believe the females Instigated as 
a means of escaping their boorish mates. The batrean 
males have since been relegated lo the status of 
breeders, and the Imrt-in slavers now control the sale 
of Batrean females. 

The Dark Coast 

The Dark Coast region 1* dominated by thick, 
tangled jungle Interspersed with sections of marsh- 
land and tropical forest. The Boru and Klru rivers 
eiTecuvely dMdc the land Inlo Uiree separate territo- 
ries: the western rain forests, home of the peaceful, 
nynthlcillo Green Mem the central swamplands, home 
of the amphibious Mud People; and the eastern 
Jungklanda. territories Inhabited by the fierce, four- 
nrmcd Ahazu. Despite the danger posed by warring 
bands of Ahazu and Mud People, explorers from the 
Seven Kingdoms have come here of late, searching Tor 
signs ora great Heel of wmdshlps that Went down here 
In ancient times during a terrible battle between the 
Elande and lite wlndihlp pirates of Baralus. 

Farad un 

Faradun Is acknowledged as the wealthiest 
mercantile stale on the continent, primarily due to the 
widespread sale of contraband drugs and weapons. 
The sprawling port of Tarun, with Its ominous and 
impregnable defenses. Is the cap] Lai and center of ail 
trade. The Inhabitants of this land are Lite Farad, a 
mercantile folk known for their singularly unscrupu- 
lous business practices: the Farad will buy or sell 
anything from anyone, with no questions asked. Their 
ruler Is Uu- Ki.it. n |jow<>rful monopolist who dictates 
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Ihe price of ail goods bought or sold In Tamil. The 
Farad how a religion or sorts, reveritig Die god Avar, 
deity ol~ material wealth and personal gain. Avar's 
follower* do not erect temples in hi* nunc hut 
prostrate themselves before golden kbit purchased 
Ln the shops of Tanm. 

The Farad's unscrupulous trade policies ban 
brought them great prosperity aa well as Ihe enmity 
of many Talislan tans: following the sale of stolen 
wlndahlp arranotogy to the Rnjans. Farad mooters 
and procurers were banned from both the Seven 
Kingdoms and Cararitheum. Farad uji has established 
trade ties with the Imrtan slavers and Is known to 
supply weapons to hostile reclines In Rajranistan and 
Aaman. 

Goo-IKn 

Gao Din Is a small and rocky Island located 
some ten miles off the western coast of Mojj. The only 
settlement on the Island Is the rogue city of Gao. 
Formerly a penal colony of [be old Phaedran Empire. 
Gao-Dln was abandoned by its makers during the 
Cult Wars of the early New Age. Showing a degree of 
1 1 -ii^n 1 1 1 1 i y t.»orn al desperation, the prls^n^rs ^ihviiyd 
an abandoned Phaedran vessel and embarked upon a 
career as sea-roving pirates. Since that time the Sea 
Rogues of Gao-Dln have prospered, primarily at the 
expense of such folk as the Imrian slavers and the 
Farad. Unlike the vicious Mangar corsairs, the Sea 
Rogues are notable for their gallantry and swash- 
buckling style. Their ruler is known as the King or 
Queen of Thieves. 

Jfrnrui 

Inirta Is a stram p- Infested island located off the 
southern coast of Mog In the Azure Ocean. The 
primary inhabitants of this Isle are the amphibious 
hi 1 1 1 nanolds known as ihe (mrlans. Slavers by trade, 
1 1 >r 1 mrlans prey upon the primitive tribes who dwell 
. 1 1 * » 1 1 !_! the soulhrm coasts ol Talis la nta ant) I In- 
crescent Isles. They range far and wide In massive 
coracles drawn by teams of giant, sightless eels called 
kra. ']1ie hnrians Worship no god. and Indeed cannot 
lurnpreheiid any position bearing greater esteem 
than King of Inula; they mock those who do have 
ilrlllr* as Ignoran t savages. 

Despite many setbacks, the 1 mrlans continue to 
foster dreams of conquest. They succeeded In subju 
gating tile- Isle of fclalre in the year 602, and now use 
II as a breeding ground for staves, who ore sold to 
Rajanlstan and Farad urt. Palling to establish a 
foothold on the Taltslantan continent, the I mrlans are 
now concentrating their efforts on acquiring other 
island territories such as Oceanus, Gao-Dln. 
Phantas. and certain of lite smaller Islands In the Far 
Seas. 



Jhangara 

Jtiang&ra is a hot and humid land constating 
mainly arjungle. murky swamp, and bog that becom 
es progressively more dense and Inhospitable to- 
wards the southern rautaJ n-gkniM, The humanokl 
denizens of this land are the Jhangarans, an u advl- 
IbBCd race. Odd and ungainly in appearance. They live 
In tribal group*, typically comprised of individuals of 
Ihe same occupation. The strangest of these are the 
Outcasts, who wander the swamps and Jungles of 
Jhangara in ragged bands. The other tribes regard 
them with superstitious dread, for II Is the belief of 
the Jhangarans that all Outcasts bear with them the 
fsUgma of doom,'" 

A primitive and impoverished country. 
Jhangara has little or no Influence among the other 
nations of Tallslanta. With little hope for the future, 
some Jhangarans have been attracted to the over- 
tures of Aamanlan missionaries, and have been 
converted to the Intolerant tenets of the Orthodnxlst 
Cult. Jhangaran mercenaries now comprise a sizable 
part of die Aamanlan military, 

Mog 

Mog Is a vast swampland cut by countless small 
tributaries of the Axis river and teeming with a 
variety of unusual plant and animal species. The 
primary Inhabitants of this region are the Mogroth, 
& loth like humanokls who live in rude huts erected In 
the branches of large mung- berry trees. Normally 
slow moving and placid by nature, Mogroth traders 
sometimes travel to tike Seven Kingdoms, bearing 
sacks of gold and amber dredged from the swamps. 



The Crescent isles 

The Crescent Isles are a chain of small Islands 
located in the northern reaches of the Far Seas. 
Many are small and relaUvery insignificant atolls, 
appearing «n no kniywn niap or sea chart- Islands of 
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The Stone Images of Fetish IsXe 



note include Farm, a veritable paradise populated by 
a tribe of albino huinanolds known as the Sawlla; 
Donango, a peaceful -Minting Isle Similar 111 appear- 
ance in Fahn. but infested by sea demons; the 
Mangar Islands, a duster of four small Isles whose 
hidden coves serve ju bases for the murderous 
Mangar corsairs; and Pana-Ku. a volcanic tote 
wreathed in Jungle and Inhabited by ■ race of 
demonoids known as the Na-Ku, 

Nefaratits 

The Isle of Nefaratus Is a shadowy mound of 
black Iron-rock rimmed with Jungle. Bleak towers of 
stone dot the tale, each a hundred feet In height and 
decorated With the graven images of leering devils. 
Within these towers dwell the only known Inhabit- 
ants of Nefaralus — the Blank Savants, members of a 
secret magical order that dales back to the Forgotten 
Age, The Black Savants ore scholars of the occult 
whose Interests range from riLilxili-iin ci» all aspects of 
the lower planes. Their mldnlght-black vessels are 
rumored to sail the cursed waters that He at the edge 
of the world. Sailors who have encountered such 
vessels at sea claim that they are propelled by the 
efforts of demons chained to the oars with Silver 
shackles and driven on by giant, brass-skinned 
devils. 

Ocean us 



cliffs of while stone. High above the Island, tethered to 
the ground by chains of adamant, Is a slngular 
slruclure: a great casUe built In the cloud*, called 
Cabal Magjcus, Here dwell the Last descendants of an 
ancient race of magicians :uul thaumaturges known 
as the Phantaslans. Once among ilie ukinI sMIIr.! 
practitioners of the magical arts, the Phantaslans have 
forgotten nearly all of the Cabled knowledge possessed 
by their ancestors, who hulll Calfcil Mafilcur*. Among 
the fr* secrets left to them are the talents associated 
with trie building of winds! 1 1 ps ami ihr : l r i cifdUNWng 
dream essence. 

Thaecia 

Thaeela Is an Island of rare and splendoroua 
beauty, located off the southwestern coast of the 
T:illnLtnlJLii continent In Lhe Azure Ocean. Tins scenic 
Isle Is home to an advanced and prosperous people 
known as the Thaeclans. Renowned throughout 
Tallslanta for their hedonistic appetites, the Thaeclans 
are devout pleasure seekers who indulge ill all manner 
of stimulating pastimes. They are skilled In the 
making of sclntlllant spheres of ; mil wfglaSS called 
Thaecian orbs, wondrous items Imbued with illusory 
panoramas and other enchantments. The single 
Thaecian settlement of note is CaprtCA, site or the 
FesUval of Uie Bizarre, an annual exhibition of oddities 
and diversions a [[ended by people from all over 
Tallslanta. 



Ocean us is a waterborne city established some 
centuries ago by wandering tribes of Sea Nomads. 
LUiIll entirely upon gir.il Iktrges made uf plant fibers 
and tethered to each other In Intricate fashion, die 
city has no permanent location, but floats freely on 
the waves. 

Phantas 

Phantas Is a semi- tropical isle, covered in 
vegetation and surmounted on all aides by wavering 



The Thaecian Isles 

Islands in the Thaecian Isles chain Include 
Perldla, a rocky Isle known for Its underwater grottos; 
Dallla. a place of scenic vistas Inhabited by a Species 
of paras J les known as ne lire res; Carganta, a great 
mound oT volcanic rock Hint servi-y a.s home to lite 
gigantic stone entities called Monoliths, who are 
believed the oldest creatures In the world; and Cclla, 
rumored to be the retreat of a powerful magician 
known only as the Enchantress of the Shoals. 
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A Traveler's Guide to Talislanta 

"To the neophyte traveler or explorer, the TaksLarxUm comment 
and Us surroundings present nearly unlimited opportunities foe 
discuuvry mid advetilure. Conversely, the posstbtlities Jar dtsas 
teraxe at least as numerous . . . 

— Extrrptcd from the journal of tlir wizard Taj tier] in 




The following traveler's guide realures genera] 
information on local custom*, roadway*, and curren- 
cies, zis complied by the wizard Tamer! in following hi* 
fourteen-year sojourn across I he conUnent of Tails- 
lan la. The Information In this section can be consid- 
ered common knowledge to most Tallslantnri charac- 
ters. 

Local Customs 

For those who may be unfamiliar with the many 
unusual races, cultures, and creatures native to this 
realm, TallslanLi Ls a dangerous place Indeed. fur 
example. In the Western Lands, discussions of 
religious beliefs and morality are to be avoided at all 
cosL The Orthodox! sis of Aaman are zealots who 
regard nonbellevers as Infidels. Unconventional 
behavior and dress can quickly attract the unwanted 
allenUon of the cult's monitors, who spy upon the 
populace through the use of All-Seeing Eye*. Icons 
that serve as enchanted scrying devices and are 
found throughout the country. Conversely, the 
l^iradoxlsLs of Zandu do not lake kindly to criticism 
of thetr liberal moral beliefs. 

While In Artm. It Ls wise to refrain from address- 
ing an Arlmlte In any way that might be construed as 
Insulting or demeaning. The shadowy Revcnanl Cull 
operates openly here, specializing in revenge-for-hire 
al reasonable ralea. 

In live Eastern Lands, foreigners must obtain a 
permit before being allowed to travel across the Quan 
Empire. These devices cost upwards or one thousand 
gold lumens to obtain, and are Issued In the form of a 
lend tablet stamped with the Emperor's seal, a 
holdover bom the time when the Quan ruled die 
empire. As before, any Individual accused of breaking 
the law can expect to be hauled before a Knng 
magistrate and sentenced without trial. 

The Seven Kingdoms' confederation Is Widely 
renowned as the most enlightened of Talislantan 
stales, although predjudice towards the Sub' Men 
tribes ls common In some regions, As for local 
customs, a few words of advice are In order. First, 
never boast of your martial prowess while In Ta2\. The 
Indigenous Thralls consider such talk a personal 
challenge to battle, and will be only loo happy to test 
the braggart's mettle. Also, be sure to read the line 
print before signing a contract with the moneylenders 



of Kaamir, or face the prospect or paying exorbitant 
Interest rates, agent's fees, and In nil's, 

While In Slndar, never touch a collector's 
cherished wares, or you may be accused of attempted 
theft. Do not throw stones In the crystal city of 
Cynn U, i>r hunt winged creatures for sport In 
Vardune: both are regarded as criminal ouenses. 
Similarly, the Muses of Aalar do not take kindly to 
Individuals who bathe In their lakes and rivers 
without asking permission, while the Gnomekln of 
Dume do not allow outsiders to dig holes In their 
land. 

The Witderlands of Zaran present even more 
daunting challenges to the neophyte traveler. The 
Danelek tribes consider It their right to ambush and 
kill outsiders who drink from their oases. Orgovlan 
traders take offense if offered coin Instead or barter 
for their wares, and may accuse the unwitting 
offender of attempting to rob them, generally with 
disastrous results. Among the savage Za war clans, 11 
Is customary to drink the blood of slain enemies In 
order to acquire their strength, 

in the Desert Kingdoms, it Is considered IiiIxkj 
to touch the fetish masks that are Worn by members 
of the DJafflr tribes. Similarly, It Is not permitted to 
speak or make noise while In a Dracartan temple, 
U-s t the faithful miss any pronouncement of the god 
Jamba. Even more Importantly, never agree to let a 
Rajan convert you to the morbid tenets of the Nihilist 
Cult. This will result In your Immediate conversion by 
the sword, a fatal and irreversible condition. 

In the Northland*, It Is best to avoid all contact 
with the Wild men tribes of Yrmanla, who are known 
for their unpredictable behavior. The Mirln of l.'Haan 
offer die Lr hospital! ty freely, Uiough the 
accomodations in this frigid land leave something to 
be desired for those who do not poss e s s (he Mlrln's 
Immunity to cold. 

If you are passing through the Central Regions, 
be advised that the Beaslmen are known to hunt 
Men for sport when not engaged in their usual 
activities, which include pillaging and cold-blooded 
murder. The Gryphs of Tamaranth forest are exceed' 
ingly protective of their domains; as such. It Is 
unwise to hunt or cut Umber In their territories 
without their permission , The Arlane of Allan are 
reclusive by nature, and rarely allow visitors Into the 
maze city except by tnvUatioii, 
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The Inhabitant of the Wlkl CojuiI-i and Far hies 
exhibit a variety of colorful itrid even unusual fufs- 
torns. In farad un. goods stolen from olher lands, un 
legally be resold as "pre -owned* merchandise Among 
the Sea Rogues of Gao-Dln, LhlesTcry 1b considered an 
admirable profession except within the precincts of 
the rogue city of Cao. where such activities art 
expressly forbidden. In Jhnngarn, It Is the custom to 
eat with the lefl hand using the right hand to Wipe 
your mouth or nose. The Imrians find most common 
types of food and drink revolting, but regard slugs 
and giant water bugs as great delicacies. 

Currency 

The fold Lumen, minted to traditional specifica- 
tions by most of the civilized nations on tltr 
nent la the standard coin of the realm. A single gold 
lumen is equivalent in value to ten silver pieces, or 
one hundred copper piece*. A* a general rule, twenty 
standard- sized coins or any type weigh approximately 
one pound. 



Other means of exchange 
include Ainualu coppers., 
waferlike coins that are In wide 
use only In An man. Al one 
hundred to the pound, 
AamanLon coppers are consid- 
ered practically worthless, and 
- spumed In other regions. 



In Zamln. Zandir 
crescents are Valued at 
Icn jf-nli I Iljjih-iis. t i i [1 nrr 
Worth a single gold lumen 
tn other kinds, when Ihey 
are accepted at all. 



Cold pent ncles are 

popular In the Seven King- 
doms^ and are worth live gold 
lumens throughout the 
continent. As their intricate 
shape renders them difficult to 
counterfeit, these coins are 
especially favored by mer- 
chants. 



In Caran thrum, the 
standard Is the Dracartan 
pyramid. These triangular coins 
are made of red Iron and sire 
valued at live silver pieces each. 
They are honored In all lands 
except Rajanistan, where the 
ownership of even a single such 
coin is deemed an offense 
punishable by death. 









Imrian bra** ring* are worth two copper pieces 
each, and are worn about the neck on strings or 
chains. Those lands which outlaw slavery, such as the 
Seven Kingdoms, will not accept Imrion coinage. 



Oceanian rmdluit* are 

not coins per sc, but are in fact 
the Iridescent scales of anclenl 
sea dragons. In Oceanua, a 
radiant is worth one gold 
lumen: elsewhere, the radiant 
Is considered an attractive 
curio at besL 



L'Haan adamant* are 

rarely seen outside of the 
Northlands, where they are 
v.tliird at one silver piece each. 
They are worth flit silver piece 
in other lands, where adamant 
is much more rare. 



The Orgovian yatma Is a lead coin that was 
rendered totally worthless following the dissolution of 
the old Kingdom ofOrgovia. Disillusioned by the 
devaluation of the yauna. Orgovtnn traders now accept 
only barter In exchange for their goods, hence the 
expression, 'not worth a lead yauna.* 



Quan emperors are 

redeemable for one hundred 
gold lumens anywhere 
throughout the Quan Empire. 
Ehewhere. the coins are 
valued al only len gold lu- 
mens. 



Although they are no longer accepted as cur- 
rency, many types of antique coins are valued by 
Talislantan collectors and curio dealers. The most 

notable Include: coins of the old 
Phaedran or Mazdak dynasties 
Worth twice their Intrinsic Value; 
skull- vlsaged coins from the 
tombs of Khazad. worth up to 
live times their value as bullion; 
any coin dating from the Time 
Before Time,, the period of time 
predating the Forgotten Age and 
all other recorded histories of 
I'.ili .".ii.i.l. wMcl) may Ik wr, r l2i as nun h OS OJX 
hundred limes lis value as bullion. 

Roads 

Beyond the walb of even the largest Tallslantan 
clLies one often finds Utile but wilderness and iiear- 
lrrt]^^>l'lc terrain In many -aich n-^Kuis. -- - 1 1':- ;icvl 
reliable roadways are practically nonexistent, a 
situation that can turn even the most mundane 
journey Into an exercise In survival techniques, 
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Particularly unsafe is the so-called WUderiands 
Road, an ancient and decrepit affair thai runs from 
the eastern border of Koamlr or the Seven Kingdoms 
through (he WUderlands of Zaran and the desert 
kingdom* of Djafla. Caranlheum. and Rajanistan. 

Trawling l]ir WiJiJriTirss fioail \h he.il donr ill the 
Miin|j.iny i if a 5. 1 1 and wr|J anned caravan. due la 
the presence of malicious predators such as Un- 
B«Mtmen and especially the war clans of ihe Za. 

The old Phaedran Causeway mns from Zandu 
through Aaman and terminates at the Axis rive r an 
the western border of the Seven Kingdoms. The road 
Is patrolled by Aamantan witch hunters lo the east 
and Zandtr swordsmages to the west. It is some what 
haphazardly maintained, and obstructions arc fairly 
common. A modest toll Is charged at Lhe Great 
Barrier Wall that separates the two rival nations of 
Aamon and Zandu. 

The Seven Kingdoms has its own system or 
roadways, known as the Seven Roads. Though 
augmented In recent years, the roads air subject to a 
variety of maintenance problems. These include lhe 
Sudden appearance of fissures in Slndar, shilling 
Sand dunes that tend to obliterate the road In 
Kasmlr, and encroaching jungle vegetation In Tea. 
Crews of giant Monads, directed by Gnomekln 
engineers, struggle to keep the roods open as beat 
they can. The Seven Roads are patrolled by heavily 
aimed i-[>nUnCriH,i ci| Hindi*, particularly along Uo- 
Eastem Borderlands. Blue Ac nod scouts provide 

.,•1 3. 1 1 irmiiiui|-«irin<-«- n.i Wrnlher rniidilNms [wr mil. 

The Emperors Road, which winds its way 
through the eastern territories of the Quart Empire, Is 
the only thoroughfare on the continent that offers a 
semblance of security and convenience on a regular 
basis. Built by Vajra engineers, the roadway is a 
marvel of design and Is always well maintained. 
Foreigners must pay a prohibitive toll of five gold 
lumens at all bridges and city gales, a Stricture 
intended to discourage traveling musicians, peddlers, 
and Other undesirables from traipsing about the 
empire. 

Seas and Waterways 

The Axis river In (lie west and lhe River Shan In 
lhe east ore both Important waterways, and are used 
extensively by the peoples of these regions. A number 
nf lesser rivers, lakes, and Inland seas are also 
considered navigable, lo one extent or another. 

Few I a lis Ionian sailors dare to venture into 
open waters, a phobia not entirety attributable to 
mere superstition. The seas and oceans surrounding 
the continent virtually teem with dangerous crea- 
tures and roving corsair bonds. Accordingly, most 
Tattslantan sea vessels navigate by hugging the 
coastline. Exceptions In this rule Include Uje Imrfans, 
Sunra dragonhunter*. Parthenlani. and the mysteri- 
ous Black Savants, 



Land Travel 

Aside from the slow but reliable expedient of 
pedal ambulation, many forms of overland convey - 
ancc are available lu- the Taliban Lin traveler. In any 
falr-stzcd city, a mount of one sort or another con be 
easily obtained, though prices may vary according to 
supply and demand, 

The mast reliable steed is the equs, a hybrid 
that is well suited to the harsh Tallslanlun environ- 
ment There are several sub-species of equs; the 
swiftest It the sllvermane. followed by its cousins the 
nr>rihf'rti soiowimnr mid gmyjiiiinr. ihc darkmaur. ;» 
nn-an Iciiipfj ml i-rradiri-. I-- ^■ncrilly employed only 
by the Bensbtlen tribes. 

In desert dunes Hie ahlra. a hybrid created by 
the Djafllr tribes, is most suitable. Tliere are three 
types: the one-humped ontra, bred for speed: Lhe 
two- humped Ij-iini, bred for endurance; and the 
three- llimiped Ultra, bred for strength. A four 
humped hybrid has been attempted, though without 



The atuhlrtni but powerful quadrupeds known 
as Land ILurds are best auited to lowing carriages or 
wagons. Most arc Lamed be as La from die WUderlands 
of Ziran, though some ore bred domestically. The 
Thralls orTU7. regularly employ a relative or the land 
lizard, the mangonel Lizard, as armored battle steeds. 
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Elsewhere, ihe Orgovtona prefer Ihe loper. a 
bipedal creature possessed or* particularly nasty 
temperament. The Kang of Ihe Eastern Lands employ 
sinden u steed*, while (Jir 5auran» rktc giant land 
dragons into battle. The murderous Araq or the 
northern Wuderlands ride duadlr. a species of fierce, 
two-headed reptilians. 

In Caranlheum, duncahlpa are favored for 
military purposes, while land barges are moat 
suitable for hauling heavy cargoes. With the influx or 
the Za war clans, groups of refugees from the 
WHrtrflnnda iiml other region* have begun k> (Ire the 
region In great wheeled ships called land-arks. At the 
opposite end of the spectrum, wealthy aristocrats 
from Hadjis tan to the Quon Empire continue to law 
the comfort of slave-bornr pakmquliia. 

Waterbome Travel 

Various types of waterc.rafl ore available In 
many parts of Tallslanta. The Aertad patrol ihe Axis 
river In barge-forts made of living vlrtdla trees, whLle 
the ParthenLins satl the seas in brass- pro wed 
triremes. Imrian slavers ply the oceans In coracles 
drawn by pairs of giant Kra, sightless cave eels that 
must be drugged In order to be utilized In surh a 
[ash Ion. 

The Zand I r Aamanlana, and Farad make 
serviceable galleys, though these require large teams 
Of slaves to Work the oars. The Finest sailing ships In 
Tallslanta are probably the dragon barques of the 
Sunra. though the carracka or the Mangar corsairs 
may be more swift. The capabilities of the ominous 
sailing vessels of the Black Savants, like those of 
their mysterious owners, remain largely unknown 

Airborne Conveyances 

Where methods of land and water travel fall, 
there Is always the possibility of obtaining passage 01: 
a wlnddilp, In L|»r p;,iLf_. only the magicians orCymril 
and Phantaa knew the secret of making these won- 
drous vessels, which traverse the air as sailing ships 
do the water. Tills Is no longer the ease, though 
wmdshlpa are still so costly to make and maintain 
that few can afford to own such magnificent craft 

Since the Farad discovered — some say stole — 
(he secret of wind ship arcanology. Lhey have built a 
small fleet of wlndship*. Some fear that the Rajans 
are building aerial craft of crude design, possibly 
using arcanology purebred from the Fund. Despite 
increasing competition, the ships of the Cymrtllans, 
powered by enchanted crystals, continue to be 
recognized as the most efficient and reliable of all 
airborne crafL 

Ah for other means of aerial transport, the 
crested dragons once employed as steeds by the 
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Kiipms are now virtually extinct, Dractyi can still be 
found amidst the wastelands of Harak. but only the 
fierce Kara kin tribes bother to use these ungainly and 
foul tempered creatures as steeds. 

The race of Aertad. devolved almost to the status 
of land -dwellers, can now lly only by mean* or en- 
chanted bracers. The ghastly Stryx of U rag are some- 
what more proficient, using their bntllke wings to glide 
upon the winds like hideous carrion birds. Yet the 
moat powerful of flyers remain Ihe Cryphs of 
Tamaranlh fur cm I. irmjcslic Winged beings who some 
scholar* believe most closely resemble the Aertad of 
ancient Limes. 

In Summation, while traversing the Talislanlan 
continent, you are best advised to avoid Incautious 
behavior at all coats, and to tactfully accede to the 
customs and beliefs of ihe natives no matter how odd 
or Irrational these may seem. Traveling In groups of 
trustworthy companions, wielding cogent magics, and 
carrying concealed weapons on your person are also 
advisable, unless you prefer trusting all lo luck. 

So much for our traveler's guide. Having mas- 
tered the information contained within these Introduc- 
tory pages, you am now ready to venture forth Into the 
stmnge and exotic land known as Tallslanta. Good 
fortune us you, in all your future endeavors! 



— The Wizard Tarnerlln. 
Year 620 of the New Age 




Tali slan tan Cosmology 

"Archaeus is a great sphere of earth arid water mid ii_-tlier tiuit reuolttes about a pair of stars. Seven 
smaller planetoids, which ute colt moons, accompany our world upon its endless journey through 
space, And tliese are as grains of sand in comparison to the vastness oftlu- Onmioerse* ' 

— Aslrologlus, renowned In history as the founder or the field of astronuinty 



■77 ii? world ts flat, and that is that " 
— Old Alcedonlan proverb 



For untold millennia, the Inhabitants ofTalla- 
lanta have pondered the nature of their world. The 
earliest men and women gaud In awe and fascina- 
tion at the celestial objects thai coursed across the 
skies above them, naming them after- gods or de- 
mons. N'ot tinlll Ihe Arrhaen Age and Uir advent tii 
the study of aslromancy was It understood that these 
heavenly bodies were not Uvtng beings, but stars,, 
moons, and planetoids. 

Even this revelation did not suffice to explain 
the mysteries of the cosmos, however. For true 
understanding of Tallslantan cosmology was not 
possible until Tallslantan* understood more about 
their own world. 

The World of Archaeus 

Even as late as the year 600 MA., many scholars 
believed dial the world was flat and that traveling too 
far In any direction would result in tailing off the edge 
or the world. Only In the last century have 
Tallslanlans discovered that their continent fa but a 
small part of an entire world, which the ancients 
called Archaeus. 

The Twin Suns 

Sr holars of the New Age know of nine celestial 
objects that revolve around Archaeus., though a tenth 
has sometLrnes been theorized. Two of lhe»r tire thr 
twin suns of Archaeus, which rise and set In unison. 
The larger of these Is blood red In hue, ami In known 
as the greater sun. or old sun. The smaller, A mass of 
golden fire. Is called the lesser sun. or new sun. 

The Seven Moons 

Also Jn orbit around Archaeus Eire Its seven 
moons, each of which reigns tn Ita full phase over one 
of the forty-nine day months of this world. These 
moons and the months named after them are: 
purple Aldan, the moon or romantic love; anlber 
Prome. which is associated with protection and 
conjuration; crimson .Jhang, whose tight shines 
kindly on hunters and warrtors: blue Laeolls. the 



moon of sorrow: green Phandlr. sphere or mystery 
and reputed to be a home of Destiny: sliver 
Talisandre. a capricious Influence; and black Zar, an 
ally of Death. Each of the seven months consists of 
•even weeks, each of which has seven days. 

Aspiring astro man re rs would do Well to note 
thai the suns and moons of Archaeus follow no 
known rules of physics, but are Instead influenced by 
the mutable principles of metaphysics. 

Astrological Events 

Then? are three events of astrological sign 111 
cance that occur yearly- The first Is the conjunction 
of the twin suns, which happens on the last day of 
Phandlr; at noon on tills day, one of the suns eclipses 
the other for a period of up to an hour. Astrologers 
have proven unable to pfrdlrt Ihe kngtll or the 
eclipse or which sun will BcUju'ie the nlhrr tn any 
i-ivm year, unking Ihh rrle-.1l.1l rvenl orgreat 
Interest to gamblers and speculators. The conjunc- 
tion of the twin suns is a lime or (casting and dancing 
Tor many of the inhabl tints of TallsEanta. 

Ihe septenartal concordance is a peculiar event 
that occurs each year, when all seven of Tallalantaa 
moons align themselves In the nlghl sky. The concor- 
dance remulgns Ln alignment for fourteen days, 
during which time no Jhangaran will dare to set foot 
lntci the swamps by night- According to Jhangaran 
legend, a monstrous creature known as the honig 
Stalks the swamps during this time, searching Tor 
humanold victims. Though no one has ever seen the 
li«r;ig. the<Jh»ii£:iran*' belief m tills legendary 
creature Is quite unshakable: Jbangarans who are 
accidentally caught In the swamplands after sunset 
during the lime of the septen:u±il concordance haw 
been known to sltt their own throats rather than face 
this fearsome creature. 

Finally, on ihe forty- nl nth of LacotlS OCCURS a 
phenomenon known as the Ghost Moon. On tills 
wi gh t the moon laeolls passes In front of the moon 
Phandlr. leaving a weirdly glowing "ghost" Image In 
Its wake. This Is considered an evil sign by most 
Talkslantans. 
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The Omntverse: An Overview 



The Omni verse Is 4 term used by TaltsLanLan 
melAphyslcista to describe Infinity, or Che cosmos. 
The most recent theories propose that the OmnJ verse 
consists or seven known planes of existence, each of 
which Is comprised of An Infinite number of dimen 
skins- The seven planes are often depleted as a series 
of concentric spheres separated from each other by 
the Continuum, * neutral medium sometimes 
referred to as the dimensional fabric or the space 
between dimensions, which permeates the entirety of 
the Omntverse, 

The Seven Planes of Existence are as follows: 

■ The Element*] Plan*: Situated at Ihe center 
of the Omntverse. the ekiiienUd plane Is the source of 
all matter from which the countless universes of the 
material plane are derived. The Green World, home or 
plant elemental* and nature spirits, forms the 
outermost layer of this reality. 

• The Material Pl«ne; The material plane 
consists of an unknown number of dimensions, 
within which may exist an infinite number uni- 
verses. Each universe is In turn comprised or an 
Infinite number of worlds. The World of Archaeus. 
home to the continent of Tailskulta. IS situated on the 
material plane, which Tnltolantans refer to as Primus. 

■ The Ethereal Plane: The ethereal plane te a 
surreal realm normally :tci*.<Uiih]e through the 
subconscious mind: it surrounds the material plane. 
The Dream Dimension and the Nightmare Dimension 
are located on tills plane. 

* The Astral Plane: "11 n- ;wfru] plnnc Is a vast, 
gray void (hat encompasses the ethereal plane, 1 1 La 
the domain of shadowfarma. nlghtslalkers, phaams 
or astral vampires, and a host of relatively minor 
spirit entities. 



■ The Outer Plans: The outer plane surround* 
the astral plane and to divided In two by the Con 
Unuum. The upper realms are beautiful, and are 
regarded as heavens by many mortal races. Many of 
the anrlenl jiods of Truialania are believed to reside on 
this plane, 

The lower regions are permeated by darkness, 
and are sometimes referred to as hells, The race of 
Devils resides here. In a dimension called Oblivion, 
which Is described as a vasi, bottomless pIL 

* The Poilttre Energy Plane: This brUHant 
rrjiljn L> luiinr to Ihe radiant spirit beings known as 
the Archons. enUUes revered for their benevolence and 
wisdom by Ihe Inhabitants of many millions of worlds. 

Al the center of Oils region is Ihe Light, a shin -inn; 

Intelligence to which all higher forms are drawn. "I In 
Light Is known by many names: Tallslantana call It 
Creator. 

* The Negative Energy Plane; The negative 

e nergy plane is not a true sphere, but encompasses 
only the lower planes or existence. It is separated from 
the positive energy plane by the Continuum, prevent- 
ing a clash of opposing forces that would result In the 
destruction of the Omniverse. Here, in this tenuous 
last outpost of existence, dwell the races of demons. 
Their sole purpose Is the annihilation of all llfeforms. 
ail matter, all structure, and all form, 

11 Is arjjued by some that willingly or not, 
demons serve a pracUcal purpose by assisting hi the 
disintegration or substances en route to the Void. 
Deep In the lower realms of this plane Is a negative 
entity known aa the Park, or NlhJlus. One aspect of 
tills entity 1* tin* being known as Abe ran. who Ls 
revered as a demonlord by some Talislantans. 




TallsJantar An Overview 



37 



2 

The Rules 



"It's a simple game. The two of usfight. 
Whoever remains standing at tlie end is U\e winner. " 

—The Thrall command rr BaraX dwetlbin^ thr rule* 
Tor Thrall mock combat 

The game ts a complex amalgam of abstract concepts, 
strategic advances and withdrawals, subtle Intrigues, 
and unexpected reversals. It is in fact very much like 
life, only the participant is allowed more than one 
opportunity to play. " 

— Nadir Salu. attempting lt> explain Trlvarlan to a non- 
5 In damn 




Playing the Game 

TftliilutA is o roleplaylng game designed Tor group 
play. Any number or people can lake part In the 
game, though It Is easier to play with a relatively 
small group; two to six players plus a gamemaster 
(CM) will do. 

Object of the Game 

In role playing games, there are no winners or 
loser a. The abject Is to have a good time. All particf- 
pants take an active part In delerml nlng what wflt 
trans plxe In the game, which Is like an ongoing saga 
divided Into episodes called adventures.. 

The Flayers 

Each player chooses a character archetype 
whose persona he or she will adopt during the game, 
A player may choose to be a warrior, a magician, or 
any of over a hundred different archetypes found In 
Tallslanta. These player characters (PCs) are the focal 
point or the group's adven lures; their advrn lures are 
what the game Is all abouL 



Note to Gam ems stem and Flayers 

The heart and soul of the TaUslantan 
game system Is the Interaction between the 
players and die gam* master. It Is the 
gamemasler's Job to help simulate In the game 
those things that make real life so unpredict- 
able: a stroke of good fortune, a freak accident, 
the strange occurrences that defy all odda or lay 
waste lo the most carefully made plans. 

The players can help the gamemaster by 
offering specific Information on what IheLr 
characters plan lo do before ihey roll on the 
Action Table. They can also help by allowing the 
gamemaster to embellish Action Table results 
without Interfering In the course of the game. 
Game masters must earn the trust of their 
players by being fair and objective, and by 
maintaining a degree of moderation in their 
rulings. Imaginative and Inventive narration is 
fine, as long as It's not overdone. 
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Action Table 



Modified Pie Total 

0 or leas 

I- 5 
6-10 

II- 19 
20+ 



The Game master 

Hie gamemaster serves as a nam lor and 
moderator, setting the stage Tor th* player characters 
advent lire a and adopting the roles or any ntm-piayer 
chnracLerE |N'J t's| and crralunrs thai the players 
meet during the course or their game careers. The 
gamenuuter's primary objective Is to entertain: If the 
players are enjoying the game, he or she Is doing a 
good Job. 

The Dice 

Tallslanta uses six kind* of dice, with the 
twenty-sided die being the most common- The type of 
die called For In the rules Is 
designated by "dX," where X 
la the number of aides on 
the die. Thus, "d4* means a 
tour aided die. Likewise. 
"d4+L* means a four- sided 
die with one added lo the 
roll, producing a range 
between two and flvc.The 
term *2d4" means two four- 
aided dice with their rolls 
ridded together, producing a 
range between two and 
eight 

Sometimes a range of 
numbers is given, rather 
than specified dice, A 
monster's level, for example, 
may be described as * I — 4 
This is a range from which 
the CM selects a number. 
He or she may decide that 
the monsters that die 
characters meet Are all level 
1. that they are all level 2. 
that some are level 1 but 
they are led by a 4th -level 
monster, and so forth. Alternately, he or she may 
devise a die roll that would randomly generate, a 
number jji (he r-:uic.e IsiKii .l-. d-l. tn this case) and 
determine the specific number by a die rolL 

Time in the Game 

In game terms, lime Ls measured in increments 
known as rounds. A round is six seconds of lime In 
the game world. In one round (here is sufficient time 
for 

• Two opposing group* f>f antagonist* to exchange 
attacks. 

* A spell lo be cast from memory or a device; two 
rounds are required to cast a apell from a book or 
scroll. 



• An Individual or creature to move up to the 
maximum distance allowable baaed an lis speed 
rating, 

• An Individual or creature la perform any acuon 
that could conceivably be undertaken in approxi- 
mately six second* of real urne. 

The Action Table 

Most actions tn the TaLalanta game are resolved 
by rolling a twenty- sided die (d20| and ranautUng the 
Action Tabic. This table Is used by the game-master to 
determine whether an attempted action Is successful 
or not The game master then takes this basic Infor- 
mation and expands upon It, adding details accord- 
ing to the circumstances of 
play. 



Mishap 
Failure 

Partial success 
Success 
Critical success 



Hnrw to Use the Action Table 

• Step I. The character states the nature 
of hi* or her Intended action tuld 
whether he or she I* using attributes, 
skills, combat, or magic. 

• Step 2. The gamemaater decides what 
modifiers will apply to the action a. 

• Step 3, The player rolls d20 and applies 
the modifiers to the result. 

• Step 4. The gamemasier consults the 
Action Table to delennlne the basic 
result of the attempted action. 

• Step 5, The gamemaater embellishes 
the action. 



Action Table 
Modifiers 

Action Table die rolls 
may be subject to bonuses 
or penalties for any of the 
fallowing: 

• Attribute or skill ratings 
» Degrees of difficulty 

• Resisted actions 

• Opposed actions 



Attribute and 
Skill Ratings 

Attributes are a 
character's natural abili- 
ties; skills are abilities 
acquired through training. 
Including combat and 
magic. A character's 
applicable attribute or skill 
ratings are always added to the Action Table die roll, 
For example. If the Ferran thief Plx deckles lo attack 
Ihe Thrall warrior Ramin. Hie gamemaater win gfve 
both characters modifiers on their combat rolls based 
on their relative skill with their weapons and their 
relative ratings In dexterity, the attrtinUt' thai Is used 
In combat. If Plx decides to pick Ram m a pocket 
instead, the modifiers lo her roll would Include her 
aJdtt at picking pockets, her dexterity rating, and 
liu iierccptiori r.itlui;. 

Degree of Difficulty 

If a character attempts an action that is cither 
very easy or Very difficult, the gamcmaster may elect 
to apply a degree of difficulty modlflrr lo the usual 
Action Tabk die roll. This modifier is based on a scale 
of 1-10. with a bonus of + 1-10 applied for easy 
actions, or a penally of -1-10 for difficult actions. 
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Resisted Actions 

A misled action occurs when the character 
attempting an action meets active resistance of some 
sort. This la the case In most close combat situations, 
when two or more opponents are resisting each 
other's attac ks. For rests-led action*, the gameinaster 
Ghould subtract the opponent's ski]] or attribute 
rating from the character's roll in addition lo using 
any of the other types of modifiers that are appro- 
priate. 

Opposed Actions 

Sometimes a character can prevent another 
character from succeeding at a task by opposing It 
dlrec Jy. If a character wishes to do so, he or she 
rolls normally and prevents the other character from 
succeeding if he or she can roll at least equal to the 
other characters roll. The difference between a 
resisted action and an opposed action la one or focus, 
in combat situations, most actions will be resisted 
actions since the characters will generally be splitting 
their attention between watching what their oppo- 
nent.-, air doing, keeping track of where they're guliitf. 
looking out for stray missiles, and deciding wha t 
their next moves will be. If* chancier wan is lo 
ignore these kinds of perceptions and concentrate 
solely on parrying an incoming attack, thai would be 
an opposed action. 

TliLs rule can also be used for dodging magical 
bolts or rasung ■ simultaneous counterspell. 

Action Table Key 

The Action Tahle key is provided as an aid in 
the gam pinaster In Interpreting Action Table die rolls. 
These are examples only; the CM should embellish 
these results according to the circumstances or play. 

Skill or Attribute Results 

* Mishap: The attempted action falls miserably, 
resulting In an unforeseen problem or some sorL 
injury, accident, embarrassment, damage lo 
equipment or property, or something similar. Hie 
game master decides what is most appropriate 

lwsi-tl o«i thr u.ilnir <jf thr allf-mpti'd ai Him. As 

general rule, the lower the score, the more 
serious the mishap. 

'Failure: The character's skill or alltllmlr falls lo 
ar hie ve the desired res nil. 

* Partial success: The attempted action is only 
partly effective. The partial success may have 
some beneficial result, or may not, at the 
guuemosler*s option, 

* Success: The skill or attribute achieves the 
desired result Good work! 



' Critical success: The attempted action is suc- 
cessful, and achieves the most desirable result. 
Examples Include performing a skill to perfen-(l<m, 
avoiding all damage from a spell nr oihcr attack, 
emerging unscathed from an accident, and so 
forth. 

Combat Results 

- Mishap: The attack falls due to a mishap of some 
sort: the attacker slips and falls, a bowstring 
snaps, a weapon is dropped or broken, the 
attacker hits an unintended target or something 

similar. 

* Failure: The character's attack (ails to achieve 
the desired res nil. 

* Partial success: A glancing blow is struck: roll 
for damage as usual, but divide the total by two, 
rounding up. 

• Success: The attacker strikes the Intended 
target, Roll for damage as usual. 

• Critical success; The attacker lands a very good 
blow. Generally, this means doubling the 
damage normally scored, but If the attacker Was 
trying something fancy such as disarming the 
opponent, another effect Is possible jsee Rules for 
Combat). 



Magic Results 

♦ Mishap: The spell is incorrectly cast causing an 
unforeseen effect of some sort; the spell strikes 
an unintended target, has a reversed or aberrant 
effect, rebounds upon the caster, or something 
similar. If an enchanted Item was employed, the 
wlelder may have dropped It, or the Item Itself 
may have malfunctioned, Magical mishaps tend 
to be very nasty indeed. 

* Failure: The spell Is Improperly cast, and has no 
effect whatever. If an enchanted item was em 
ployed, the wielder faded to use the device 
effectively due to bad aim, momentary loss of 
concentration, or some other type of error. 

• Partial BiicceM: While the spell or Item func- 
tions, it is not as effective as hoped, resulting In 
half the normal damage, duration, or range or a 
partial f-ITW t of Minn- so; t 

• Success: The spell or magic Item functions as 
Intended and achieves the desired result accord- 
ing to the type of spell being casL Even with a 
successful spell roll, the Intended target may be 
allowed a chance to resist the magic, as detailed 
Tor the spell In question. 
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• Critical iuccmi: The spell or item yields a. belie r 
than normal result, usually double dirru/,( or 
double duration. 

Ruubs for Attributes 

Attribute ratings desrlbe the character's natural 
abilities such ai strength, intelligence, and dexterity. 
All attributes are rated according to a 'plus or minus" 
system. Execpuon&J attributes are rai*d at +1 or 
better, with higher numbers indicating proportionally 
grea ter natural ability. Disadvantageous attributes 
are rated al - 1 or lower, while average attrlbu tes are 
rated at zero. When the mica say to roll versus a 
particular al tribute, this means the player should roll 
a diO and add that attribute rating to the rail. 

In the TaJisUmt* game system, there are eight 



different attribute ratings; 




Intelligence Rating 


INT 


Will Rating 


W1L 


Perception Haling 


PEK 


Charisma Rating 


CHA 


Strength Rating 


STTK 


Dexterity Rating 


dkx 


Constitution Rating 


CON 


Speed Rating 


SPD 



Intelligence Rating (INT) 

This Is a measure of the individual's tnlelled 
and powers of reason. A characters intelligence 
raung determine*! 
■ how many languages the character can learn 

• how many additional skills the character can 
acquire 

• Hip character's magic rating 

wilt Rating (wil) 

This is a measure of the Individual's willpower, 
determination. faith, arid wisdom. Characters will 
rail against their will ra Lings Lo: 

• resist spells of Influence or control 

• resist temptation, bribery, or seduction 

• resist torture, coercion, or Interrogation 

Perception Rating (PER] 

This la a measure of the Individual's sensory 
awareness, taking into account the ah Llj lies oT slghL, 
hearing, smell, taste, and louch. plus such Intan- 
gibles as instinct. Intuition, and psychic talents. 
Characters will roll against their perccpuon ratings 
to: 

• detect unseen presences or ambushes 

• detect Illusions 

• locate lost or hidden articles 

• use any sensory ability in a special way 



Charisma Rating (CHA} 
This is a measure or the Individual's powers of 
persuasiveness. Including such Intangibles as charm 
and the ability to command the respect of others. 
Rot] versus charisma rating whenever a character 
attempts any of the following actions; 
« bribe or persuade with words 

• make a favorable Impression 

• negotiate, bargain, or rm^lr 

Strength Rating (STR) 

"Hi l-i I* a measure of an Individual's physical 
power. Roll versus strength rating whenever a 
character attempts any or the following actions; 

• restrain another individual by force 

• lift heavy objects 

• bend or break tilings wJlb bare hands 

• open doors by force 

Dexterity Rating (DEX} 

This hi « measure of the individual's agility, 
coordination, and maneuverability, Important (acton 
In combat and many other ski lb. Roll vemus dotfrr 
Ity raUng whenever a character attempts any of the 
following actions: 

• dodge or evade an attack 

• attempt to avoid a fall or land safely 

• Catch a thrown object 

Constitution Rating (CON) 

This i» a measure or the Individual's endurance 
and overall health. Characters will roU versus their 
coruUlution raUngs to; 

• rests! the e fleets of disease or u-onml* 

• resist poisons, and toxins 

• endure exposure, hunger, thirst, and so forth 

Speed Rating (SPD) 

Speed is a measure or how swiftly an Individual 
Is capable of moving, rJDirr on lru«l, In (he water, 
through (he air, or by other means. Characters will 
rail versus their speed ratings to: 

• determine Initiative In combat 

• escape pursuit 

• chase another character or creature 

Attribute Modifiers 

Attribute ratings are usr.d a.i modifiers fm 
applicable skills; an example would be using the 
dexterity raUng to modify a Lockplckhlg skill AL' 
tribute ratings are also used to determine a 
character's combat mUti£ and i tingle r :i1Lrig. and as 
modifiers for actions dint do nol apply lo any specific 
skill or talent. 

Limitations of Attributes 

Unlike skill ratings, attribute ratings do nol 
improve as characters advance In levels orablLty. 
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If desired, a character can elect to use an 
attribute In place of -t skill (hat he or she does not 
have, such as rolling venui dexterity when trying to 
pick b lock. However, any such attempt l* subject Ic 
the standard non-pmficit~iw\f fMntalty, which requires 
the player to roll 1 d 1 0 instead or I d20. 

Factors Related to Attributes 

Common Skills 

A character may begin the gome with three 
common skills, plus one extra per point of intelli- 
gence. Languages are considered common sklDs. 

Reaction Rolls 

The flr^t 1 1 n]j it-Mian lh.il ri rhrimcirr iiwkc^fin 
any new acquaintance ts determined by making a 
charisma rating roll on the Action Table. Failure may 
Indicate an unfavorable or even hostile reaction: 
success may Indicate acceptance or at least ambiva- 
lence, while critical success will always yield the most 
favorable response pa-islbte under the prevailing 
circumstances. At the gaiin-mriHtcrs discretion^ 
reaction die rolls may be employed for encounters of 
almost any sort. 



Mo uement 

Individuals and creatures can move up to one 
hundred feel In one round's time, plus twenty feet 
per 4 1 speed rating,, or minus ten feel per - 1 speed 
rating. This speed assumes an even surface, a 
straight course of travel, and limited encumbrance. 
Under ideal conditions, a character's speed may be 
greater, but under most conditions. It may be much 
worse. To adjudicate speeds, re memt>er that on* 
mile per hour Is equivalent to about nine feet per 
round. Normal walking speed for inosl hum. timid 
creatures Is about twenty feet per round. 

Chose and Escape 

A chase or attempted escape Is resolved as 
follows: 

* Step 1. Compare the speed rating of die 
pursuer and the Intended victim. If the Intended 
Victim's speed rating Is higher, only a delay of some 
sort should prevent a successful escape. 

• Step 2. if the pursuer Is faster, determine how 
much distance separates the pursuer from the 
Intended Victim. Find out the difference between the 
two speeds. Divide the distance by the difference In 
speed. This results In the number of rounds it will 
take the Easter character to catch the slower. 




Examples of Attribute Use 

The Ferrari and the Magician 

The Ferran Ihlei" I 'i>. |i rmitf it In Ihe act of Lry'im* to rob the home of 
the Cymrillan magician Etarre. Incensed, Etarrc casts an Arcane Bolt at 
the Fernm thief. The spell description states that Fix Is allowed a chance 
to dodge the boll by rolling versus his dexterity rating. 

This is an opposed acUon lhat pits Etarre's spell versus Fix's dexter- 
ity. ELarre's character has a bonus of +4 for Uils spell, while Fix's dexterity 
is +8, Both roll simultaneously. Etarre gels a 7 and adds her bonus of 44 
for a modified result of I L On the Action Table, this result is a success, 
13ut Put rolls an 8 and adds htfl dexterity modifier of +8 for a Intol of 16, 
Even though ELarre's roll was a success. Fix's roll heal It so Fix has 
dodged the bolL 

Captured by the Beastmen 

The Thrall warrior Ramm was taken in his steep by a pack or 
beastmen. For sport, they have bound hi* hands and feet and staked him 
U> the ground, leaving htm tu pert&h under tlir scorching light of the twin 
suns. Ramm has other plans; as soon as the Beastmen ride away, he 
attempts to burst his bonds, 

Ramm s strength Is +5, but the bonds are strong. The gamemaster 
applies a degree of difficulty modifier of -7. Ramm therefore must sub- 
tract 2 from his roll on the Action Table: his +5 for STR and the -7 for 
degree of difficulty result In a final modifier of -2. 

Ramm a player rolls an IS: subtracting 2 yields a total of I S. a 
success, The gamemaster tells the Thrall's player that Ramm has up- 
rooted the stakes and Is able to free himself. 



42 



Chapter 2 



par example, If someone with a +1 SPD (120 
feet/round) L* chasing someone with a - 1 SPD (90 
feel/ round], Ihe faster character will eventually catch 
the slower. Imagine the two are SO feet apart when 
the chase begins. Each round, the faster character 
runs 30 feet farther lhan Ihe slower character. In two 
rounds, (he foster character has run 60 feet farther 
than the slower, and baa caught the escaping 
character. 

Note that in two rounds the fleeing character 
would have traveled I SO feeL If a safe haven were 
only 150 feel away, the fleeing character would have 
been able to reach Lt before (he pursuer caught hLm 
or her. 

Instead of Ihe calculations described above, a 
chase can be resolved by having both characters 
simply make £>I'L> lulls, with llic higher roller outdis- 
tancing the other. If this Is the case, the CM may 
apply penalties for encumbrance, terrain, distance 
between the characters at the start of the chase, and 
so forth, tf the characters arc evenly matched for 
SIU, Ihe CM may call for CON rolls to see who can 
keep running the longesL 

Encumbrance 

'Ihe maximum amount of weight that an 
average Tallslan tan humanuid can Carry is one 
1 mi k lire I [h jiii i, In. plus fifty pounds per each add I 
tlonal +1 strength rating or minus twenty pounds per 
each - 1 strength rating. At maximum encumbrance, 
individuals suffer a penalty of -5 on all Action Table 
die rolls related to movement of any sort. Encum- 
brance figures for quadrupeds are doubled. 

Hit Paints 

The character's number of hit points determines 
the amount of physical flmiui^t: thr i hai.n tcr can 
sustain before riymg. The average number oT hit 
points that an individual or creature possesses Is 
determined by race. This lata] Is modified, one lime 
only for beginning characters, by adding a number of 
points equal lo the Individual's constitution rating. 
Thereafter, Individuals gain an additional two hit 
points per every level of ability gained. 

Combat Damage 

Damage totals for physical attacks employing 
natural or other weaponry' are modified according to 
the attacker's strength rating. Missile weapons such 
as arrows do not receive this bonus, although thrown 
weapons such as Javelins do. 

Healing 

The average Individual or creature heals at the 
rite of two hit points per day, plus one additional 
point of healing per +1 consUlution rating. Individu- 
als With negative constitution ratings heal at the rate 
of only one hit point per day, 



L(fe and Death in the Game 

Individuals or creatures reduced to zero or 
fewer hit points are rendered unconscious and 
considered on the verge of death. At the end of the 
next round, the gamemaster must roll a d20 In secret 
on Ihe At tli>ri Table, using Ihe Victim's constitution 
rating and current hit points as modifiers. 

If the modified die result Indicates a success or 
critical success, the victim will be able to make a full 
recovery, A result of partial success Indicates that the 
victim may recover with medical or magical attention, 
but will Buffer permanent damage of some sort. 
Possibilities Include disfiguring scars, reduction of an 
attribute rating by one point, loss of an eye or 
appendage, recurring fainting spells or seizures, 
amnesia, or whatever disability the CM finds appro- 
priate. Experienced adventurers may. over the course 
of time, accumulate many such battle scars, and may 
eventually nave to retire due lo disability. If there Is 
no Way to lake care or a wounded character — no 
healing spells, no healing elixirs, nobody skilled In 
medicine, no physicians nearby — then a partial 
success usually means the character dies. 

A result of failure or mishap means the victim's 
career has Come to an untimely end. Barring a 
miracle of some sort, the character Is dead. 

In the heat of combat, the gamemaster may 
wish to delay rolling for unconscious characters until 
someone has time to check them. 

For example. Etarre the magician is struck by a 
rival speUcastcrs Arcane Boll and has -6 hit points. 
She la unconscious and nearly dead, As soon as the 
next round begins, her companion pours a healing 
elixir down her throat, restoring 10 of Elarres lost hit 
points. Eiarre now has 4 hit points, and must roll 
versus her CON with a +4 bonus lor these hit points, 
Her CON is 0. so she gets a total of +4 on ihe Action 
Table On a roTJ of 1. modified lo 5, she dies regard- 
less of the valiant effort lo save her. On a roll of 2 lo 
6. modified to 6 to 10. she will survive, but will suffer 
permanent damage from the brush with death. On a 
roll of 7 or belter she will be able to recover com- 
pletely. 

Recovery 

Recovery from serious injury, such as a close 
brush with death, always requires a period of conva- 
lescence, if the victim receives Immediate magical or 
alchemical aid and the complete restoration of all hit 
points, he or she may make a full recovrry afte r Jus1 
a few houra of sleep. Otherwise, the recovery time 
can range from a day or two lo a week, several weeks, 
or even kmger. 

Even with the benefits of magical healing, the 
vicLlm of a serious injury may lose consciousness, go 
Into shock, or experience a period of weakness, 
dizziness, or disorientation. The garitemasler should 
roll versus the victim's constitution rating any time 
such on Injury occurs, with a result of failure or 
mishap Indicating that the victim suffers complica- 

tJiJ4t» «f stJUir M,|'1. 
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Rules for Skills 

Skill Rating 

Skills are abilities thai are acquired as a result 
or training, study, and practice, Skftt rating is the 
term used to describe the level of expertise that an 
individual haa developed in a gjven skill. The higher 
an Individual's skill rating, the greater his or her 
ability with that skilL First-level characters begin 
play with all known skill* rated at +1, plus applicable 
attribute modifiers. Where the rules say to roll 
versus a skill rating, the player should roll <A20 and 
add that skill rating to the roll. If the character does 
not have that skill, he or she must roll dlO Instead, 
with no skill bonus to the roll. 

Types of Skills 

There are three types or skills In the TalSslants. 

game: 

• Primary SkSls: Skills that are directly related to a 
character's chosen profession arid are the 
primary focus or his or her training. Most skills 
possessed by archetypes are considered primary 
skills. 

♦ Secondary Skills: Skills that are related to a 
character's profession, but are not the sole focus 
of his or her training. For beginning archetypes, 
there are only two skills of ihJs sort secondary 
magic and secondary combat. 

* J&aiforieruarySfcdis: Generally speaking, these are 
skills Ui.it have Mite or no relation to ihe 
character's profession. Few beginning archetypes 
have rudimentary skills: most acquire them later 
on In Iheir game careers. All skills that are 
acquired during play [!.<*.. are not part of the 
beginning archetype) are rudimentary skills. 

Attribute Modifiers 
for Skill Ratings 

Attributes are Ihe natural abilities upon which 
skills arc based. Every skill has its own attribute 
modifier, for example, dexterity rating Is used to 
modify Ihe Pick Pockets skill as well as most combat 
skills. 

The Non-Proficiency Penalty 

Should a character attempt to use any skill In 
which he or she la not proficient, the character will 
roll d 1 0 Instead of d20 on Ihe Action Table and then 
add any other modifiers that may be applicable, 
usually this means just adding the attribute modifier 
for the skill. If a character tries to make a Ride roll 
Without the Ride skill, the player just rolls d 10 +DEX 

Sometimes, however, the CM may rule that a 
character may use a skill, but must roll dlO Instead 
of d20 because of unfamiliar circumstances. For 
instance, a character trying lo find healing herbs Ln a 
foreign environment may use the Herb Lore skill as a 
modifier, biilwllh a dlO Instead of d20 because the 
character is not "proficient' with the new environ- 



ment. This use of the non-proficiency penalty la 
strictly under the control of the CM. 

Multiple Actions 

If a character tries more actions than are 
normally allowed in a given amount of time, he or she 
receives a -5 penalty per extra action attempted This 
penalty applies to each roll, not Just to Ihe extra 
ones. For example. If a pickpocket tries to pick two 
pockets In one round, he or she receives a -5 penally 
on each Pick Pockets roll. Similarly. If a lock has 
three separate mechanisms, a character normally 
needs to spend at least three rounds plcki ng the lock, 
one round for each roll, A thief who tries U> pick all 
three locks in one round would suffer a - 1 0 penally 
on each of the three rolls. 

Skill Categories 

There axe nine categories of skills in the TbILb- 
Uuitm game: combat, common, language, magic, 
scholarly, survival, thieving, trades and crafts, and 
wilderness skills. These categories are guidelines for 
delermlnlng who might know which skills and where 
training In these skills might be found. For instance. 
Tailing Is a thieving talent. A characterwho wants lo 
learn the skill of Tailing, therefore might have lo 
contact the criminal element lo find a teacher, 

Ambush and Surprise 
Skills such as Stealth and Ambush allow 
Individuals lo gain an undefended attack by taking 
an enemy by surprise. Characters and creatures who 
do nol possess such skills must accept a non- 
proficlency penally |d 1 0 on Ihe Action Table} if 
attempting an ambush. I ntended victims are allowed 
a chance to detect (he ambush in advance, bul only IT 
they have declared themselves In a state or alertness. 
The target rolls on the Action Table, using his or her 
perception rating as a modifier In this case. This is 
an opposed action, so the omb usher's roll musl beat 
Ihe victim's PER roll to be successful. 

ir the victims or an attempted ambush have not 
specifically staled that they are on the alert, Ihe 
effectiveness of the ambush is checked as for a 
resisted action by rolling on the Action Table, using 
the Intended victims' perception ratings as a penalty 
an Ihe ambush attempt. In mosl cases It Is prefer- 
able lo allow each target lo roll versus PER In order 
to facilitate Involvement In the game. 

Rules for Combat 

Combat Training 

Aji LndK-ldimfH skill In cnmh.il Is basied in. tln.lv 
on his or her degree or training. There are three 
categories or combat training: 

« Primary Combat; Combat skills are the primary 
locus of the character's profession. Individuals 
with a primary combat rating Increase all combat 
skills fay +1 per level of ability gained. 
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m Secondary Gambol: Combat, skills are a second- 
aiy focus or the character's profession, Individu- 
als with a secondary combat rating Increase all 
combat skills by +1 per every two levels of ability 
gained. 

• Rudimentary Combat: Combat skills are not 
Integral to the character's profession. Individuals 
with a rudimentary combat rating can Only 
Increase their combat skills through the expendl 
tune or experience points. 

Combat Rating 

A. character's basic combat rating ( BCKJ equals 
his or her skill rating in a beginning archetype's 
weapon or unarmed combat skill plus his or her 
dexterity rating. Usually, a character's combat rating 
JCRJ with any given weapon equals that character's 
BCR. and the CR is added to the character's d20 roll 
lo hit with the weapon, 

Through the practice of cmrcmrnuori. which 
involves extended. Intensive training with a speciik 
weapon, a. character can spend experience points Id 
Increase his or her combat rating with thai weapon. 



Characters who do this will have CRs with those 
weapons that arc always higher than their BCRa. See 
the rules for experience at the end of this chapter. 

If characters use weapons with which they are 
in i prttflfirnt, they in iy add their BCRs to their to bit 
rolls, but Ulcy roll only a d 10 Instead of a d20. 

Characters who do not have rudimentary, 
secondary, or primary combat ratings will have no 
BCKs and instead add Jusl their DEX lo their combat 
roll*, which are rolled on dlO. 

The Combat Round 

In a single combat round of six seconds, [here 
is sufficient lime for all opponents lo move al speeds 
up to their maximum allowable movement rales, 
draw hand- held weapons, face off for weaponless 
combat, or exchange attacks. Movement rates are 
based on the characters' speed ratings. 

Close Combat 

This form of combat takes place at close range, 
and may involve weapons or weaponless combat 



Example of Skill Use 

Borderlands Scouting Mission 

The Blue Aerlad Kulll files a scouting mission over the Eastern Border- 
lands. She decides to scan the surrounding area for signs of Beaslmen. 
K will a Seoul skill Is +3 {* I because she la 1st level, and +2 for her percep- 
tion rating). The person playing her character rolls ■ 620 and gets a 6. The 
game master adds KwllTs Scout skill lo this roll for a loLaJ of 9. On the Action 
Table, this yields a result of partial success. 

The CM tells the player Hint Kwlll think-! f*ln- ^rrs sornrihlng ninviiij; In 
the rocks below, but Is uncertain. If Kwill wants to know more, she could fly 
r laser and make another Scout roll. 

Kwlll deckles lo move closer, and add* Unit she intends lo drift slowly 
so hi nol lo draw attention to herself ns she approaches. 

First Hie CM has her make another Scout roll, this time With a +3 
bonus because she is moving closer. She rolls a 10, which with +3 for her 
Scout skill and +3 for her difficulty modifier yields a 16, full success. The CM 
tells her that she sees six Beastmen on foot, prowling through a narrow 
gorge as If looking for something. 

To find out whether the Beaslmen spot Kwlll, the CM has her make 
another Seoul mil. This la a resisted action, with the PER of the Beaslmen 
(+2J used as- a penalty on her roll. She rolls a s. whu-li with for her Scout 
skill and -2 Tor the Beaslmen h s PER yields 7, a partial success. The GM tells 
lin that tslir lui.-i not been seen yel. bul t]i;il shr will probably be spoiled 
soon unless she files away or lands and finds cover, 

The roll would have been different If the Br.isimi-M ), ,<! rluniLihr m \>\nrr 
a guard, tn that case. Instead of a resisted action 11 would have been an 
opposed m-tlon. Kwlll wrmld have marie her Sroul roll al +3 for hex Scout 
skill, and the Beastinan guard woukl have made a PER roll at +2. IT the 
Beasunan's roll beat Kwill's, he would have spotted her. even IT her roll 
wimld normally have been a success, 

Kwlll counts herself 1 uc ky thai llir- b>;istineii an- poorly or#ui L*ed. 
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technique*. The following procedure for co tubal is 
followed: 

Proeed urefor Combat 

* Roll for Initiative: Hie two opponents raft a d20 
and add their speed ratings to the die result. The 
Individual wflh the highest total has the Initio- 
live. In group combat situations, the Individual* 
with the highest speed ratings represent their 
respective group*. Till* roll Is made once at the 
beginning of combat rather than at the beginning 
of each round. 

« Choose Targets; Each character chooses the 
target far his or her attack. Non-player charac- 
ters and monster* choose opponents at the 
discretion of Ihe GM. 

* Roll d20: Each attacker on the side that won 
Initiative rolls ld20 and adds his. or her CR to Ihe 
total. If the defender is maintaining an active 
defense, subtract hh or lirrCH from tlie roll. 

■ Roll Damage; If the Action Table indicates a 
success of sonic kind. Ihr allarker rolls lor 
damage; the possible range Will depend on the 
a t kicker s weapon. After the defenders armor's 
i ■■• H. -n ruling has been deducted, any remain- 
ing points of damage are deducted from the 
defender's hit points. If the defender now has 
zero or fewer hit points, he or she is incapaci- 
tated and on the edge of death: see "Life and 
Death in the Came" on page 43. 

* Turn Tables: Any surviving characters on the 
side that lost the Initiative now roll for their 
attack* a« described above. 



Ranged Combat 

Ranged combat involves the use or fight or 
heavy missile weapons, ship's weapons, or oilier 
long-range weaponry. The procedure Is Very similar to 
that for dose combat, with the following exceptions: 
Attackers add their CR* wllh their weapons to 
their rolls to hit, but the CR of the target only comes 
Into account If the target attempt* to dodjje die 
missile: dodging is described later In this section. In 
addition, the attacker may suffer peni-Lltl^s fc» range 
and other factors. 

The farther away the target is. the greater the 
attacker's penally for degree of difficulty. Generally 
the penalty Is - 1 per 10 feet of distance. In addition, 
all &hots beyond the effecUve range of the weapon In 
use entail an additional -5 penalty. Shots beyond 
double tile weapon "s effective range are not possible. 
The effective ranges for missile weapons are given 
below. 

Moving or evading targets, small targets, or 
Large Is protected by cover are also harder to till, 
resulting In Increased penal lies far degree of difficulty 
as determined by die GM, 

Damage for a successful hit ts figured normally. 
If die weapon is a thrown weapon, such as a Javelin, 
add STR to the damage, If the weapon Is a missile 
weapon, such as a bow. do not add STR to the 
damage. 

Some missile weapons require time to load or 
cock, so characters must spend a certain number of 
rounds between attacks doing this. This to explained 
on the Ranged Weapon Chart on the next page. 
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Shields 

Hand-held shields protect by making defender* 
rmirr difficult to hit. A shield reduces an attacker's 
roll Ec hit by two. 

Weapon Damage 

Weapon* cause damage to llfcJorms. ships, and 
structure* by reducing nit points, The amount of 
damage varies according to Weapon type, as detailed 
In Chapter Six. The attacker's STR Is added to 
damage totals for h«nd wr spoils and Weaponless 
combat techniques- tf a negative f?]"K modifier brings 
the damage rolled to ten or lower, one point of 
damage is still done. 

Armor and Protection 

Armor, including, natural armor such a* hide or 
sc al e* , affords protection by reducing the amount of 
damage sustained from magical or nonmagii al 
attacks. The heavier the armor, the more damage It 
can sustain and the more protection It ran provide, 
but a character must also be stronger in wear heavier 
armor. Each set of armor has a protection rating 
such as 1 , 2. or 5. This Is the number of point* 
absorbed from each attack. Thus, an attack that doe* 
B points of damage against someone with 3 points of 
armor will only do 5 points of actual damage to the 
target. If the damage Is reduced to 0 or lower, the 
defender takes no damage. 

Stat* and descriptions for armor are given in 
Chapter Six. 

Combat Modifiers 

Defensive Capabilities 

The number of assalLanta against which an 
Individual ran effectively defend In Simultaneous 
combat la equal to half the defender** combat rating, 
Willi a minimum of one. A shield Increase* this total 



by +1, or by +2 if It Is enchanted, if the number of 
a-t-tallaril.i facing a single opponent exceeds his or her 
defensive capabilities, the "additional" assailants gain 
undefended attacks. 

Undefended Attacks 

An undefended attack Is an attack against an 
individual who. for whatever reason. Is unable to 
defend. An Individual may .tuflW wtr or more 
undefended attacks if caught In an ambush, struck 
from behind, surprised, stunned, or faced with 
overwhelming odds. In game terms, an Individual 
subject to an undefended attack Is treated as If he or 
she had a combat rating of zero, 

In some circumstances, the penally of a 0 CR Is 
no penalty at all. A gigantic, clumsy creature like a 
behemoth, for Instance, may have a 0 CR already or 
even a negative CR; treating lis CR as zero tempo- 
rarily would obviously not do It any harm. If (he 
defender's CK Is already zero or below, the CM 
Should leave the CR as it Is and simply give the 
attacker a +-1 bonus to hit. 

Retreat 

Individuals who attempt to Dee from any close- 
quarter* combat situation subject themselves to one 
round of undefended attack by their opponents. TWO 
alternatives to this hazardous option acr tin- 'fighting 
withdrawal" and diversion. 

Iti the flghUng withdrawal, the object Is to Wall 
for a break in the enemy's attack, use that free 
moment to back up out of reach, and then turn taj| 
and run. To do this, the retreating character must 
score at least a partial success with an attack. The 
character can then choose not to apply any damage 
that would have resulted from the attack and Instead 
ran (lee without penalty. The successful "attack' h^rr 
represents forcing the enemy away, creating enough 
space to allow the character to flee. IT the character 
misses llie id tempi, he or she must krrp flgmuij! 
another round or give the attacker an undefended 




Ranged Weapon Chart 



Ranged, Weapon 


Rounds to Reload 


Effective Range 


All hand ■ thrown 


0 


50 ft. (+10 It per +1 STR) 


HUjw^uii 


0 


SOIL 


Crossbow, heavy 


2 


2O0 ft. 


I iu .sIkjw, light 


1 


150 ft. 


Dart-thrower (Ac Had] 


o 


75 ft. 


Flange-bow (Oceanian! 


2 


100 ft. (20 ft underwater! 


Hurlanl [Dracartan] 


1 


100 it 


Iron crossbow or krln [Haraklnl 


2 


100 It 


Rod of alchemy 


0 


15 ft 


Short bow 


a 


150 It 


Sling 


0 


100 it 


Spring-knlTe [KasmlranJ 


1 


10 ft. 


Til -bow (Aertadl 


2 


ISO ft. 
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attack In oidcr to (lcc. Only the enemy who would 
have been hit by the character's "attack* la prevented 
from attacking the nlicaung character. It is very 
rii I rim It to retreat safely from a number of attackers. 

When relying on a diversion, one or more 
members of the withdrawing force attempt to distract 
their antagonist-, and so effect an escape. The 
£.i me master determine* It any attempt at diversion 
will succeed, baaed on the type of distraction cm- 
ployed and the nature urine antagonists. 

Enchanted Armaments 

Armor, shields, and weapons can be enchanted 
to make them stronger, sharper, harder, and so forth, 
The power of the enchantment Is rated as a bonus. 
Thus a character may use a 4-1 bow,, a 42 shield, or a 
set of +4 battle armor. 

An enchanted weapon does extra damage; the 
I wnu s la added to each damage roll A 42 two-handed 



sword, therefore, would do dl2 +3; d 12 for the 
normal two-handed sword damage and +2 for the 
enchantment. The enchantment docs not Increase 
the chance to hit. 

An enchanted shield protects Its user the 
bonus Is subtracted from the a I Lackers* rolls to hit, 
along with the normal penalty of -2 for an 
unenchanled shield. 

Enchanted armor stops more damage; the 
bonus Is added to the protection Value of the armor, 

Weapons can also be enclirmled In other ways. 
For more details, are Chapter Six. 

Capture 

This Is an attempt to hold and restrain an 
opponent by the use of a capture-weapon or by 
grappling. If a character Is using a capturing weapon , 
such as (he Ionian capture- pole, roll to hit normally. 
If the character Is grappling bare-handed , the target 




Examples of Combat 



The Hunter 

A Jaka hunter, Tane, spots a crag spider perched on a rock at a range 
of about 50 feet. Tane Is +5 with her short bow {+3 Tor DEX and 42 for being 
2nd level), and the spider f* within the bow's effective range. Because the 
crag spider does not see Tane, the game master rules It Is an undefended 
attack. Nevertheless, Tane will receive a -5 penalty for the distance. 

Tane receives a 45 bonus for skiD and a -5 range modifier, leaving her 
even on. She rolls a 17 for a full success, and then rolls dS Tor the damage, 
scoring a full 8 points. The crag spider has 6 points of armor, so it only 
takes 2 points L -»f d.-im.^r. a Umi 30 hit points, so now it has 28, Hurt but 
not seriously injured, the crag spider retreats Into Its lair. Tane clambers up 
the rocks and follow* u in, 

Kamm's Revenge 

Ramm. a Thrall warrior, confronts a Beaslman scout at close range. 
Both characters roll for initiative, each adding their respective speed ratings 
to the die result Ramm nils a 4 and has a speed rating of +3. giving him a 
tola] of 7. The Beaslman has Just an average speed rating {0, for no bonus) 
but rolls an 8 so he gets to make the first at tar k. 

The Beastman Is rated at +4 with his longsword: this rating Lncludcs 
his skill level and DEX bonus. The Thrall Is rated at 47 with his two-handed 
sword. Therefore, the Beaslman attacks at a penalty of -3* 

The Bcaalm.m attacks wI1h his long sword, rolling 1 1. The rail be- 
comes 8 because or his -3 modifier, so he scores a partial success. He rolls 
Id 10 far damage and scores S. He adds 42 for his STR. but divides the total 
by 2 because he scored only a partial success. His total damage la 4 points. 
Ramm catches the blow on his garde, which stops 3 points, but he still 
takes 1 point of damage. 

Now It Is Raniins turn to strike, at 43 because hut CR Is 3 points 
higher than the Beaslman 's. He rolls a 17, which becomes 20— a critical 
success. His two-handed s word normally does d 12 damage, 44 for his STR 
Because of Che critical success, he does 2dl2 48, for a total of 2 1 point*. 
Even though the BcasLriian's leathery skin slops I point of damage, he still 
takes 20 points of damage. Since he has only 20 hit points, he Is now 
knocked out With 0 hit points. He Would have a good chance to recover If 
anyone were Inclined and able to help him, but Ramm Is not about to share 
tils last healing potion with his opponent. 
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Eels ■ DEXmd and avoids the aiLid Lf his or her 
DEX roll At least equals the attack mil. If a capture 
attempt Li Hiic-ccasful, the defender Is I ■ 1 Hi i mobile. 
The raptured defender Is allowed a chance Id escape 
an the following round; the attacker and defender 
each make a STR roll, and the Immobilized character 
can escape if his or her STR roll exceeds the 
attacker**. If the attacker"-* roll to capture the de- 
lender wo* a critical success, then the attacker 
receive* a +5 bonus on his or her STR rolls on each 
round until the captured character break* fn?e- 

Sabdtie 

11] in lis .hi ;itlrrn|jl irt stun or knock out BQ 
ikppr>rirr»', l^cord suftftiial damage separately from 
wounding damage. When the target drops to 0 hit 
point* from subdual damage, he or she Is uncon- 
scious but not In flak of death. Half of the damage 
done Is temporary, recovered at the rate of 1 point 
per round. 

Blunt weapons used to subdue da their normal 
damage. Edged weapon* do half normal damage, with 
STR and enchantment bonuses added normally, 
because the subduing character must use the flat of 
the blade. It la impossible to subdue with puncturing 
"weapons; Just Imagine trying lo fire an arrow at 
someone ao that 11 hits with the blunt part of the 
arrowl However, It Is possible to do moat of the 
damage to an opponent with normal attacks and 
then attempt Lo subdue. If a character derides to 
switch to subdual damage, previous wounding 
damage can be added to the subdual damage tolal, 
though It win continue to be treated as wounding 
damage for purposes of recovery - 

Unarmed Combat 

Punches, kicks, head bulla, and *0 forth do one 
point of damage, plus STH bonuses a* usual. 

Miscellaneous Damage 

Sources of damage other than enemies' Weap ■ 
ons can kill a character as certainly as a sword point. 
Here are some damage ratings for various hardships 
and incidents; 

* Acid or other caustic substance: da. 

* Drowning or suflocallng: I point or damage per 
round after 10 round* plus 1 round per con. 

• Exposure to elements: d4 to 2d2D per day, 
depending on climate. 

* Palling: dS per 1 0 feeL 

• Hunger 1 point per day. 

• Thirst: 3 points the first day, 4 the second, 8 the 
third, and soon. 

Advanced Combat Tactics 



Parry or Dodge 

All ojiporwnl who dues not have the Initiative or 
who willingly surrenders the Initiative may attempt 
either In block an attack with a weapon, armor, or 
shield, or to dodge an attack altogether. To do so, the 



defender must announce the intent to parry or dodge 
before the opponent rolls for the attack. The defender 
and opponent then roll simultaneously as if attacking 
each other If the defender's modlfled die result is 
equal to or greater than the attacker's roll, the attack 
I* avoided, If the attacker's roll exceeds the 
tJe|>n(|ct".t. the attacker hits as normal. 

There are two ways to both attack and dodge or 
I kt i ly In the same round. Zandlr swordsmen and 
a word swomcn have the skill Swordsmanship, which 
allows this lactic. And If the character decides to 
forfeit his or her next round's action, It la possible to 
attempt a secondary parry, dodge, or attack with ii -5 
meddler. 

Aimed Shot 

This 1s an attempt lo hit a specific, vulnerable 
part of an opponent, structure, or conveyance. The 
player must inform the game master of the Intent lo 
Lake an aimed shot before rolling for the attack, and 
must accept a drgn-r of difficulty penalty ranging 
from ■ I to • 10 (gamernastejrs ruling). Victims of a 
successful aimed shot suffer damage a* per a stan- 
dard attack against an unarmored opponent On a 
result or critical success, the target of an aimed shot 
ta disabled. 

Disarm 

When attempting to disarm an enemy, a 
character makes the attack roll as normal, but the 
target rolls a STR roll. With a 4-5 bonus If his or her 
weapon ta held in two hands, The yU-ncker dlAaniw 
the defender Lf his or her attack roll Is successful and 
exceed* the defender's STR roll. The weapon lands 
dlO feet away In a random direction. If the disarmed 
character moves to retrieve the weapon, the attacker 
can make an undefended attack on the weaponless 
character. 

Force Back 

This is an attempt lo drive an opponent back 
with a concerted attack, If such am attack Is success- 
ful, the defender suffers no damage but ta forced 
backwards dlO feel away from the attacker; the CM 
should halve this distance on a result of partial 
success or double It on a critical success. 

Multiple Attacks 

With meke weapons only, a character can make 
more than one attack per melee round. For each 
additional attack, the character must accept a -5 
penalty on all attack roll* made that round. For 
Instance, a character with a + 12 CR could make one 
attack at +12, two attacks at +7 each, three attack* 
at +2 each, or even four attacks at -3 each. 

Disable 

An individual, structure, or conveyance that 
has suffered a crlUcal hit on an aimed shot Ls consid- 
ered disabled. A living creature who has been dis- 
abled suffers a penalty of -5 on all die roll* until 
relumed to full hit points. The gamernaster deter- 
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mines whether Ihere are any additional pflfcct«t b.i-j-tl 
on the slated location or the .timed shot. For In- 
stance, an avian whose win(j was ilisahlrd nuiy I*" 
unable to fry. 

Dirty Tricks 

Any conceivable type of trick may be al tempted , 
Including lrlf«[)tn^. eyegouglng. throwing dirt or sand 
Into an Opponent's face, and so forth. Results are 
determined by the jjamrmaster, based on the nature 
of the trick. 

Additional Combat Modifiers 

« Charge: - J CR, +2 damage 

• Opponent under cover. - I in - lo on mlanlle 
weapon attacks (GM's ruling) 

• Attack/defend from above: 4-1 CR 

• Attack/defend front below: - 1 CR 

• Mounted opponent versus unmounted opponent: 
+2 CR lo mounted opponent 

• Darkness or heavy fog: -] lo -A on all attack 
rolls, and a diminished range for missile weapons 

If more than Otic of these modifiers applies, 
the effects are cumulative. 

Rules fob Magic 



Magic Training 

The amount of time and training that an 
Individual devotes to the study and practice of magic 
19 the primary factor In determining his or her Jewel of 
in -, 'ir.tl ability, ;».m follow*: 

Primary Uagk: Magic La the Individual's main 
occupation. The character* basic magic rating 
(BMR) Increases by +1 per level of ability. 

Secondary Itsglc: Magic is the individual 's 

secondary occupation. The character's basic 
magic rating Increases by +1 per every two full 
leveta of ability. 

Rudimentary Magic: The character has learned 
the basics of magic, but Is not an active practitio- 
ner. The character's BMH does not advance, and 
Improving magical ability La only possible through 
concentrating In Specific spells (see 'Rules Cor 
Experience* al the end of this chapter]. 

The Beginning Spell caster 

All lietJmiLng spellcasters with primary, second- 
ary, or rudimentary magical training are considered 
to have com pie led a successful apprenticeship under 
an accomplished nvuler. Duruiu; tills period, the 
novice wlO have acquired the following bask: skills: 
• How to read magical scripts. 
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• How to inscribe ten lb. One ounce of magical Ink 
and one blank piece of parchment ait required 
]kT scroll. It lakes a total o["one we^k Inscribe 
a scroti, at a total cost of 2G g.l, 

* The procedure for casting speDs. 

■ How to detect magic by Sight. Roll versus percep- 
tion rating, adding basic magic rating as a 
modifier. This ability enables the magician to 
detect the presence of magical auras and their 
relative strength, but nothing mo-re. A minimum 
of one minute of total concentration la required 
before a magician can make audi a determina- 
tion. 

« Knowledge of the basic spells associated with the 
magician's chosen magical field or fields of study. 
A magician may learn spells from other fields If 
he or she devotes time and experience points to 
doing so. 

Magic Rating 

A character's basic magic rating (BMRJ mea- 
sures his or her ability to cast spells. At first level, a 
character's BMR Is I + INT. Thus, a 1st- level magi- 
< Uui with a +4 INT would have a BMR of +5. BMRs 
Increase as described above. A character's um La- 
ming [MR) represents his or her ability to cast a 
specific spell. Usually, a character's MR with any 
given spell equals the character's BMR. There are, 
however, two instances In which a character's MR 
with a specific spell Is different from (he BMR' 
concentration and spells from new fields of magic. 

Through concentration, a character can Im- 
prove hi* or her MR with specific spells. For distance, 
a wizard with a +7 MR could spend 5 experience 
point* to raise his M R to +8 with a single, specific 
spell. From then on. hlB MR with tlmi *pdl will 
always be I point higher than his BMR. See the rules 
for experience at the end of this chapter for more 
details. 

Additionally, a character can learn spells from 
other fields of magic than those given in his or her 
archetype. If this is the cue, the magician's MR with 
the new spell has no relation whatsoever to her BMR- 
Instead. the magician's MR With the new spell 
improves only when she concentrates on It, expend- 
ing experience points to Improve her MR with that 
spell. A character's MR With a new spell begins at 
+ 1 . Again, sec the rule* Tor experience at the end of 
this chapter Tor more details. 

Note thai It Is possible Tor a non-magictan to 
learn spells even though magic is not part of the 
characters archetype. In this rare case, the character 
has an MR for each spell learned, but no BMR at all 

Casting Spells 

Procedure for Spellcosting 

In Tails lan Lan magic, n spell may be cast from 
memory, from a written work such fuS a scroll or 
book, or via the use of n nmglc itrm such as a wand 



or SlalT, Regardless or the method employed, the 
procedure Is as follows: 

• Choose the Spell: The magician must Indicate 
which apt- II will be ivist. 

■ Determine Spell Level: If casting the spell from 
memory, a scroll, or a cjystalomantJc crystal, the 
magician can choose the level at which the spell 
will be casL If a magic device such as a ring or 
wand Is employed, the spell can only be cast at 
Its staled lev el, 

* Determine Action Table Modifier: For a spell cast 
from memory, add the caster's MR with that spell 
and subtract the spell's level For a magic device, 
the modifier 1* simply Mir ch.iim-trts W'lL 

• Roll for Success: Roll d20, add the modifier, and 
consult the Action Table for results, 

* Magic Resistance: If the spell Is successfully cast 
upon an inanimate object or a non-resisting 
subject, the desired effect Is achieved automati- 
cally. Some spells allow the intended subject a 
chance In resist or diminish the power of the 
spell This is done by making a roll versus the 
attribute rating most suitable to resist the spell's 
potential effect For instance, a character would 
roll versus dexterity to dodge a magical boll. 

Casting Spells from Memory 

Casting a spell from memory Is a complex 
procedure requiring great concentration and expc ndJ - 
lure of menial energy. To do so, the magician must 
concentrate only on the act of casting the spell. No 
other action can be undertaken white casting a spell 
from memory. The easier must have free use of both 
hands fn order to execute the spelts required ges- 
tures. 

Distractions such as getting wounded, sudden 
noises, hlfnding lights, and so forth may break a 
spellcastcr s concentraUon and entail a penally on 
the roll (o cast the spell. 

The number of spells that a magician can cast 
from memory per day la equal to his or her basic 
magic rating plus one. If the character does not have 
a BMR. then the number of spells he or she can cast 
per day equals his or her INT+ 1 . 

Magicians who have used their total allowable 
number of spells far a given day will no longer be able 
Id fiic i is sufficient menial energy to cast spells from 
MM-inory or wrlltrn works. Magic Items may sUil be 
used to cast spells, but the magician will require a 
period of rest before the ability to cast spells from 
memory or written works Is regained. Once magicians 
haw cast all their spells, their capacity to cast more 
returns as follows: 

& hours - full complement of spells restored 
6 hours — Ihree-rourlhs of spells restored 
4 hours - half of spells restored 
2 hours = one- fourth of spells restored 
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Casting Spells from Written Works 

Casting a spell from a written reference such aa 
n scroll lakes a minimum of two rounds, which limits 
the conditions under which Hits type of spcltcaaung 
can be employed. Tile easier must, concentrate fully 
on the spell, and most have free use of both hands. A 
liillit source sufficient to clearly Illuminate thr written 
work must be present 

The roll to cast the spell la the same as if the 
spell were cast from memory, and the coaling counts 
ntuTriLLlly Jig;iln*t the number of spells thai can be 
cast per day, 

If the user know* the aped on the scroll he or 
she rolls aa If casting |h* ape 11 normally but with a +3 
i m is on the roll. It the user knows the field of 
magic from which the spell comes, but not t he speU 
ifidJ, he or shr nwki-M an WV roll to cast the spell. If 
the user does not know (he field of magic from which 
the apell comes but known the language In which II Is 
written and knows how |o cast at least one other 
spell, he or she makes an INT roll al a -3 penally to 
tast the spell If the user has no ability to cast spells 
from memory, hr or *ln- cannot use the scroll even LT 
he or she can read the language. 

Note that magicians can use their spell books, 
written works that detail the arcane lore and symbols 
needed to memorize .uid casi s|>ilU as well .i- 
research notes related to the spells, to increase their 
abilities with a spelt There are several disadvantages 
lo doing so, however. First spell books are Written for 
Mudy and learning, while scrolls are written ex- 
pressly in aid in casting spells. B ecaus e or this, 
casting from a spell book lakes four rounds instead 
of two and the +3 bonus to the casUng roll is reduced 
lo +1, If Ihe character doesn't know tile spell, sub- 
tract 1 from the INT roll to cast Die spell; if Ihe 
cliaracler knows neither the spell nor the field of 
magic In question, subtract 5 from INT roll to cast 
the spell. Also, something as valuable aa a spell book 
rightly belongs In a safe place, making It Inaccessible 
during adventures. 

Costing 1 Spells via Magic Items 
Any Intelligent creature or being nay attempt to 
cast a spell from an enchanted item- When a charac- 
ter casts a spell from an Item, a die roll Is required to 
determine If Ihe device functions as Intended, and. If 
appropriate, to determine Lhe roll lhi.il ihe taiuft 
must meet in order to resist the spell. Individuals 
who are skilled In primary, secondary, or rudimen- 
tary magic can use their basic magic ratings aa 
modifiers for this roll. All others roll versus their 
Intelligence ratings, 

The level of the spell does not affect die roll to 
casta sped from a magic item. Also, casting a spell 
from a magic Item does not count against a 
spellcaslers, maximum number of spells per day. 

Miscast Spells 

Miscast spells and Olher types of magical 
mishaps can cause a variety of unpredictable and 
oflen dangerous effects. The gamemasler determines 
the nature of these effects, based on the type of spell 



or magical adjunct being employed at the time of the 
mishap. Possibilities Include: 

• spell yields reverse effect 

• spell rebounds upon the caster 

• uncontrolled magical energy courses through 
easier (d2 damage per level) 

• spell opens Inlerplanar rift 

• spell opens temporal rift 

• spell causes a "cursed"' effcrl 

• whatever twisted Idea 1lir C1M can come up With 

E;lc1i sp^ll in lite field of wizardry Includes a 
•ample mishap appropriate io tt_ The game master 
can use these as examples for adjudicating mishaps 
for other spells, 

Magicians In Combat 

Magic Resistance 

Most spells that damage or dominate others 
provide their targets with a resistance roll. There are 
several types of resistance rolls possible. 

• Opposed Roll: The target musi match or beat Ihe 
speHe&ster"s roll on a die roll of hut or her own. 
usually against DEX to dodge a bolt or against 
W1L to resist a charm- type spell. These resistance 
rolls are hard to moke because a magician may 
develop a very high MR. whereas DEX and WIL 
do not Increase with experience. 

• W1L+ level Rolk The target must make a success- 
ful WlL+fevel roll, which puts the target's level 
and will rating versus tike level of the spell. This 
type of resistance roll Is relatively easy lo make, 
especially for lilglieMeVel characters. This type of 
resistance roll is especially common for spelts 

l hat dominate or control people. These spells are 
powerful and difficult to master, so the resistance 
roll Is relatively generous. 

• A character may substitute BMR for W1L or 
WIL+ level In any resistance roll. Characters who 
have learned magic piecemeal rather than aa a 
beginning skill do not have a BMR so Ihey cannot 
lake advantage of Ihis option. 

• Amulets can Increase a character's rolls lo resist 
magic of an kinds. 

To determine which roll is needed lo defend 
versus a specific spell, see the spell description In 
Chapter Five. 

Counterfeits 

While magicians may terminate any of their own 
magics at Will, ihe only way lo dispel another caster's 
magics Dr remove a sprll cif "pemianenl" duration la 
through the use of an impropriate counterapclJ, A 
spell maybe countered by casting the Identical spell 
In reverse, or by casting a spell of opposite or contra- 
dlctory effccl. such as casUnc a Spell of Light to 
counters Spell of Darkness. 

A counlerspell must be greater In level In order 
to dispel another caster's magic. 
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Magical Combat 

M^lral combat between two or more 
apellcaslers is resolved simultaneously. If physLtcd 
combat Is also taking place, the exchange of spells 
lakes place at the end of the round after physical 
combat has been resolved. Use the following, proce- 
dure: 



• Determine Spells; Each player secretly writes 
dawn the spell and level th.it his or her 
apellcaa ting character will attempt. If the charac 
let wishes to attempt a nonrnagjcal ploy, he or 
■he should write dawn this ploy Instead, 

* Reveal and Rolh The players reveal the spells 
they are casting and rati far them as described 
earlier, 



Examples of Magic Use 

Dueling Magicians 

Two CymrlUan magicians, Sharde and CenUcnc. prepare to engage In 
a duel for wagers. Both have magic rating* of +7 with all their spells. For 
the purposes or the wager, the duel will last for three spells. The two 
opponents write down the spell* Ihot each will use on Ihe first round of 
combat and then reveal Ihelr choices simultaneously, 

Sharde has chosen a 5 Uv level Arcane Aura, a good defensive spell. 
She rolls an B, adds +7 far her magic rating, and subtracts 5 for the spell's 
level. Her total 1* 10. a partial success, meaning that her spell was only 
half as effective as she had hoped. Since an Arcane Aura usually blocks 4 
points per level, her shield will only slop 2 points per level, or a total of 10. 

GenUene Is more aggressive by nature. He has chosen to cast an 
Arcane Bolt at level 7, hoping to wound his opponent and Intimidate her 
Into conceding defeat. He rolls a 19: subtracting 7 for the spell level and 
adding 7 Tor Is Is MR equals 1 9. lie scores a fuU success. Sharde sees the 
bolt coming and tries to dodge It, but her DEX roll la only 1 1 . not enough 
to dodge the bolL Genllene rolls 7d4 for damage, and gels a result of 18. 
That's enough to shatter Sharde's aura and do an additional 8 points of 
damage to her. Sharde. a 4th-levcl character, ha* 18 hit paints, so she still 
has 10 left 

In a normal combat situation. Genuene would be able to cast another 
spell before Sharde could cast one back because she gavr up her next 
action to try to dodge his boll. But this Is a duet for wagers; proper etl- 
quelte demands thsd (]cutkne walLpaUenlly to see how hurl sharde Ls, and 
whether she will acknowledge drfe.il. Determined to put Cenllene in his 
place, Sharde delinks 1" c;lmI lier next spell rather than bow out or the 
challenge, and both players write down their spells for the next round. 

The Magician and the Brigand 

The magician Tandala ls accosted by a highwayman while traveling 
the road from Kaamlr fa CymrlL Tandala decide* fa use an Arcane Boll In 
drive off Ihe robber. Unfortunately for her. magical combat comes after 
physical attacks so the brigand can act lint. A* Tandala is preparing her 
spell. Ihe brigand fires his crossbow at the tnaglrinn. rolling a 13 lo score a 
hIL then rolling a 6 for damage. The gamemaster rules thai Ihe bolt hits 
Tandala In the shoulder. The magician's concentration Is broken, and a* a 
result, her spelt fails. 

Chastened by this experience. Tandala draws an enchanted wand 
from her be]L The brigand does not have enough time to reload his cross- 
tx>w and fire this round, so he draws his knife and advances. 

in the third round, the brigand slashes al Tandala and scores a hit. 
but (he attack does only 2 points of damage. 

That time Tandala is using an enchanted Item, so she cannot lose her 
spell. She aim* the wand and fires; Tandala 1 * player Pills versus her basic 
magic rating and gel* a 7, Adding her BMR of 9. she gets a 16 and scores a 
hIL The highwayman tries to dodge the bolt but his DEX roll ts only 0. nol 
equal to Tandala's roll of 16, She rolls for damage; the wand contains a 
level 7 Spell of Elemental Fire, so she rolls 7d4. The brigand take* 17 
poinls of damage arn( ]* fishes In a burst of flame. 
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• Resolution: All successful spells have their 
normal results, CounlerspeUs and protective 
spells take precedence, 90 If you cut a bolt while 
your opponent casts an aunt aniline that the 
aura was cast soon enough to protect your 
enemy from your bolL If the two spells have 
contradictory effects, such as two wizards uslrkg 
S[jp1H>J[k1 on each other, only Uh- hlgher-mlllng 
spell succeeds. Since spells are otherwise simul- 
taneous. 11 Is possible for two wizards to slay 
each other with bolts or similar spells. 

Weapons and Armor far Magicians 

SpeUcasters can use any type of weapon that 
they have the strength to employ, and may wear any 
type of protective gear except partial plate and full 
battle armor, both of which are too restrictive to 
permit speltcasllng. Magicians Generally find that 
their STR Is a major limiting factor In the choice of 
armor, making spnngalor (metallic cloth}, red Iron, 
blue Iron, and enchanted armor very attractive to 

than. 

Other Magical Activities 
Detecting Magic 

All spells, curses, and enchanted items radiate 
;irt aura of magical enrr^-. The relative strength of 
this aura varies according to the level of the magic. 
Certain type.* of spells can be used to detect magic, 
and it Is also possible to make such a determination 
by rolling versus an Individual's perception + BMR. 
though at least a minute of concentration la required 
to do SO. 

Identifying Enchanted Items 

Anyone with at feast rudimentary training In 
magic can attempt to Identify an enchanted Item. 
Many such Hems h*-«r a slgll or other markings that 
may provide some due as to the device's function, at 
the garnemaslrr's option. Generally a PER roll Is 
necessary to gain some Idea or what an Item does. 
Certain types of spells may also be useful in tills 
regard. ] f all else falls, a character may simply 
attempt to use the Item In order to determine Its 
capabilities. In the Litter case, caution Is advised. 

Concocting Alchemical and 
Magical Mixtures 

Alchemists and many magicians arc able to 
create alchemical or magical mixtures or devices. 
Doing so requires access to a laboratory and to the 
Hi lit clients described for llir various products, 
hi formation on Uict-e pnxvs cmi U<- LujihI la 
Chapter Five. 

Learning New Spells 

While It Is assumed thai all beginning magi' 
clans have teamed the basic spalls and chilli ftcim 
their chosen fleM or fields of study, spells and skills 



thai fall LMj'Milr nf I he caster's chosen field may also 
be learned. Rules for learning new spells and magical 
skills are aim liar to those for learning other new 
skills. See the rufes for experience later In this 
chapter for more details. 

The basic spefla for aU known magical fields of 
study are listed In Chapter Prve. However, there are 
many other spells, burled beneath the ruins of 
archaic cities, hoarded In tike folios and collect kins nf 
powerful wizards, or Inscribed In cryptic form within 
the pages of mundane seeming tomes. It Is the life's 
ambition of many spellrasleni to unearth the secret 
knowledge of the ancient masters of magic, such as 
Koran,. Vhidlan, and M< ml: in If 

Level of Ability and Titles 

In the Seven Kingdoms and similarly civilized 
areas, magicians are rated according to title or rank. 
In ascending order, these are: 

• Apprentice: level zero 

• Initiate: level 1-6. I si-6lh degree 
•Adept level 7-12, 1 st-6th degree 

• Master level 13 + 

Nole that a character with secondary magic 
progresses through these rank* at roughly half 
■peed. Someone with rudimentary magic only 
juu^rr.vs^s through special ii^plkalion at the Lyceum 
Arcanum or a similar Institution. 

Two characters of equal title, such as two 2nd 
degree adepts, may have different practical abilities 
depending on differences in INT. whether or not they 
have concentrated on any spells, whether they have 
picked up marginal magical spells in their studies, 
and so forth. While Cymrtilans lake these titles very 
seriously Indeed, many less civilised practitioners of 
magic find them pointless and even distracting or 
vain. 

Rules for Experience 



Level of Ability 

The term leixA of ability represents the measure 
of an individual's capabilities with regard to the skills 
used In his or her chosen profession. For monsters 
.iiiii wll.l Ix-iLsts, the term represents natural ability. 

All characters begin their game careers at the 
nrat level of ability. Thereafter, they may progress 
upwards in level of ability by gaining experience 
points. 

Earning Experience Points 

Experience points (XPt are awarded to charac- 
ters for adventures (l-io poin ts per adventure) and 
good roleplaylng [1-3 point.i per adventure). The 
gamemaster determines the exact number of points 
to be awarded at the conclusion of each adventure, 
depending on how demanding the adventure was and 
how much the party accomplished. Every character 
In Hie group gets the same nmiil*-r of XP for the 
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adventure, bul each player can gel a different XP 
reward for Individual roleplaylng, 

A character can nd-<o ^nLri XI' through LraLnlnc 
b! the rate of I XP per week. Training cos La 10 gold 
lumen* per week far general sklH* and combai skills. 
For magical training, students must pay 20 g.1. per 
week. Note thai charactere ran only earn XP for 
generalized training in a broad skill category, such as 
niagir. combat, or thievery skills. It Is not possible to 
r,uti Ty|>rilrn<r ;k:>IdL-i to (my ih skill wlille training 
for it. 

A character can only have 50 XP accumulated 
at a time. Any potnla gained In addition lo this must 
be spent Immediately or be losL 

Characters can use XP to Increase In overall 
level, to acquire new skills, or lo Improve skills they 
already have- No1c that any Increase that does not 
require training can happen "In the field,* while a 
character Is on an adventure. The CM. however, may 
ask the player to Justify any Increase that does not 
make use of training A character who has never 
used a bow r for example, cannot concentrate In It 
without taking some time to practice with II first. 

Advancing In Level 

The number of experience point* required for a 
character to advance in level of ability Is 25, When a 
character ha* 25 or more XP, he or she can trade 
them In for an advance In level. Trie player then 
subtract* 25 from the character's accumulated XP 
and adds I to the character's level. 



When a character advances a level,, he or the 
receives the following benefits; 

■ 2 additional hit points, 

« All primary skill ratings Increase by +1. 

■ All secondary skill rulings tticrr.-iKe by • J. hul 
only per every two levels gained', secondary skills 
wlS increase at level 2, level 4, level 6. and so on. 

In addition, a characters level is sometime* 
used a* a bonus on rolls to resist certain types of 
magic, especially magic that dominates or controls 
the target 

Rising in level is the simplest most common, 
and overall the moat efficient way to Improve a 
character. When creating experienced NPCs. the CM 
may simply assume (he NPCs have used this method 
exclusively <o improve themselves, thus making the 
calculation of CFL MR. and skill levels very easy 

Learning and Improving Skills 

A character con use earned experience pain is io 
learn a new skill. The character must first And s 
teacher and then spend the required amount or time 
studying. At the end of (ills period, the character 
expends the required experience point* and then has 
the skill, list the skill In the rudimentary skills 
section on 1lir ch.iturLer all cel. When 11 is Ural 
learned, the skill level equals the appropriate at- 
tribute modifier +1- This skill will never Improve 
automatically. The character must pay XI 3 each time 
he or she wan La Lo Improve In levels with this skill. 
The amount of time and XP required to learn a skill Is 
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described In the skill description, either for the 
specific skill or Tor the general skill category. 

Generally a teacher expects pay of 10 g.l. per 
week to train, a student, though teachers of magic 
charge twice that For esoteric or rare training, 
students may have to pay even more, Lf Uicy can find 
the teachers In the first place. 

A character can also use XP to Improve a skill 
lie or she already hit.*, 'this Is called amcentraibm. 
For each 10 XP expended on a specific skill, the 
character receives a +1 bonus on that skill. It does 
not matter whether the skill Us purl of the character's 
iLri hetypc or has been gained during play. 

Note that special abilities are not sHflt. Rather, 
these talents are derived as a result of an Individual's 
3:icr, background, or culture. Sjk < Lai abilities may 
not be acquired as additional .skill*. 

Gaining and Improving 
Weapon Skills 

The rules for 1™ ruing u-riipon skills art slightly 
different from those for learning other skills. 

First is the question of proficiency. A beginning 
character to proficient with only a limited number of 
weapons Using a weapon with which the character Is 
not proficient means the character must roll dlO 
instead of d20 on the Action Table. To become 
proficient with a new weapon, a character must 
study lor two weeks and pay 1 0 XP. As with other 
framing, such training generally costs 10 g,| r per 
week. After this training, the character's combat 
rating with the weapon equals his or her basic 
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combat rating and he or she can roll the full d20 
when using It. 

On the other hand, characters without primary, 
secondary, or rudimentary combat are not proficient 
with any weapons. They roll d 10 In combat and add 
Just their DEXs to the roll. If such characters train 
with weapons, their I winning CKswtll be IhelrDEX 
+ 1. They will never get a BCK. however. No matter 
how food they become with specific weapons, they 
wiU never get better at weaponry In general. 

Characters who wish to Improve their ability 
with weapons with which they ;ir<- already proficient 
may concentrate on those weapons. For each 10 XP 
they spend, they get a +1 bonus with these weapons, 
making their CRs with those weapons higher tlian 
their UCKs. 

All characters with rudimentary, secondary, or 
primary combat arc proficient In unarmed combat. A 
character with no such combat skill, however, can 
Icam unarmed combat Just as If learning any other 
weapon. 

Characters can only Increase their BCRs 
through rising In level, and then only if they have 
primary "r secoEidary combat. 

Learning and Improving 
Magical Ability 

Improving magical ability is different from either 
improving general skills or Improving combat skills. 

To leam a new spell, a magician must first be 
familiar wlu> the flekl of magic from which the spell 
comes. For Instance, to Irani Faith Healing a magi- 
cian must first become familiar wi Lh the field nT 
liivtn .a lion, 

Becoming familiar with a field of magic requires 
3 months of study plus JO XP. A teacher usually 
expects 20 gl. per week, lor a total or 420 g.l. Even 
after characters become familiar With a new field of 
magic, they will not know all or tike spells and skills 
In thai field as Ihey do for the fields Hint were part of 
their archetypes, [.earning a specific Spell requires I 
week at 20 g.L plus 5 XP. After learning a new spell, 
Hie magician has an MR with that spell equal to his 
or her INT+l. This MR will not tnc«;ise automatically 
as those for the magician's original spells do. Only by 
concentraUng ran a n ui^ti iuii improve his or her 
:«l llity to cast these spells. When a character learns a 
spell, he or shr aitlomntlcally learns its reverse. If 
any, as well- 

Charucters can also leam spells fmin scrolls, In 
which case ihey need not pay an Instructor, but must 
still spend the Ume and XP. 

Once a character knows a spell, he or she can 
Increase his or her magic rating With thai spell by +1 
for every 5 XP spent on IL Tills bonus applies only 
when casting thai specific spell. If Line spell has 
several dissimilar functions, such as CryslalomanUc 
Force or Moon Sign, this concentration must be 
applied to a specific function, not Uie general spell as 
a whole. If the spell has several closely related 
functions, such as Brilliance, then the bonus applies 
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to all those functions. Likewise, the bonu-i ;>}>t'tKl to 
rtVerBC farms of the spell. Lf any. 

Magical skills, such as the alchemical skill 
Concoct Elixir*, are treated exactly a* spells- Ifa 
character archetype baa a magical skill without the 
taste Held of magic from which the skill comes, the 
i-hanictrr mint ailll ta nnic familiar with that field or 
magic before learning any other skills In th.it Held. 

The only way characters can Increase their 
BMRs is by rising in overall level, and ihen only if 
they have primary or secondary magic. 



A character can also develop a "skill* wttli the 
use of a certain magic device. Normally a character 
makes a WIL roll to cast a ape! I from a magic device, 
but for each 5 XP devoted to becoming familiar with 
the device's operation., a character may receive a r-1 
bonus on the roll, but only when using that spec 111-;: 
devtce. Another device with exactly the same effect 
does not benefit from this expertise; magic devices 
are essentially unique, even If two of them do the 
same thing. Learning to use one better does not help 
when using others. 



Examples of Experience 

Reward for Valor 

The Thrall Ramm, having returned safely to hi* homeland, has 
earned a total of 32 XP. He haa decided It's time to cash them In for some 
tangible Improvement. If he wishes, he can spend 25 XP to rise from Blh to 
6th level, leaving him with 7 XP. This increase In level* would increase his 
BCR land thus all weapon skills), his Mounted Combat skill, and his 
Taztan Combat skill by + 1 . It would also give him +2 hit points. On the 
other hand, during hit venture Into the Borderlands he stumbled upon a 
mace imbued wllh elemental force, something capable or doing more 
damage than his two-handed sword, Unfurluna lely, he la not proficient 
wllh maces, and he currently has to roll dlO Instead of d20 when using 
this weapon. 

Instead of rising a level, Ramm decides to use 10 XP to learn to Use 
the mace. Finding a weapons Instructor In his homeland of Taz Is never a 
problem; he pays the traditional SO g,t. for two weeks of training, reduces 
his XP to 22, and becomes proficient In the Use of a mace. He may now roll 
d20 with his mace and use his BCR a* hi* CR with the mace. Since he It 
fifth level, has primary combat, and has a DEX of +2 his CR with the 
mace li +7, 

With 1 0 *if Ihe remaining XP, Ramm concentrates on his mace skill 
and Improves It by +1, lo +8. His BCR la still only +7. and whenever he 
Increase* his BCR. his CR with the mace will also increase. His CR with 
the mace will always be +1 more than his BCR at least until he concen- 
trates more on Ihe mace. 

With 12 XP left over, Kamm could concentrate further on the mace, 
concentrate on Taztan Combat, or acquire a new skill, but he decides Lo 
banc; onto these 1 2 XI ' and v. alt until he accumulates 25 XP so he can go 
up to 6th level. Nat only will that Improve all his skills, but he will also get 
+2 hit points, something he cannot get by concentration. 

The Study of Witchcraft 

The wizard Tandala has arrived at CymrlL, where she Intends to 
study at the Lyceum Arcanum. Her goal Is to learn witchcraft so that she 
can leam several witchcraft spells that she has found on scrolls. She haa 
accumulated IS XT'. 

First, she finds a teacher and studies for 3 months, paying 420 g.l. 
for the service. She also expends 10 XP. dropping her total lo 8, She now 
knows how witch trail works and can leam the spelb she wishes from her 
scrolls. Rrmriii1>ri ln^ her eventful trip <o Cymril three months earlier, she 
decides tn practice with her Wand of Elemental Fire, She expends 5 XP 
and gains + 1 on her WIL rolls to use this specific wand. She ha* only 3 XP 
remaining. 

Tan<tala u-cmld like in Hr ;iMr Vnm a u'ltcln i'.ift spell Immediately 
upon returning to Kasmir. so she studies two more weeks In general magic 
theory at the Lyceum, which costs her 40 g.1. This study raises her XP to 
5. enough to learn a new spell from her scrolls. 
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Archetypes 



The continent ofTalislnnia is home to a remarkably 
diverse array of races. The CymriOans. Thaecians, tiadjin, 
and Pfvmtastans can trace their ancestry from the eariy 
Archaens. The Za, Dnihks r and Beastmen claim to be 
descended from the eider race of Sub Men. while peoples 
such as the Bodor and Thtastans would seem to be the 
offspring of the many sorcerous hybrids called neomorphs 
created by die ancient Archaens. Otlitrs, most nntahiu 
four armed Ahem and the four legged MoorgWan can 
only be mutations caused by The Great Disaster, As for 
the rest, one can only guess.' 



— Excerpted from the journal of the wizard Tame rl In 



Character Creation 

IIh- ffillmvl rig outline provides ;i ^m-n] overview ol 
l fie procedure for characler creation. Having a 
character sheet In front of you. will make the 
process much easier. The character sheet Is the 
last page of the book. 



Physical Characteristics 

N'ote the bask physical characteristics Indicated 
for your character and record this Information on the 
characler sheet. Feel free to embellish the descrip- 
tion of your character as desired; add distinguishing, 
features and describe the character's outward 
appearance (rugged, alluring, sinister- looking, elc.) 
according to your preferences. 



The Archetype 

The first Step In creating a character Is choos- 
ing an archetype. The archetype describes the 
character's race and profession, which in turn 
determine most of the character's attributes, skills, 
possessions, and so forth- To select an archetype, 
ask your CM which arrbetypea would be most 
appropriate based on the location of the campaign. 
If you are in a campaign based In the Seven King- 
doms, choose from the archetypes in the table on 
the next page. If you wish to play a different arche- 
type, ask your CM for permission and advice. 

Race, Profession, and Homeland 

Take this information from the archetype, a 
description of which can be found later on In this 
chapter, and write these Tarts on your characler 
shecL 

Age 

Look at the lifespan chart at the back of this 
chapter and select an age for your character. Write 
I tin the space provided. 

SB 



Attributes 

In pencil, write ihe attributes from the arche- 
type you selected onlo your character sheet. For a 
description of what these attributes mean, see 
Chapter Two, I f desired, you may alter the attributes 
slightly to make your characler different from the 
average character of jour type. To do ao, you may 
add +2 point* to your attribute*, either +2 on one 
attribute or +1 on two separate attributes, but you 
must then subtract a like number from other at- 
tributes. IT you decide only to add +1 to one attribute, 
you only have to subtract 1 from one other attribute. 

Note thai 'tr is an average attribute for most 
humanotat race*. Anything higher than that la above 
average, and anything negative la below average. 

Level, Experience, and 
Hit Points 

Your kveJ to J: your experience 0. For your tilt 
points, add your character's COW to the number 
listed for hit potato In the archetype. This is your 
beginning total. Aa your character adventures, he or 
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Table 3.1 — • Appropriate Archetypes for the Seven Kingdoms 



Anruul (blue) Mont — semi- avian scout 
Acriid (green) botenomajiecr — ac nil avian 
plant magician 

Ariane Seeker — mystic wanderer 
Arimlte knife -Lighter— knife- flghUng specialist 
Batre-an con cub In* — beautiful, beguiling 
rscaped slave 

Batrcan wirrior — brutish escaped skive 
CymrllLaa majgicukn — expert In things magical 
CjrxnjilLm rogue magician — outlaw wizard 
CjnmrHlan warrior mmgjt — skilled tn mafile and 
fighting 

Duvrlu r>Drdiiwonigii - mercenary adven 
hirer from Zaran 

DracarLnn depart SCOUt— fjTOm CWWlLheiim, 

ally of Hie Seven Kingdoms 

Fhiu thief rodentlike adventurer 

Grin nick in <ry slulorruinrf r dLmillUtJve pfflftl 

uoner of crystal magic 

Gnome It In warrior dlmlrmUVr. [< infill lindff 

ground warrior 

Jaka ■uhuUr- bestial tracker. "gone cM 

L,/ni- 



Jhaajmian mere tnary — perhaps a deserter from 
the AanmnUin army 

KumlrtQ weaponsmlth — shrewd weapon era Iter 
Kasmlran trspmage — shrewd traprrafler and 
magician 

Mandalan Myotic Warrior — refugee from the 

Quan Empire, martial artist 

Muse tclcmpath — butterfly-winged aesthete 

Sarista rogue — wanderer In search of good 

fortune 

SLndaran collector — dual-encephakm with 
Jlenlu* kvr| Intelligence 

That clan enihmiter/enchanlreaa hedonist^ 

wizard horn a distant isle 

Thrall warrior— bred and bom for battle 

Zand &r charlatan— flamboyant trickster 

Zandtr «word*mage — flamboyant wizard and 

warrior 

Zandlr awardamait/awordawdnian— unsurpassed 
with a dueling sword 



•he wfll accumulate experience points that can be 
traded In for nn Increase In kvel or In SL**Hfl<- skills 
<ii hjwllt. EarTi tnne your characiers k-vH iihtimm-h. 
he or she receives +2 additional hit points. 

Skills 

Record your language or languages and special 
abilities in the skill section. If you have the language 
Talislan. decide whether It is the Common Talislan 
spoken by laborers, the uneducated, poor Immi- 
grants, and so forth, or High Talislan. spoken by 
aristocrats, wizards, scholars, and the like. These two 
l:~iU£u;igt'>i ;u i* <*s.srii(l;ills' lln- Kiinw, llinilgh, High 

Talislan la much more sophlsUcaied and forma] 
sounding, 

Mow record the skills listed for your archetype, 
tfnkss a skill says "secondary'' or 'rudimentary" In 
front of It. It is a primary skill. r«> each skill, record 
your current Skill lev el; this Is equal Id the appropri- 
ate attribute modifier +1. You can find the attribute 
modifiers In the descriptions of the skills in Chapter 
Four. For instance, If you have the skill Scout, which 
uses PER as Its attribute modifier, add +1 to your 
PER and record the total after Scout on your charac- 
ter sheet under the primary section. 

[/you have primary, secondary, or rudimentary 
combat, you must select the weapons with which you 
are proficient For primary combat, you may select 
five weapons; for secondary combat you may select 
two. and for rudimentary combat you may select only 
one. You may wish to wait until you have selected the 



weapon* you will be able to buy (see "Wealth and 
P ost —tone* below} before determining the weapons 
with which you are proficient 

Now select comrrum skills from those described 
in Chapter Four, You may have 3 + INT common 
skills, always at least one. So If your INT Is + 1 , you 
may select 4 common skills. Your level with each skill 
equals Its attribute modifier +1 . One of these skills 
must be a customs skill that will represent your 
background. You may choose more than one customs 
skill If you have lived In more than one type of society 
for a fab length of time. 

Note that languages ore considered common 
skills for this purpose. You may want to select other 
languages and add those to the others listed for your 
archetype, especially If you do not speak Talislan. It 
Is also handy to be able to apeak both Common 
Talislan and High Talislan so that you con fit In wilh 
people at both ends of the social spectrum. 

If you wish you may select trades and crafts, 
but each one of these takes the place of two common 
•Ufa you could otherwise select So If you can take 
four common skills, you can lake one trade or craft 
plus two mm man skills, one of winch must be a 
customs skill. 

If you wish, you may also select a scholarly 
pursu.lL, representing a formal education, but each 
scholarly pursuit 1akrs (he plarr of three common 
skills you could oihcrwise. select So if you can Lake a 
tola! of four common skills, you could Instead select 
one scholarly pursuit and one common skill, which 
must be a customs skill, 
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Magic 



If you have a magic skill, record ycair field or 
il.-Us i>f magic. Your basic magic rating equals your 
INT + 1. Your number of spells per day equals your 
I'.iml- nuiglc ruling +L. 

Additionally, you can write down the spells and 
skills from your field of magic on die back of your 
tlia racier aheeL 



Wealth and Possessions 

RoB a* directed for your beginning wealth and 
record It on the back of your sheet Then record your 
beginning possessions as listed for the archetype. 

You may wish to buy some equipment before 
the game begins,, so look at the price, lists In Chapter 
su to see what Is available and what you can afford. 
Am vhii buy goods, deduct the price from your begin- 
ning Wealth. 

If you are a magician* you may have scrolls of 
-:|>!'ll!s Indicated fur yuur archetype. If so, decide 
which of your spells you want to have written on 
scroll*. You may want to choose spelts that you 
usually cast at leisure because It lakes extra time to 
cast a spell from a scroll. See the rules for magic in 
die previous chapter for more details. 

Combat 

ll you have primary, secondary, or rudimentary 
combat, your basic combat rnUng equals your PEX 
+ 1. If you have no combat akJJK write "d]Q +|DEX1* 
on the sheet. In this case, your DEX la your baste 
combat rating, but you only roll d 10 Instead of d2o 
when rolling to hit; see die rules for combat in the 
previous chapter. 

Write your total hit points where the sheet says 
"Current Hit Points." As your charac ter takes dam- 
age, you will take points from this figure, but don't 
change the general hit point score recorded above It, 
The figure above la to remind you how many hit 
pain La you have when you are not wounded, 

Record each weapon you have in the weapons 
M-riiun Under "CR." write your baste combat rating, 
Under "Damage" write the damage listed In the 
Chapter Six plus your STR_ Under ~WL~ list die 
Weapon's weight. Be sure your STR Is enough to use 
these weapons. 

Nnir i hat, for now. your CR with each Weapon 
equals your basic combat rating; later on. If you 
decide to concentrate on a weapon, your CR with that 
weapon might Increase beyond your BCR 

iryour weapon 1 1*1 include a weapon wllii 
which you are not prolleient. put "dlO* before the CR 
figure for that weapon, Thla means you roll only dlO, 
not d20, when rolling to hit with that weapon. 

Role playing 

The "Roteplaylng* section of Ihe archetype 
describes what this type of character la usually like, 
FamUlarbje yourself with these 4 raits, and then add 



whatever other personal details you wish, making 
your character differ from the norm. Enter these 
notes tn the "Personality Trails" sec Hon of the 
character sheet. 



Name 

Now go back to the top of the character sheet 
and Ironent a name. For characters from the Seven 
Kingdoms, use die following guidelines: 

Aeriad names sound something like bird calls. 
Cha-Chlk and Kree, for example, arc common Aeriad 
names. 

Cymrkllan names arc like those in books by 
Jack Vance or Lord Dunsanv, such as Zaveron or 
Ave mar. 

Gnome kin names tend toward sing-song, such 
as Ebo Surabta or Incio Noblo. 

Kasmlran names sound rather Semitic Adn U 
Kasr and An ash ,tI Din, for example, arc typical 
Kasmlran names. 

Muse names are usually based mi flowers, 
l.tlyandre and Darallla are both common, 

Slndanui names often sound ominous, and 
female names often start with vowels. Anden Is a 
common female name, and Kahulan la common for 
males. 

Thrall names are based on weaponry or military 
terminology, such as Ccslus. Axxa. and Ramm. 

Contacts 

As a beginning character, your character may 
have one important contact, someone to whom he or 
she can turn for advice, assistance, support, and so 
forth. Depending on your character, this contact may 
be a parent, a former mentor, a childhood friend, a 
(raveling mm pan Ion wh« came to Cyinril wllh you. m 
former schoolmate, a sibling, or just about anyone. 
Decide who this person Is. how you know him or her, 
and what resources this contact may have. Talk this 
over with your game master to make sure the contact 
ills the setting. Remember that die CM can veto your 
Idea If II Is too outrageous, surh as having the Wizard 
King Azradamus as your beat buddy. Write down this 
nii'oriM iUon <in (he b:ick of the character sheet, 



Background 

With die garth-master's 
assistance, (III in details of 
the character's past and 
determine the circum- 
stances under which the 
new character will ijcgln 
his or her game career. 

The character la 
now ready to enter 
the world of Tabs- 
lan (a. 




GO 
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Talislantan Archetypes 

The following Is a list ofTallslanlan archetypes, 
featuring juK atala. equipment, and possessions, 
Each entry represents an "average" Nr.i lrvr\ member 
of the type depleted, and Is ready to play as 14, 

The format used to describe each Archetype It 
as follows: 

Description 

This section features general information on the 
archetype's race, nationality, and profession. 

Homeland 
ThLs Indicates the archetype's place of origin. 

Language 

this indicates the native language spoken by this 
race. If this language IS Tlllslan. the player may 
choose Common Tallslart or High Tallstan. 

Pi iy steal Clmracteris tics 

This Is a listing of the arc he type's physical propor- 
tions [height weight, etc.], usually expressed as a 
range; players may determine specifics as desired. 
Oilier distinguishing features a whiletl with llic 
archetype will also be listed here. 

Attributes 

Tills Is a listing of (he average attribute ratings 
f>nv.-a-vsr-<l hy (he archetype. 

Hit Points 

This Indicates the average number of hll points 
possessed by the archetype at Ural level. If creating 
an archetype of higher level, add 2 points per each 
level above the flrsL 

Special Abilities 

ThLs Indicates any special abilities possessed by all 
archetypes of this surt. Those that are not self- 
explanatory are described In Uic 'Skills' section. 



Skills 

This Is a list of skills typically possessed by the 
archetype. In some coses, the character la allowed a 
choice of several skills in a given area. 



Equipment 

This is a list of the basic equipment 
and possessions owned by the arche- 
type al first level. In some cases, (he 
character is allowed to choose the type 
of weapons he or she will own, 



Wealth 

This figure indicates the amount of wealth possessed 
by the archetype at first level, expressed as a range. 
Multiply the figure given here by the type of die 
Indicated to determine the archetypes starting 
wealth. To create higher- level characters, use the 
same procedure, and then multiply the total by the 
character's level of ability. 

Roleplaylng 
This section Include* information on customs, 
beliefs, and motivation* generally associated with the 
archetype. Note that this Is a general guide only: 
archetypes may also have Individual quirks and 
behaviors that do not coincide with all members of 
their npoa and nationality. 

Archetype Descriptions 

The following Is a comprehensive list of the 118 
current archetypes In Tallslanta. These archetypes 
are listed in alphabetical order by region, with 
listings of mental, physical, social, and other charac- 
li-rl'-Hi -- lh;il will l-.i l|i V.J-.I determine wliltdi archetype 
best fits your needs as a player character. Please 
refer lo the section on character creation at the 
IteglnnUig of this chapter In order to modify your 
character to fit your rcqnlreinen Ls, 



Archetypes 




Master List of Archetypes 

The following la an Alphabetical listing of all the archetypes native lo the continent of TiilJ.sbnLi mid the 
surrounding environs. The list includes a brief description of each archetype, along with Ihe major region In 
which each can be found. 





Description 


Region 


Aamanlan Inputs J tor 


Orthodoxl'-it Cult Inlrrmjrritrtr 


Weslem Lands 

■ t 19LLI I I Lul Ilka 


Aamanlan warrior- prie&l/prfesteas 


Drthrxknlat Cult priest, warrior 


Western Lands 


;Vuri: , iril;in witch hunter 


Orthodoxisl CljU tracker, spelkastcr 


Western Lands 


Aeriad (blue) scout 


semi -avian archer 


Seven Kingdom* 


Arriad Igrecn) botanomancer 


scmi-avian plant magician 


Seven Kingdoms 


Alrwu 'Jt-.irri-ir 


four-armed warrior, savage 


Wild Coast 


Ar;ii| warrior 


hybrid repUlian. hunter 


WUderlands 


Artane mystic 


transcendent mystic 


Central Regions 


Arlane Seeker 


traveling mystic 


Central Regions 


Anmiip knlfe-ftghler 


knife -throwing warrior, hunter 


Western Lands 


Arimite Rewenant 


cult assassin 


Western Lands 


Balrean concubine 


beautiful woman with beguiling scent 


Wild Coast 


Batrean warrior 


brutish male lighter 


Wild Coast 


l l> i j i Min /Ucastwom, in h unler 


bestial hunters, warriors 


Central Regions 


Hixtur musk-tan 


consummate musician, sound-sight ability 


WUderlaiul* 


Callkhan cryplomanctr 


cryptDloglsL, magician, scholar 


Wildrrlands 


Chana warrior 


primitive warrior, headhunter 


Eastern Lands 


Chana wilchinaii/wltchwoinan 


primitive shaman, headhunter 


Eastern Lands 


Cynu-iliun magician 


magic specialist 


Seven Kingdoms 


Cymrulan rogue magician 


magician, thief 


Seven Kingdoms 


Cymnlian warrior mage 


warrior, magician 


Seven Kingdoms 


Duielek hunter 


primitive warrior, hunter 


Wilder kinds 


Panuvtan sword sworn an 


female warrior, skilled with swords 


WUderlands 


Darkling warrior 


warrior, thief, spy 


Central Regions 


Dhuna witchwoman /warlock 


witchcraft practlckmer 


Western Lands 


DjafUr merchant/ baud It 


iiumidli in'' rc:han t/Uiler 


Desert Kingdoms 


Hjafflr wizard 


nomadic magician 


Desert Kingdoms 


Dracaitan desert scout 


warrior, scout 


Desert Kingdoms 


Dracaxuui thaumaturge 


practitioner ofthnumaturgy 


Desert Kingdoms 


Drukh hlllmaji /hlllwoman 


primitive warrior, hunter 


Western Lands 


Urukh sh.iman 


primitive shaman, hunter 


Western l-nnds 


Farad merchant 


unscrupulous merchant 


Wild Coast 


Farad wizard 


unscrupulous merchant wteard 


Wild Const 


Fenran thief 


rodenlllke thief 


Wilder lands 


Can Sea, Rogue 


seafaring thief 


Far Isles 


Gnomekln cryslak) man ce r 


diminutive magician, cryslalomancy 


Seven Kingdoms 


GnoriiekJiL warrlm 


lough. dLmlnuUve warrior 


Si-vrn Klriolrtrr.M 


Gnorl rhabdomancer 


magician, seller of secrets 


Western l-mds 


Green Man/Creen Woman symblont 


benevolent plant- humanold 


wild Coast 


Gryph warrkir 


winged warrior, scout 


Central Regions 


lladjln arlsttn-i .il 


wealthy aristocrat 


Wilde rlands 


ll.intkin wajTlor 


survlvaJlst, warrior 


Eastern Lands 


Irnrian iLtvtf 


amphibious slaver, warrior 


Par Isles 


lapaslan mercantilist 


merchant, investor 


Eastern Lands 




bestial hunter, Influence wild animals 


ftorttuands 


.Jiik^ JivmhiinieT 


bestial bounty hunter 


Northlands 


,Jlu;uigaran marsh-hunter 


primitive hunter 


Wild Coast 


Jhangaran mercenary 


primitive mercenary 


Wild Coast 


dluingaran mud-ininer 


[itljiiltlvr r,:ip|:|ili-c miner 


Wild Const 


Jhangaran Outcast 


carrier or a cursed stigma. 


Wild Coast 


Kang tracker 


male warrior, tracker 


Eastern Lands 


Kang warrior 


elite warrior 


Eastern 1 bifida 


Kang warrior- priest 


warrior, spellcaster 


Eastern Lands 


Kasmlran moneylender 


merchant, financier 


Seven Kingdoms 


Khsnilmn u-caporismllh 


artificer 


Seven Kingdoms 
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Weslem Lands 
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AERIAD (BLUE) SCOUT 



Jk'ij*' At'rftul iniuD. Jj-rcn' u* aerial rcVorm,:;Lv.,iiii Ln IFl 1 ri-jriLifii.'Ui'; Jj^iVvi. tij, ti>iiut?,Uip 
giddcs, <vxf of ach>mtU/erd. Tr*-y are /uw amfit'rs, i'rjyjtoijirin rfltvr the tri-bou.i or dnrl 

tiuviLvr. As I>m? spvrtcs tt mi I >.t . ■ ■.' .". - c J" sustained /Ugli!, fifur Acrid iruisr luw en- 

rJuui(fd tirrjerrs qf L«jitniian to augment jJb"Cr orriai capaMitkrs. 

Special Abilities: Coding [up lr> twenty -five yards, wind 



HomeUnd: Varduite of the 
Seven Kingdoms. 
Language- luLLr^iin. 
Phjfi leal Characteristics: 

5'6"-6\ 80-120 lbs. Irides- 
cent Hut plumage, vesLLgal 
wings. 
Attribute*: 

INT 0 PER +2 

W1L0 CHAO 
STR-l DEX+4 
CON -1 5PD +2 

Hit Palm* 12 



pcrmicilnfO, expertise wtth dart -thrower, trl-bow, and 
crescent knife \*\ bonus when employing these weap- 
ons). 

Skills- Sc«ind«rJ combat, archer/, scout; plus 
ucipuncr. anlioui. or artificer. 

Equipment: Vlrtdlun Linen cloak and tunic. Elnirern of 
J-evlL-iUan. sandals, two crescent kluvcs, dull. tlirov.-cT 
Willi quiver or ten darts or trl-bow with five clips, 
stoppered gourd flash wtLh vlncaup, pouch. 
WeBlib- d 10 k 10 gold lumens in mixed coins. 
Rftleplsjtng: The Acrtad ore a race In Ihc process or 
devolving from an ftVitui 10 a. ground-dwelling spectep, Of 
lhc two nub- specie* of Acflnd, Blues arc more high-strung and aggressive. They 
detest llie prospect of devolution, und rmbnin lhc ways of Ihelr wild ancestors. 
Aertad speech Is eharoclertad by a slight alutter, evident only on wards thai begin 
with ti hard -C or 'IT sound Tht* Is because the Aertad s vcsllgal beak has not 
yet devolved sualdentry to allow tar all nuances of the Tnllslnn tongue. 




AERIAB (GREEN) BOTANOMANCER 

Green Aetlad totonomowiTi an? mernberr c/fl rcjsp«-W magkaijTaiemttu that reuerea oj irj 
inspiration the onral Vfrftllan, afabXea\ samrcref anient times who is rnvfrirvi uHIrt tJw 
. ii Tjiicwi of r>u' nridca ptanf and many other useful hybrids. Green .Aerfad (etc concerned wuh 

tiv pmCfVatkHt of their uncded renncinnd and thf restoration of the TWinlftnlOrt environment 
to lis naluiai, prr-fXsasler slate 



Homeland: Vardune of the 
Seven Kingdoms. 
Language: Tslislnn. 
Physical Characteristics: 

^Ify-S^-H 70-90 lbs. Irides- 
cent green plumage, vestigial 
Wings, 
Attribute*: 

INT +3 PEKO 
W1L+1 CHAO 
STR -3 DEX +2 

CON -2 5PD 0 

Hit Paints- ]0 



5p*C-[»l Abilities: CUdln^ [up lo twenty yards, wind 
permiltingi. 

Skills: Primary matflc (bgla.no money), agriculture, 
herb lore, alchemical skills of Concoct Elixir, Connect 
Pujsnn, Conrad Potion, and Concoct Powder (hut only 
those mUturcs that use exclusively plant Ingredients). 
Equipment: Vlridlan linen cloak arid tunic, stall, 
scroll of two cpeDs, d4 books an plan is and herbs, 
pouches (seed*, rcrd pon. InVwrin. nti ij>ficrrfl iltilifd 
fliLsk fytnesapj. 

Wealth: d20 jc ID opbd lumens, 

Relcplsylng: Of the two sub-spccfes pf Acrtid. Green 
Aertad are more Inquisitive and Intellectual than thelr 
rclau^s. They arcepf devolution hj a natural and 
unalterable p r oc ess and have adopted certain of lhc iL7tys of cMliswd 
Infi tl« «1udy of maglf. ugrU'UltUff , and Wrtlinft. Sit- Aertad, (Hue for 




folk, Ineiud- 
mone detalLs. 



CYMRILIAN MAGICIAN 

Cymritan. magicians nrcrtl*' tlteir trair\ing al t)w Lycrum Anzaiuim, Ct/mrlt's foremast instllute 
foe the- Study of lhc arcane arts. As SUcK they nwy tewns' pfoffctMi Uifdt aiUf ehoson moairqJ 
J A«'Id of Jludj/ except primitive enchantment. s)mmnnisn\ and zpeBweiWing, 

Speeisl Abilities: None. 

Skills; Primary magic (enchuiitincnt plus choice <>1 
second magical Heidi, arcane lore. 
Equipment: F TtjCLli ■collared elosJc and robes of apLnlta* 

of various ooldrs, leather and sllver'baund Sp<U book, 
pouch, d4 potions In n:nl<-r;'.l:isi vLlI.i, rtrroll of lwr> 
•pells, iLbJT. 

Wcslih: d20 gold pentacks [Seven Kingdoms cur- 
rency; worth live gold himrru apiece). 
Roleplsyiag; Cymrtllana pci»-^c*s un tn^atlubLc 
eurloiilly as pertains Co magic; roll versus Will mtillg 
to resist the temptation to examine unknown magical 
items or related phenomena. They covet cneluLntcd 
Items, arcane formulae, and magical tomes above nil 
otlicr things. Most arc quite crrrntrk' hy nature. 

favoring hlgh-ooUared duaks and other IWnboyunt 
attire as well as personnJ en)uuvcetacnts F such as akin 
and hair coloring. unLisuai hairdos, etc 
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Homeland. Cymirll of (he 
Seven Klngdofns. 
Langusge: E 1 1 u: rt TalLslan. 
Archaen. 

Physlcsd Chaise t eristic j 

&--6'4\ 120-1 GO lbs. l.ltfd 
grrm skin {may be colored by 
enhancements), slender buDd. 
Attributes: 
INT +3 
WTL0 
STR-1 
CON 0 

Hit Points: 12 



PER0 
CHAO 
I J EX ■ £ 
SJ'D i) 




Chapter 3 



CYMRILLAN ROGUE MAGICIAN 

Roquc magicians one- tpdicasters who have ci-cirtf in iw thrtrfnagwal tnlrnujor thU'wry or 

adventuring. Some air aulcaMlsjram Ct/imilan society who may be wantai criminals, miscreants, 
or nebeh. Wtih acee\*i to the sages 9/ Cymrf, they can fa-am any majjtmi Jteid cwtpt prtmEtiw 
f ryrruxnimr ni, shamanLtrn. and speituxaiAng. 

Special AbUMea: None 

Skill* Secondary mage (choice of magical Add), kumI- 
ary combai, any three thieving ■ kills. 
Equipment Clujik, breeches, unci tunic, choice of Iwn 

weapon*, pouch, shoulder bag. cqiw steed, spell book, 
nrroli wttti one apcLl. 
Wealth: d 1 0 x LO gold Kimcnj In coins, 

Kaleplajrtng: Roglie m."XgJrLiri« are nonoonJorTnlsl* who 
typically exhibit a Itcjdble sense of morality. MhI seek Lp 

acquire magR-ai knuvdedge through the quickest and 
CMlesL meana, even If illegal melhoda muil be employed 
la meet thcac end a. Stw CypiriHun iruKflcian jar IHUt 
deTotta on Cjjmrtlia/ia, 



Hoiaclud; Cymrll of the Seven 
Kin,'.'i"iri'- 

Language: I llftk Tallslan, 
Archaen. 

Physical Characteristic*: 6"- 

ffV. 120-160 lb*. Light green 
skin (may be colored by 
enhancements!, slender bultd. 
Attribute*: 



JNT+2 
W1I.0 
STR -1 
CON 0 

Hit Points: 12 



PER +2 
CHA -2 
DEX + I 
SPD 0 




CYMRIL1A-N WARRIOR MAGE 

CynuHian uianrtir mopr J arr Iratnrd In thv arts oj i L'LwirrJ nj tint! ctmtJmL TTut/ are primarily employe*! 
uj pilots, Au^oiDn, and crew aboard CgmiU's contingent oj \rtntlsiilp3. /Am- to rJirfr JimMcd magical 

fthtttkrt, warrior mage* am generally awonfed Icstcr cjUxvti lAcui/ufl-.^'f^vr nviq-kliuu. 

S petinJ AbUitiea: \ .in 

Ski Lit: Secondary combat, secondary magic (wfiardry). pilot 
|urtnd-.i ij,; ii Ion, 

Equipment: Clu4ik and gtrmenai altpangpit>r ImeialJie 
cloth). Arcane Lanjp:word. daj{j£r, (ealher and aUwhound 
ipcll book, pouch. 

Wealth" d 12 gold pentacfe* (Seven Kingdoms currency: 

\rarlh five fpid turrierui apiece). 

Roleplaytag: Warrior magca ore Intrigued by magic, Lhough 

primarily hs pertains to its uk in combat See Cumrilan 

magician Jar rnnrr tirtaSlx an C ymrtflrjjTA. 



Homeland: Cymrll of the Seven 
Kingdoms. 

Language: High Tallslnrj, 
Arc risen. 

Phytic*! Characteristics &- 

G - S". 130-200 lbs. lighl green 
skin (may be colored by 
enhancements); slender but 
muscular build. 
Attributes: 



INT+1 
WlL+1 
STK+1 
CON 0 
Hit Points 



I EH 0 
CHA 0 
DEX 0 
SPD +1 



: 12 



GNOME fOJf CHYSTAXOMAHCER 

Grtarlckui cnjitahxnancm arc cjcpcrts at grrXllny, polishing, eUillng, arid appraising ail types oj 

crystals and etvnututvx. Tftoxv u'Jio iu«> tn the subterranean ctty □/ fAirr «? typically sen* ai 
hhihr of a crystal panien at cry staVsWJfj w Others tratiri abroad buytrtjj, sefllri^, or 

pirwpcerino/orjlnr cn/jiai,? and gt m»|pna», 

Bpecltl AdIUiIh: Malum] ehmhln^ ability, nl^hi vision. 
Skllla; Secondary magic 4rryslnlonvncyJ f BgrlBulturi^t 
IrryjiEaJ p*ru*erf, iLrtllkcr. nppralse ircaaurc (rryNtaLi and 

gcmatunesl. 

Equipwcat: Cloak, loincloth for mcue*. knee -length 

■mock for leznalea, pouch Will] erysLoia Cor 
CryataiomniiHt Force apcH (carata cquala eharactcr'a 
nugjc mlititfj. and amber opti cols lh.it nerve In protect 
lhc eves from Mil M'lkJle above groUlhL 
Wealth: d 10 x 20 gold lumcna In cryatnia. 
Roleplarinj: Giuiinrkln -Lie friendly And Indualrlnu* folk 
wlio Live in iiriderFjrciund cnvcm-clUcs and travel for anci 
nvldc by meona or a nelwork of SLiblcrnuicuEi tmlla known 
ut> lhc Underground Mlgjiway. They (end to be cltcerfiil 
mid optiimailo by nature, and hwve a deep reverence Tor 
the Borth. Gmmekln arc ao modcal and unasnumlnK by 
natuie lluit Ihcy never refer to tlienuelvea In convcrsa- 
ttnn; lor example, *Am pleased to see yrm" mean* 'I am 

pleased to sec yon." 



Homeland: Duntr of the 
Seven Kingdoms. 
Ltn£uaj2«: Thllslan. 
Phytlcai Characteristics: 

2'10 - -3'e-, 60-100 lbs. Nut 
brawn akin, soft black 
inane. Large finren eyes, 
rhllcllikjF fenturcs. 
Attribulea: 
l>TT +2 PER 0 

WIL 0 CHA *2 

STRO DEX +4 

CON +6 SPD 0 

Hit Point*: Ifi 
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GNOME KIN WARRIOR 



Onamtkbx tmnfon am the protectors o/ [firfr hwrtt-farvl, and uHli not hciUn.tr \ajit}Ut 1.1 orrV* | r > 
defend their homr.s , Jtunll^ . or/rtcndj* /\Jter 3Crv<ng a leufin the OrtOmrlan rrattoiri, umrcpl Jfcw a 
camera* adWritLLnent, 

Special AblUtictJ Natural climbing. ability, nlRhl vlslnn 

Skills; Primary combat plus weaponcr. armorer, or 
artificer. 

Equipment: Scale armor over a rough linen tunic, 
crynialblaitc, nlin£ wiih pouch of twenty atone*. d4 

potictry VtaJj of alcnehroot sap and/or □ttuijJc fundus, and 
amber ppilca.I» thai serve to protect thrtr eye* frum tight 
when ubuvr ground. 

Wealth: d 1 0 K 10 fjold lumcnt in cry a Ltls nnd/nr coins, 

Rolcplayinf;; Sn> Gnome Icin eryttalomancer. 



Homeland: Durne of the 
Seven Kingdoms. 
LsLn^gUsufe; T alia lan 
E'hyaical Characteristics: 

ZiGT-SW. 60-100 lbs. Nut- 
brown akin, soil black mailt, 
large green eyes, childlike 
features. 
Attribute*- 
INTO PER 0 

W1L 0 CHA +] 

STR +1 DEX +4 

CON +6 SPD 0 

KLt PoLol*; 16 




KASMTRAN MONEYLENDER 



Kmmlrtin nwwyipndcYS ore MhteUid and remumedfar their business acumen. They tvttl 
eagerly Jlnancc uenUwwm thai afford a good erUMcV far profit, profiled adequate juorontrv-F qf 
jjiiVnu-nl art made in advance. 

Special Abilities: None. 

Skill*: Secondary combat, moneylender, administra- 
tor. lutlflLxr (lucks and Imp mechanism*], lockplrklng, 
disarm/delect trap* 

Equipment; Hooded robe, cloak, eurl-tocd lx*>L» coin 

purses Iconcrukdl, heavy bran keyring [ftlTbecd to bell 

via clutln], K&smlr&n aprlntf-knllc (with pouch of six 

blades), Kaxmjran bladC'SUlfT, lockamlth'a toobk 
Wealth: &i0 X 200 p^ld lumens [hidden Ln vaults]. 
RolepUylnj: Kaatniran* are a auspicious folk who live 
In WlixkrwltsJ, lowers. They nre widely regarded as 
misers, end often exhibit a sour disposition- Fearuij; 
(heft, Krtsmlmns cany hldde-n weapons nnd pine* all 
their vuSunhlefi undct luirk and key. 



Homeland: Kasmlr of the 
Seven Kingdoms. 
] jirtfuuiije: Talislari 
Physical Characteristic-!: 

4'cT-5\ 70-1 10 Itaa, Ma- 
ln)#Lny brown skin, shrlveli-d 
frnlurcs, hunched pasture. 

Alt ributes 



INT +2 
HttL +2 
STR 2 
CON 0 
HilPoieU: | a 



PBR0 
CHA0 
DEX +2 
SPD0 




KASMTRAN WEAFONSMITH 

K'osintran luroporumtlh* are adtflcer-niaglctnri* u<ha specialize (n the nuking t>J elaborate and sopfii-i ttcatcd n>caporvy. 
Among mj'lr nvriJJAiu are Jltrii dcM.rfcrs as ipn\ng-kntveX; bladcftnvcs, hinde ftroeera, and 
i .j/Uuli tijfjej of mnceaSiti un-aponrff. Some a/Wr/l'd I/*' in iivorxins tliat appear la he harmless 
Kefna, auehoi OOtnbn or amale janx. but rortfatii liiiidiTi blade* Of Oilu.T dui igWoU* devfcea. 

Special AbLUtiea: None. 

Ski 111 Setwmiiiry tumhat, seenndory irnjlc (enchjint- 
rncnl]. orllltrer [lrirks atui tivip meclinltlinisl, 
wcJponcr. 

BqapBMDt: Hooded robe, cloak, mrl-iocd boot*, coin 
pumep [canvsdedf, heavy brau keyring (afmced to belt 
vta chain], Kikimirajn upring-knlfc <wlth pouch of six 
binder], Kumlrnn bludc-staff, locknmlth'* tool*, 
locking Iron-bound BpeBbook. 

Wealth: d20 t 200 gold lunKR* (hidden in Vault*). 
Rale [iUylnj: ScV Kmmiran moneytencter, 



Homeland: Kiuinlr "f the 
Seven Kingdoms, 
L*njJiuu/« TalL^l-'m. 
Physical ChjuraeterUtJc* 
4 G--5-. 70-1 10 Jbs. Mahogany 
brown akin, shriveled features. 
hunched posture. 
Attributes: 



INT +2 
W1L+2 
STR -1 
CON 0 

Hit Point* 12 



PERO 
CHA0 
DEX +2 
SPD 0 
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KASMIRAN TRAFKAGE 



Bomdaad: Kasmlr of the 
Seven Kingdoms. 
Language: TallsUm, 
Physic*] Characteristics; 

4B'-5'. 70-1 10 lbs. Ma 
hogany brown skim shriv- 
eled ft* lures, hunched 
posture. 
AttrlbuEea: 
INT +3. PERO 
WIL+l CHAO 
STR -I DEX+3 
CON 0 SPD -1 

Hit Points: 12 



Kasmiftsji uapmagc* one arUflccT-tnagtclans It/ho special- 
iW tn the design and CoruirurflDn of aaphisticaled irqp<s. 

smiriry dn^cm, tocfc*. and rtlw jwc/ianiims, Thetr 

HtliH an tn itfnrad liircicighou J (J** eonrtry n/ 
Special AfclUtlea: Nunc 

Skill* SrLOnriiiry mo$c [wizardry], ranifirer (lork* and 
trap mwhiinUms). fcxkpleking. disarm/dcicd trap*. 

engineer, rudtmcrilary fvmhql, 

Cqitlpmaatr Hooded rube. clouV, curt-iacct bonis, coif) 
puree* (concealed],, heavy bras* keyring faflbced to belt via 

chain!, Kjismtran sprtnfi-knlfe Iwlth p< f Lirli nf hi* t.liirtrtl 
or Knsinlnm blnde-aUiJf. Sotli.!unlLh'» tools, lucking mm 
bound ■pcllbook. 

Wedthj d20 x I Ml gold lumen* (hidden In vaults), 
ftolcplaying; See h'ttnnTnul monrytrncJiT. 




MUSE TELEMPATH 



Muw rWivnp<it?iA ftrr' ulj,;' r« hm' trurir (irtcarLnt' ciMf.la*-« to- tn/lucncr other sennV-ni rrmtum, whSch they do pn^ccurW} 
einotkms and menial imam's: utrjinw rrutsf roll versus wH rating to mist Acntstamcd in comnvinicaling ufa this method. (J**" 
(rncf to TVQOtd eoOimon speech as diiil and uritnlcrcjllng. fifi W-J Topr muslf and art but arc euTK Id tod,- K.TIOL'. tf u-y rn-n r<- 
wdy as the THd SttUS IhtW. Their aurcs, tfirr hiding musical Instruments, josstji/tut tflpV&tnVs. Cuiu" utJtfr artistic cnutbrur, art 
trcusuxrd ihrouahoul rhr Sewn Kingdoms and beyond. 

SpccJd Abilities; N,i1ur,d Irlrmpath. limited Dig] iL 
Mllich can Use their wing* la irmaln alrburrv* Tor only 
two minute* per level of ability, then musl rat for at 
leant twice an Inni; before r>C:i!n 1ak1n j| to the air. 

Skills: Secottdary magic (natural magic], urt, mttslrfan- 
»h1p, artificer (musical tnatrujnentsj, herb lore. 
eVquipmenl: GniuorneT robe, one or more musical 

SUHlruilT-nln. "bvta (for wcuv-tnfl rfiumjuncrf, pouch 
(pigment*, bkr*snm». nectar), pet whlsp fsee brfou-j. 
Wealth: None; Muio rjire nothing for riches, 
RalcpLnying; To non-trlcmpalha, Muaca often seem 
dl-itnictcd, disinterested, and aloof, In fiwL they an 
nntetnplaUve by tUltUte, and ace highly perceptive 19 
■heir aiirnsundlnga. They mnrty apeak, preferring to 
co mmunltatc via tctcmpathlc thought-lmagcsu Whsn 

tclcuipillhlc tunUict 1a either not poaalbtc orundcfllrable, 
Muses may use their pet whiapa in apeak, far ihcm. These 
creaiurca can be quile (nlkntlvc„ hutnOruUa, of even 
KLrcusUe by nature, according la prevnJlLng rtf CUdV 
itnrvcea. Muse p Layer eharucLcr^ tur uilcwcd io roleplay 
their own whlapa; B» long as the Mux chiiruclcr duct 

naLlilnft la place the whixp tn Jenpnrrly. It will tnnuln I UlliluJ friend and rally. 

PHARESIAW PEDDLER 

Pf\£UY»tan pnlciuTu an* a class of Ci/mnhnns whn serve as UlncTOSti metrhjinr- /iw^lffctri ■ They Inuvt 
throughout the Sewn Klnatioma and beyond* hawking turfcuj medicinal mixtures, curia*, ant minor 
magical adjunct*. 



Uomelaiid: AaLir or the Seven 
Kingdoms, 

Language: Tallfllan. Sylvan, 
Physical CbaractarUtJo: 

8O-M01ha. Skin and 
hair colored elLher turquoise, 
vk>]e L rose, or aquamarine: 
delicate features, butterfly] Ike 
wing*. 
Attributes; 
INT +3 
W1L -4 
STR -3 
CONO 



PER +3 
CHA +4 
DEX+3 
SPD -4* 



*on the ground only: SPD 0 
When airborne. 
Hit Points: 10 




Homeland; Cyniril of the 
Seven Kingdoms. 
L-a nguagc : Common 
Tnllstan, Archaen. 
Physical CriarscterUtica: 
G-6'4", 120-160 tha. SWn 
and hair dyed with bright 
Iridescent colors, slender 
build. 

Altilbules^ 

INT +2 PER +2 

W1L 0 CHA 0 

STRO DEX+l 
CON 0 SPD 0 

Hit Points: 12 



Special Abilities: Heine-. 

Skills: Secondary magic (wbardry). merchant appraise 
treasure, alchemical skills of Concoct Kllxtra, Cancoci 
Med IcinaJ MIxIutca, Concoct Pawdcra, 

Ba^ulpaHnt: l^itciiworlc cloak and robes of bliglll colors. 

wnnd or staff, satchel (tilled with sahTs, mcdlcunta, eharrns, 
cairUKilile*. el*.(, apcll book. 

Wealth d20 x 5 --old lumen* In coins and DUKturcs. 
R«lepUy1ag: rhorcslan peddJcm ore it pcndstcnl lot. and 
arc regarded as public nutsancea In many pbres, Thntrfh 
Uiey are lechnJenlty considered dlizcns alCymrtf. few 

i'liarcslana profeaa nUegUrme to the Seven Kliif^laina. rnoal 
pjrfcrrlrij{ llie mlr nf free ogcflU. Uke od)tr CyirUltLul.i, 
iliorcBlans ore- enamored of moSfc In aj] Its forms and musl 
kI niggle to resisl the temple Jon in examine any magical find 
[mil vcraua v.-ll| rating. They tend to be very eccentric In 
terms of d rc-SS. favoring vibrant calare and garish taclal 

psdnts, 
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S1NDARAN COLLECTOR 

Sindaran collector* are eccentric t/idimdualx who combine tftetr duiM protest ten uitlh a 

yiutskm jar colicciing tiling*. Ilia! aSi Slndonxm tliey arc dnaitrnevphaian.% , capfiiii- ,'.'{ 
UMtrtg each of their tllx> brains indqjerdenthj. Stndaran collectors tetvi to jpcrriofta- In a 
rtnaim type of cettcctttic, jueh at a/tUquc artifact*, books, kkIi, curias, orpimMt. 

Special Abilities; [Xiol-cnocpholon; all Slndamna 
are arnbldexirouir. can concentrate on two 

different silbjcds simultaneously, and ran .-ivrrt 
die need fur sleep by milrinone bndn nl b tlmr. 

They Arc fU«o allowed (wo attempt* for Any die roll 

la mjilflC mental Influence. 
Skills: Secondary combat, collecting (Includes 
ability Id appraise the specUlc type of gornmodlty 
l^'.nji oilkc-tedl, plus oritur the fcLkswlng profes- 
sions and related nklllv 

• AlchcmlsL prtrajjy magjr (alchemy). 

• Scholar; any 8 scholarly pursuits.. 
» [nvcsUj^itar: tracking, pilot Iwindsktll], InlcrTD- 
Bute 

Equipment; Silk loincloth or kn/Wi, arm and leg 
braccra. caipe, bandolier pouches (wflh 2dC 

arnbcrglas* vials uf various powders), rod of 

atcliemy, silver earring* and necklace; Trlrarian game, collection (scmlk, mr.ns. 
antique*, or some other category of coUecUbLo! , flask of skoryjt [Sdndanm I i I. 

• <]i ln:rlntttl appuruul* (alchemist only], library of Informalional tormea (achqlar only]. 
We allh: d20 x 100 gold lumens In coins and collccUbk* 

K&ltpUyinJ: Slndonuu tend to be verbose and we partial lo the use of multisyllable words-. IL Is not Uncommon far a 
SLndomn to arjnir- \*/<.t} t *ii|<->» <>! .in issue, u pr.nilce directly rrLitcd in having two independently functioning brains, If given 
lite opportunity, a Slndaran can go on for hours about almost anything. Slnd&mn collectors arc ccimplctlsLs who find It 
difficult to reals! indulging In their obsession [roll versus will rating If faced with the irjapiatjnn lo examine a favored type of 
coUce uhlp>. All Sindarana are uuctnnted by Trtvnrtnn, a complex game that ts Incomprcncnalblc is non-stndoxan.». 
Sludurana may lose their' dual-cncephallc abilltlca through accident. Injury, or attempting tu prucUrc magic Individuals 
■who have sulTcrcd sudi ;i fate often become IrraLkmoJ and unpredictable and are colled "SlKldrH," areapcetful term meaning 
"demented one." 



Homeland: Slrvdar of the 
Seven Kingdoms. 

Language 'plll'-llll. 

Physical Characteristics: T- 

T4 m . 130-220 lb*. Rough., 
sandy-hued akin, ridge of six 
harnilke protrusions rum>lH£ 
along crest of a kit LI, bony chin 
spur, emaciated appearance. 
Attributes: 



INT +8 
WILO 

STR-1 
CON 0 

Bit Point*: |0 



PER0 
CHAD 
DEX0 
SPD 0 




TANAS IAN WIZARD 



Tartarian utavds or* outcasts, numbers of 0*? former ndtno class of O/mrll tuba uxir 
mpcttrd/rom ihe Sewn Kingdoms in I he year 003 n.*.Jor altrmpttiip to ouwrihmtt) the govern- 
ment Mast are now exile*, farad In Icaiv CymrU and lake up wmidentx tn dlalnnl land*. 

Special Abilities: None, 

SUIli: Prlittuy ntujc Iwttardry plus one addlll<ni:Ll 
field of choice], arcane lore, 

Equipment; High- collared cloak and robe* of green 
fustian, leather- bound spell book, scroll of two spells, 
fjauntlcLi, staff 

Wealth: diO X 10 gold lumens In tfoid pcnuicles 

(Seven Kingdoms currency; worth five gold lumens 
apiece), 

RflfaplayiaJ: TanaaLanj lend to be luLtghly by nature. 
le^U'dlrii; llwir.Hchc* -m> Mipcrloi Uxill;cr Jii.u',1 l.ui;.. 
Many are blUcr regarding their loss of status .ind 
expulsion fn>m CymrU. and spend Ihdr lime plotting 
lo gain revenge upon tlie current CymrtLinn pfmm- 
menL They lend lo be reclusive, fearful that tln*y wiii 
day be cnpiured and brought to trial by wizard 



Homeland: Cymi tt i>f tin- 
Seven Kingdoms, 
LanguAgc: Tollslan. 
Physical Cbsj-aetcriBtlcs: S 1 - 

6'4", 140-160 lbs. Ugh t green 
hair and akin, plain feat urea, 
narrow build. 
Attributes: 
INT +2 
W1L+2 
STR0 
CON0 

Hit Points: 12 



I'EfUJ 
CHA0 
DEXO 
SPD 0 



hunters Irt tile employ of the Seven Ktnj^m?.. II ts 
widely known that the Tanaalans favor a return to the old days, when dtey were tl ic nrlera of 
their own nation. They are tun-luatcd by magic: see CyrnrUton magician lor details. 
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THRALL WARRIOR 

The TFwoJis air a rorr cn-af/Trf by .(anrmiu hybrid tzcUiDn. fired Jbr combat uVy 
itaxl as wcurfara but posses* little aptitude Jar any other pntfe**lon. Exzrpt Jor 
deference* tn amx, aO Thralls took ofi**-. Ta «M7y*".rKaJ*"Jbr ihtc. Thmlijs 

decorate ihrir bate* Jfam head lojoot uitih ciahoiaic and highly indluklualiatit 
tollooa. These marfciiigs rrprcsiTil toe Incffi-fcllldJ'S plate of birth, elan, ttfflltaBQn, 

tank, and athavetnenta, and eonttttuu a grval www of prkic. ThraUt can 

"read" the <nttrr,% a f other* q/ ihrfr imc and Irn/n much about them without Ihc 
need J6t verbal cprnm untra tton. 

Special Abilities: immunity In fear, 

Inability to comprehend magic. 

SkJLii ["rlmury mmlMl, mounted 
combat TazJon combat 
Equipment : Lfilnrlnlh Tar mains, short 
leather tunic lor females, sandals, 
dagger, greats ward with shoulder 
sheath, frinle (parryl-nfi ornviTl , 
rnan(5oncl lizard or graynmne steed. 

WtsJta: dlitl x 5 Hold, lumen* in mixed 
cwlrw, 

Ralepla]rlngr Thralls urc fearless In 

combat llwifih generally not lo the 

point of reckless rves*. In oil matters 
pertaining to combat and warfare they 



BamdsBd: T&x of the Seven 
Kingdoms. 
Lujfasvffl: Talis Ian, 
Physical Characteristics; 

ffS", 300 lbs. (male}; G - 4~ f 200 
lbs. (female). Hairless, devoid 
of pigment, body covered WdLh 
colorful tattoos, muscular 
buLld. 

Attributes: 

INT 3» 
W1L*2 

sm+4 

CON +4 



E'EKO 
CIIAQ 
DEX 4-2 



ailuauont only: in combat 
situations INT - +3 
Hit Points: IS 




ore sidled tncticlara who posse— an 

LnsLtnrllvc ability lo |{rasp even tlie niosl 

complex military strategies. Converse iy. Thralls have 111 tie Interest In other skills and 
profusions, which tikey [(cnerally do not comprehend. Accordingly, other peoples 
I'll n find diem u bit dull wine I 



_ Th?_S<^riJ\io£l.-,rrL^_ 

!1ir- tV|L|rl |.ii„S« ufZArarf 



ARAQ WARRIOR 

Araq ixHxrrfcirs mam the Widmlanrtx In small imi bands, pnn/tng upon land dragona and other 
humaneki ipechra TTiey iatv htuitad the land dragon almost la the paint of extinction, using 
the hams, (mitts. arid liklt'.t q f iluw massfuc creature's ta mater Ifieir weapon* and nquSpmenL 

Special AJ.ilUilcs: Survive Tor up ta six weeks without 
food or water, communicate wllh reptilian species, 
hide provide* | pglnC of armor protection, 

Skills: Primary combat, mounted combat (duachrj, 
tracking stalking, 

Equipment: Arm wrappings, boats, breedicloul [both 
mutes and females) and nldeld or land dmgon hide: 
saw-edged dagger, spear and mace made of dragon 
bane; shoulder pouch, backpack, duadlr sired wllh 

baggage, 
wraith Nane, 

Xtoleplsying: A re erg us hybrid of Saw ran and Man. 
Araq display the Wors t traits of botil these niccs. Ihcy 
bit extremely aggressive and have a taste lor huiiuti- 
tijd flesh. Ami] shun all goods and weapon* produced 
by cither pcuplc!!, cunhtdcrlng suuli dcvlucs tilnlrd. 
Only through conscious cUutt ;irc Amu. able In rcsLrniri 
their murderous Impulse*; roll versus will rating or feel the urge ta kill If provoked In any 
way. 



Homeland IV Kharakhun 
Waalea. 

Language 1 :.||>l;in. SaunaTi. 

Physical CharsclcristksH tj 1 

6'6". 130-230 lbs. Scaly, light 
brown hide, dor*nl membrane. 
anakflJke- feniurrs, i-lnw.s. 

Attributes: 

IWT0 VER0 

W1L 0 CKA 0 

STR *2 DEX +2 

CON +7 SPD 
Hit Paint*: 12 
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BOD OR MUSICIAN 



Homeland: 


None. 


Language: Bodorian, Tallslajy 


PhysJcai Characteristics. 1>- 


5 6*, 180240+ lbs. Amber 


skin, round faced, portly 


buBd. 




Attributes; 




INT+1 


I^R +3 


W1L0 


CHA +2 


STH -1 


DEX 43 


CONO 


SPD -1 


Hit Point*' 


1" 




Dcdor mit&ieiafts are tnoai accornpiished musician* In TuUxlanla. They posses* the abOUy lo see 

sound iJ.oi.i- J as a series of color*, and ihey mnUTsr by means of a musical tanguagr thai require* 
no Ucnii to convey mrarurvj. Their Jtu wile ins ImmnUi Induct? Omt tambour (ai/mtd dnun&k glass 
Jlule. giass bcTls, the inirtMlilf sptftdhoen, and the four-player beilowx-pipcx. Most Uadar traurf in 
musScat troupes oj 3-12 rndMetuols. seildom stautng tnav place for any gretit length oj Umr. 

Special AhLJllei • |V>dorittn axHind-ltghl, 
Skill*: Musicianship |any three Instruments! , diplomacy., 
merchant (selling services sa mualdanl. 
Equipment: Three nn.u«|naj InslruTnent* of chrtcc. Dodor 
smock. Mousy pxU1ta3ooru H chftul-kXhp earring and bracelets 
of lacquered mctn], traveler'*) rwitrhe]. 

Wealth: d 10 x S gold rumens plus d 10 x 5 silver pkecs. 
Roleplaying: Dodor tend la be quiet and soRspokcrL c-iTsta^c, 

but quite animated when performing. Though able ID 
mnwisc III tlir miiimun tongue, lhcy much prrTcr th^lr own 
rrai sicsJ language. Bodor tend to be elannls.li and regard 
a liter peoples nn ouljvtdrnt. They arc sometimes unused by 

■lie pitch chlii1£c< thiil ucccmpany the norma] speech patterns of Other mce*, which 
LnadMcrtenlly convey other meanings to a Bodor. BocLur arc the onhy other race 
capable of JcamLrmf die Saurlla * musical art of spcltwcavlng, 

C ALLIDIAN CRTPTOMANCER 

The CatSidinnx arr a race of magician- schdnrm mho— ance^iors itrn disptacrct: by The Gnc-or fMsnsr^r, 
Thru are cjq.ifrf.i or analyadhg: and detlplitTUMj aU types of c}ian\s, maps, and lunVlm mode*. Cailidfans 
P*h»« f ahtttV to 'tpcok in tony*!**"— to corsvjrvhi.-nd and cor lucrse tr\ any lancjua>-. TrV-lr iu Jurat 
nIjii'mIts, camhincct with, an intense interest fj] the snuiij mf e ryptagenptty nrui rinoutsffcS, hoiv made thcoi 
much (n demand OS JCftbejt, (narutator?. avid CarTDgyupr'MTS. The race is said to he titling out ajvi only a 
JeuJ hlinaVed Colltdlans nrmotn «n (J»r COrtMrtfrtt. 

Spedkl AbLlitic*: SprJlk In tultguea; CullldianH con npeak and 
uncle mbind any language. 

ttUb: ScCC»wl*Lry maj(lc [rryplamancy). nreanc lore. cryplOgm.- 

pliy, earlDgraphy, lin^uutica (rci»d.lnfl). 
EquJomcqli Starched headdreu and robes of yellow Uncn. 
Icnlhcr-bound ■pcUbwmk, rru-ijjnirylng crystal (for ex»imlnb-uj 
script! and s/mhtAs]. 2d 4 aerolls or refcrcrw-e v.T>rk» fan nnctcnl 

scripts, c rypi£> lofty, »ymt>ok>gy. etc,), pack or shoulder "M-^vT. 

pouch Willi qUlU pens and Inks. 
WesHb: d 10 k 10 gold lumens In various currencies. 
ftolepMryinf : CalUdlans arr serious and studious by nature. 
They prefer tD Upend Ihclr time reading, and are normally averse 
\n frivolous behmrior. CsJUdlans arc Easclnuted by books and 
unfamiliar writings; toll versus vHLI ruling nr i>c un ihlr* lii rr i .1 
the urge- lo study the work in question. 



Homeland- \nrif. 


Language; Any [see special 


Ai 111 lies). 




Physical CharscterUt Its &- 


G7~. J40-180 tba. Orange 


skllL targe cranium, narrow 


bulkL 




Attributes- 




INT +4 


reR +2 


IVIL +3 


CKAO 


STR 0 


DEX -2 


CON +] 


KID 1 


Hit Point*: \4 






DANELEK HUNTER 



Ikmrtck hunlcrs room time Barrens region of the WUcnands of Zaran. hunting for land lizards and uitd gojrir . Tt*-y arc a 
primitive peapte of harsh artd OOeadtorkaUy; cruel habfis; some regard them as a race of Suit rVf<i Dcinrfcfc trade 1 th soli, uJitli 
they mine from the nearby fait ptabv of this rVffton. There an many tJanek-k tribes, each oj ushkh is led by a hereditary 
JanrSy leader taoturt as the Nax. Tinders who have dealt fairly uAIh the Danelek Ut the past may 
be allowed. Co meet with the NaZ In order in mea or barter their wares. Among the Doneick tribes, 
suit crystals are used ax currenftf, 

Special Mi [lilies None. 

Skills: Secondary combat, mounted combat (land UzarcH. 
stealth, waylay, ambush, tracking, wtMcrnens survival. 
Equipment: War flail, short bow and quiver Wltln 20 
iuiu»*. <1..^j;ti. Ijrcc; liduul, brtef hatLe r for Iprnak?*. kg 
and arm wrappings of land Uaanl hide, bind Ifaurd siced 
Willi ^kie ba^s. 

WeslLh: dlb x 3 gold lumens In sail rrystals, land llaard 
hides, and /or assorted coins. 

KokpUyinf: Duncleli. arc savjuje and somewhat grim by 
nature, and tend to prefer the company of ihek own kind, 
They ut generally distrustful or strangers, and consider 
Lt their rl^hl Ld ambush and kill Irnvekrs who stop to teal 
at the oases that dot ihcir Unrl lories. Warriors attain 
status according lo the number of 'kills' lhcy have made, 

regardless of the means employed, 



Homeland: Tile Barrens. 
Language: Tails Ian. Sign. 
Physical Characteristics: 

5 8--6T2-. 100-200 lbs. Skin 
blackened by exposure lo Ihe 
swriA, h.ilr (fl^iehrd u-hfle and 
worn in dread lock*. 
Attributes: 



INT -I 
W1L - 1 
STR +2 
CON +4 
Hit Points: 



PER +2 
CHA+1 
DCX0 
SPDO 



14 
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DANUVIAN SWORDSWOUAN 

Oanu&an au&ttiswanien are among (hrjml sie&Sfu! wamar.% tn TalLtUifun. <ux\ ore imuh in 

I'l-irMiricJ as mrrrr-nnrta*. AS sen*? a lour of duty tn the DanitVUHt tulilltuy, after which many fltsi 
lynJri/i.f .'.•t v -„ l ,j|,nw rid utlh Itv iw-ivn KlrKitloPI:* ' ffcirtltrfonds Jjrgkui. or tn the COfn^Xuly o/ acux-nlur- 
b*t groups. 



Homeland: The Independent 
City-Stale of Dannvta, 
Language: TalteLan. 
Physical Characteristics: 

S^'-ffS", 1 60-200 lbs. BronHe 

skinned, black mane, strong 

features, face decorated with 

pigments. 

Attribute*; 

INT 0 PER 0 

WILO CHA+1 

STR +3 [>EX +3 

CON+1 SPD+a 

Hit Pol tit* 14 



SpecUl Abklitici N.iiic 

Skills: Prinwy combat, mounted combat, [cqils]. com- 
mand; phis armorer . wcaponcr, or animal hindtcr 

Bquipmeot; Block Lrtin rontclct mid wrist bracer*, 

podded body vi ii, hip- high leather boa la, shoulder pouch, 
li.dberd, Jong award, palgnard [brat a* dogger. In "heath d 
UcdJ to leal, earrtnga, tore. equs iiml. 
Wealth d20 * 10 gold lumen*. 
Mole-playing : Donuvion (envilen ;ur ng^t-easlve by 
nature. They arc quite tired of hearing disparaging 
rrmarlu about women, and do not refrain from demon- 
strating tbrlr skills on those win insult them in (his 
manner. Conversely. Dominion mule* aredoetle and 
subservtent to the female papulation. Though Danuvlan females can only procreate 
with male* of their own rare, many actively seek male* of other race* a* consorts. 





FERRAN THIEF 

Fifraru atvjattnri throughout the WilfLrrianch region, and to a tetter extent in ciidtrrr! lands, frfram sarrwiimr* travei to 
rksTtorri regions, ivhnr they may operate- as thieve*, spies, and ad venturers. They arc seWwn 
uarlcume anwj ctUTtod ptuptfj, Jbr ihr frrran sorof ts eorukfrmi qjjfcns Jur bj; most other 
racet. particularly; those that pMMU a fctvn stTin- of smell, 

Special Abilities: Emit foul odor Hue* times per day; 
victims roll versus CON to resist or ore nauseated for 
dA raundkt. 

Skill*.' Secondary combat, pick pockets, swipe, 
appraise treasure, stealth, stalking, (rucking [by 

Mcnfji 

Equipment: Loincloth for male*, tattered tunic for 
females, pouch, scavenged bits of clothing and gear, 
dagger. 

Wealth: cilO X 3 Bold lumens In muted CO in and 
miscellaneous bauble*. 

KokpUying: Kcrmns arc scavengers by trade and 
preference; a Ferrari will nut nqutre by honest mean* 
any liilnft dial he or nhc csji steaL Sly and crafty, they 
avoid direct conflict whenever pcAHible. preferring 
Inntcad to uLlli/j nlealdi. speed, and the element or 

surprise, Tlbcy tend to rely upon Ihetr keen olfactory 

abilities rather than thctr other tctwH, and constantly sniff the air Id gather 
uifanriuUan about their surroundings. 

HADJTN ARISTOCRAT 

ifodjta aristocrats are perhaps the u-vafthfevrr of the uattoas pcapies who cimm cit&tenijmm 
tfte utick'nl Archaens. They Itue tn splendor In tin' tiighlij **tUt*1iv prrcihcEs of the city- Mate <?J 
HadjCitan. which in rrcml years hcu oatnrd popularity as a resort Jar the rich 

Special Abi|iU«; None. 

SkUb: Administrator, arcane lore, smiiqniirun lore, 
appraise treasure. 

Equipment: Layered re ben, dblincfbr headweui. long 
gk^-cs. scented fan. money purse, sUvcrmane Hr-tivu 
carriage, Mnall Estale. 

Wealth: d<3 n \ ,000 fgold lumens, plus an Lnherttanee 
of ten times litis Hfiitre 1n property and oilier valu- 
able*. 

Rolepisytzuj: [V,rn Into great weidlh, like H.uljln 
consider ihenwehe* »upertor to common folk. Moat 
are snobbish by nature, aflfectijig a *UindofDsh 
attitude !rvw*ud» other peoples. They ore in the habit 
of waving themselves with •oentcd fans when In the 
presence of outsiders, whom they deem odious and 
rcMime. The Hadjlii shun hard work of any son. 



Homeland: The Wtldrrktrtdn of 


Z^rttn, 




Lan^uajfl Tallslan., 


Phyaical Chaiact«rl*lic*r 


3 G'^ A', GO-75 lbs, Coarsc 


brown fur, rodenlliUe fr.ilurT*. 


heirless tall. 




Aitrlbutei: 




INT +2 


PER +e- 


WJL 2 


CHA-4 


STR '3 


DEX +S 


CON +2 


SPD +4 


' as regiurl* sense of smell 


only; otherwlee, +3. 


Hit Points: 4 





Homeland: The Independent 
City Slate of HadJIaiari. 
Language; High Tallslan. 
Physical CharactarUtica: ff- 

6-6'. 1 4O-180 lbs IJftht green 
akin and hah, plain features, 
narrow build. 

Attributes: 
INTO 
WILO 
STR 0 
CON 0 

Hit Point*: 10 



PER0 
CHA0 
DEXU 

sroo 
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KHARAKHAN WARRIOR 



s 

53 

N 



in 

I 

% 



TJie tCFiarakhon an- a race ofgtarils u.'hdutf (JW clan* mn^tf CVw IrVfltirt+omia of Zcirrtrl trt ^nttt 
barrio iik^mi drawn by (mm of cenphanls. Ohec Fiunmui, on/y a _/cii> hundred of tru-w 

3-01x13*" /00V nllJi rrmain an ihe- conCuvnZ. Samr rht-oruar llint tht' KharaJchrui an* clr-jwrrjuifd 

/ram a m« of riMnarph* rrrtiritJ bu the ttttiii Arrhacru for the purpoor 0/ brtttWnp fhr 

a nur qfgtanl n-prfltam usiho oner niu-d the rrtnunrnl of TalL-ifojita. (f Imp, this mild 

cjrptoirt luhy the rtfatrakftan ai* the oniy TalitlnntartM who an? abfc fc> dcc^phrr rht" « tranpf 

ni'ifjjlis (nni ar«- Janid cngraivti upon certain nuns nour nltrthulrd to inr fJrafcfcrn. 

Special Abilities: Skin acts a» t point of armor. D«t 
does dH * STH damage, use £Lml-stzcd lmapomt, can 
U!vc lWo-liandcd melee Weapons ::.f 111.il *t*e In «_.nr 

hand, able Id detect the scent af Men at a mnge of 
about 60 feci. 

Skill*: Primary rornbnl, mounted rtunbiit (ctfrlphjinl, 
behetBOth, or Khanikhan war WiuJCin); plus anm'icr. 

wnaponcr, or artificer. 

RqulptMBt: Leather hnmcH. pock. d4 pouch**, 

lutncloth Cor mains, voluminous fur Oarmcnt for 
females. Mack Iron ah kid, choice- of two glunl slied 
wenpon-a. ojplprwrt atccd (high ■ kvel chnnwlcra rrmy 

own a bcljcniuui slecdl. 

W*aJtta; d 10 gold lumens, 

Roleptayiiuf,: Khiirakhon fttimln an trtilTartd crude 

by nature, with little knowledge oreMtlJws) customs 

and manners. They rtpciUt iin Undent and obscure 
dialect of common TaJlslnn. which to the «n of 
ctidlbccd Tallsluiiuins makes them sound even r r 

■i>1|i ■ml luiMphlaUcuud than they arc. The Khnrnkl. m ' o r - \ - t.-jClt an advantage 

and o disadvantage, a fact that Kharakhan player chorHcuirs would do well to keep In mind, 



MONAD SERVITOR 

Monads one a rnor o/domtmu* hybrids crvalrd in onetent time* by the nwgtcfar u of 
f'fiandriL Tlwy anr *fuete*s brtnps into npredcuv ho o process similar io crtl dfuisfcNv 
Hrvtl sfrictiy Jar star and ji jvrkj* h. ihrai* hi*/^e cnttlurrs passes* no slcuts per sr. TFk-y 
jfoUotli uutrueuoiu UJrf/, hotnw, and arr UnclihSs artri! loyal luorfcrrs. fJr.ipar appear 
oners, Utr raor of .Moruids do>-s not lack frrtritlsrncr. Thry orr rimtr. but comnuuikatr 
)xvh (n remmon s^n tarwiuage and acomplrx tJarfatbn of sijn rluLf dt-vLv-nJ. 



Horn-eland; The Kharakhan 
Wastes. 

Lartgiuifc: Tallfllan (rough, 
□bsnure- dialect) 
Physical Character Is tie* : 

10-15'. I. QO0- 1.200+ lbs. 
M.Lssnr ]iltyMh|iip, iSii-.Ky nr.iy 
black *kHi. *»v^gp couHte' 
nance. 

Attribute*. 

INT -4 
WIL +6 
STR +8 
CON -1-9 
Hit Point*: 1 8 



PER +3 
CHA +3 
DEX-4 
SPD A 



Homeland: h r ofie. 

L*n£uaga: Sign. 

Physical Chsu-acterlatle*: 7'- 

7-6-. SO0-70O+ lb*. Striated 
black and while skin, tiny 
' 1. urn. 'ii. ■•! -use torso and 

Iniihs, 
At trlti lit 

INT 0 PER 0 

WIL 6 CHA 0 

STR +0 DEX 4 

CON +9 SPD -4 
Hit PoInU; 22 



Special AbLliliea N,,i„' 

Skllla: None, per se; Monads must be In- 

atructed 1n any took that require* a certain 
Amount of *ktll. They can perform any rela- 
ttiTry simple or menial skill at their m merit 
Jcvcl of ability. 

li.wljaiiia) Lolncio-th and sandal n. 
Wealth.; d 1 0 sold lumens, unless a slave. 
Roleplajrinf : Mont Manodji are jfenllc by 
nature- and prefer u> abataln from vtolcnl 
profe»kni> II luni-il tn ilcfcnd ILaelf, a Monad 
wilt use I Li fltr-at bulk tit kitock cktwn or 
restrain on atlmcker while coiituiuliu; to 
maintain an outwardly plarid demeanor. 
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MAHTJEAtf TALX9MANCEF 

Morukon ttfk MBjMm orr- mfrav itvaaaetans urf» qpevtalbar trt On 1 mtddng e/lude mrtioitlorj and 

other enchanted Hems. They ciaUn to he master* of mil* nkirk-i ; . <j (L'M of /iin^u-tiT a rn, Jij ■ n.-,> (■ f.-r>*tf 
«W>YUlhal 3perfL*ii by adutf Tallalaniim.T. Mumkuit (alismanam provide the cilystnte o/ AfaruJc 
irttfi t>it" luck mrtiailliiTLj rfirir »!,•<*.• nV<rrur*ivi ln»-i f-iii/iiFJ.'. Uto* <Jl MuJiiXurts. rA t - f id.fSv/rc-n 



Homeland: The Independent 
CJty-Stele of Mnruk. 
Language; Common Talis Ian. 
Physical Characteristics: 
Sr~G2\ 80-200 lbs, Pair 
complexion, sunken eye*, 
limp brown hair. 
Attribute*; 



INTO 
WILO 
STRO 
CONO 
Hit Points: 



CHA -2 

DEXO 

SPDO 



12 



an ancient curse thai has hnxjghl Hi Jartmv rtuu ui ujxvn 

thetr heads, in odvr ituxla, hUtniktuiA or* reyurded <m 

Special Abilitlei: None. 

SUDss Secondary magic [talbMiuutcy], aitlilcer. cm. 

Equipment: C ray ifaUncnLa, pouch [with d4 
traveler'! ckMik. Murukon luck medallion, spell book 
scroll of one apeU- 
WealtlL d6 X 5 cupper pkee*- 

Koleplsying: Muiukans arc pctluipo the mcsl dawntrad- 

den and unlucky of all the Tallslantan race*. They Leud to 

he gloomy and fatalistic by ruUinc, nUnliiilln^ u:,y 
(.iiuhili-n.:, i '...r u.u u l>c to die tuictcnl curse til it Il:l-. 

fallowed their people for ceritiirle*. Marukctn* are utterly dependent upon Ihelr luck 
tidlsiiumi. wttliout which they fcel defenseless. 




0RGOV1AN TRADER 

TJte OgnAuu arc a namadfe penpfe urfio roam (he U r (lctcrlorMfa c/Zaran and surrounding rc$brts, making a ibAnn ai traders. 

They rkle ffc Irjlxi 3 (rt"dj cof LiJ (cipt'rs and carry firrcc-taaking pnxi-hcakx ami sJar-lhnrWKTS to 
defend uacirwtaea against uWucb and brijjands. Okgoubux* ud J not accept coin /or Jirtr manri, 
Iki( deal cdHiuUtJi/ In boner, an old fvifcu adapk-d hij their ancestor* Jaliawlna the deualuatfcrt 
of the Onjavtan uafma, a feud coin dimmed tLortrifesj a/lcr the dtxxoZuUon of the old Kingdom of 

Special AblliLiea: .W.in- 

Skill*: Secondary combnl, mounted combat, h.irli r 
appraise treasure, bco.-ii handler. 
Equipment: toper ateed. leather v**t Mid boots, 
kjlnclatll. hluWil let I headdress. 10-20 Iron armbanda. 

prod-hook and atar-throwcr with a down "shooting 
■tan/ pouclicK. bundles, iind sack*. 
Wealth: d 10 x 50 gold lumena In barter goods [Ivory, 
Lx>1l» n( cfclh, metal toola and ihcaponm, pollrry, Halt 
■ltd Splcca, cicX 

Knlr|i1nyin£ ' 't^i.i l.ui> iiir iiiijrn.illv hu'xhicd by 

nalurc, tending to keep their tlioughts to UietmehtrA. 

Hie tradcra tknve lew nsaervjiLkirm about whom ihcy 
dead With, provided ihcy are autted fair viduc Inr lhr \r 

wares. They de-aplsc bandits and cheats, however, and 

routinely kkU nurb tndhiduiil* in order to tmde tlidr SCtlp* and paa&caalaru (or 
useful gcods. 



Homeland: The Wlhiennffss of 

Language:. Talis tin. Sign. 
PhjslcsJ Charscterlsties: 

S^-tf, 00-180 lbs. Dusky 
onuuje skin, nnnxrw. pro- 

CrihliJiH rlil],, sqnljily ryesi. 
Ir.iii IjuIUI 
Attributes: 
IVI+I 
W1L0 
STK0 
CON +2 
Hit Feints: 12 



PER +1 
CHA 0 
DEX +3 
SPOQ 




RAHASTRAJV CARTOMANCER 

PofiA^lrrtu friitoitmncefB arc travding nlat/ictans Lvtio u-andrr framploru tnptacr, earning a iil'tng 
oa fortune letter* or aatriier*, U it the cu*[ojn af the.v (/vi-Tl 4(iliaL& to trust to Iftr furk of the Zodar, 
a <Wtl aa/rw bcfai«<d to have magical properties.. 

Special Abilities: None. 

Skllia: Prlnviry iwujf e (eorto money), aichemleal aklUs of 
Concoct Powder* vid Concoct Elixirs, rudimentary 

enmbal. herb lore. 

E41li patent: Long cont. brceehea. eioak nnd cap of blue 
fllsuan. belt and bandolier prujtiicy, 2d4 ajr.ber rrystnj 

vtals [rllxln*]. Zodar deck with Ivory cum inlaid with 

acq>enllne, amet|]ynt peudanl, Irnveler"* aatehcl, 
(tpruymane steed. 

Wealth: d 1 0 k A gokl lumen* plus a like quantity of silver. 

Hale playinjf: Moody iuii3 lnlroMprrllw. FtihiiSlTUrsti 
oaciibc scjllienE vlrtuca to their eorda. whlrh they claim 
can be used to predict the future. To Ihcac Indhdduola, life 
U on Intricate fftmc of chance. Moat tend tn be loners, 

though sornc lire able to tolerate llie ctA-\\y..\:; til ,i li .u 

trusted campanlDmi. at least far a llntc. 



Homeland- Trie WLkh-riiuitSs 
ofZaxan, 

Language: Tallslan. Archaen. 
Physical Cbarscleristlcs: 

S 130-100 lb*. Dark 

complejoon. block hair, bright 
bint eyr.'v, un^uhir fnunr, 
Attributes: 



KVT+3 
WlL-2 
STR 0 
CON 0 

Hit Point*: 12 



F'EH f4 
CI IA0 
DEX 0 
SPD 0 




s 

a 
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XAMBRIAN WIZARD HUPiTER 



13 



tn 

t 

v 

% 

•d 



Homeland: The Wllctrrlaml* 

of Zona. 

Language: Xambrton. 
T.ilislan. Archaen. 
I'liyslcal rjkutraelerlsllcjs 

5 6'-62*. 100-1 60 lb*. 
Deathly white skin, raven 
hair, dark violet eyes, hard 
features. 
Attribute*: 
INT+l 
WU*1 
STR+L 
CONO 

Hit Point*: 12 



PER +2 
(HA I 

SI '[J o 



YauLhrlan ujtzunf hunrV rm an- ihr last survbjm of a fat*? Ilhw OraW#UX* UWT* 
luijfttntrtl to gt*r*seik> by [he iWMUnim o/ (Wfifri/ Qiiornr l. grfjji/olfc- arc 

drdtcaAcd to huntif^ dwun nrfnraJTinieif forma of their oitdtmt enemirjk in (hit (hey 
claim io be directed and cwn pcuMrssed bu tluf tptrti* of their ancestors. Tp nuppOJt 
tflHnHliMft XdjnbrtOTL Wtud hunlm «eum*<uw.5 take wade as bounty hunters uho 
ifwrtrji'i.'j 1 hi liwituvj down ouliau.1 spt-UcasLers, or OS rrvminaiVa and eafivneUrcYB, 
dicrotic and UnpntdmttahU;. they On* regarded Ultlh * (MOb t "i (•■! itkiruy Janets. 

" Special Abild I In Spirit guidance cse* brfrtid. 
Skills: Secondary combat, secondary nvn^k 
(my II tic Ism], lrucldnfi, ntnlldnjt stealth, 
InLcTTDjlalc. dlsanrl/dttecl trups. set/delect 
snares. Lulling Kick. 

Equipment: Vest, Ughl breeches and boots of 
bLock sLrider hide, flnuntJela of fine sliver chain 
mesh, cloak, gmyrnanc or onb* steed, lor*: 

- Ir 1 1 Mr i }■--■!• !i (win dagfjer*. cholre afKmnd 
weapon. Liriivr smjll rj I nprlls made uf antniul 

hide [this serve* u a spell book) and bone 

fflw, scroll Wrtlh one spell. 
Wealth; d 10 X 20 jjokl lumrma. 
ttokplayio^; Xamhrliin* arc tormented souls, 

sworn lo cony ant an ajirtenl vendetta against 
lite rncudrs uf (Jirtr luce. At any time, 

Xnmbrlww may CDOtavo "the nWilmf^u psychic 

summons fcurn (lie Spirits df tllcJr ajieeslMI 
that informs them that one of the enemies of 
(heir people h*P returned (o TafclalanLi In the form of u rHricsirnutor fie* CJtOptW 

£lyJ»tJ. When thin On-uis, Ir-HT wiSiud I Id* n iiJftt tnrvfi LiOtlien. Ill* mountain nf 

rwk nil*. I lerc, ancestral spirits will posse** the Xambrlans. InallllLn^, Ln thciti tlic 
krnm-lcdjjc of how In lociilr the enemy and Investing the Wizard hunter* with a portion 
of ihclr iptntiial »trtngth. Pram Lhu avincnt on, the XnmbrUin* will not re»l until 
they have carried out the vendcltii. 

ZA RAIDER 

7.u t utk-m are the banc of the WMerianda, preylrtf Upon mtwluult cnrflUOAt, iond-Olki, and 
n.'l f^-^r iiim hair /rum I hi- dftitacTf frirtdl I j*TI lltltlllfll HjlllMi^ d|alaBtl If do n /ui.-rUjt'f r.f 
n*atlc\l bandK gangs, thtZa. dans arc row united under the 1 Irgendary mier a/ the^r penpte, an 
uu/Jiii-iruil Jaiousi ok <hr TTrsnnJo. 

SpcclsJ Abilltica: None. 

■bflbs Secondary combat (proficlcney Ln nil weapon* 

Listed below] , mounlcd Dnmb.iL, tracking, stalking 
scoui, turneufloge, uppnilsc Lressurc 
■qidpacvi: loincloth, tight hide chesl binder fcr 

Ccm.ilcs, hamena of studded Lind LtLiud hide, blodc- 
bpji-crs. wlilpsaaht 3to broadsword, necklace- of 
Hammere d black Iron disks, horn short bow with 

quiver of twenty barbed armvrH, £TCLymanc steed 
[mine bruldcd). 

Wc*lth: dlO x 5 gokl ttunctu In plunder, 

RalepLsylnf : Za rue He ire and cruel, seldom Liking 
prisoners In iJirlr rulds. It Is Ihclr custom to drink the 

blood t>f yatorotu opponent* from skuJ cup* in the 
belief that this wdl bestow upon them an additional 
measure of courage and slrcngth, Since the return of 
Ihclr |ejj[cndory rulr r the TlrBhata. the To. have but 
anc f{ouJ: to eradicate like dVliLted pcoplca of TallB- 
Lmtu. 




Homeland: Tine Wlkicrl.mds of 

Zarart. 

L*n£uAgc Tallalan. Sign. 
Physical Characteristics: 

5 G"-6\ 00-190 lbs. Wrinkled 
ycllow-|Jnre:n akin, deep-Bel 
eyes, shaved skull; males wear 
mustnehea hi laruj braids. 
AtLrfhutei: 
INT -I PER0 
W1L-J CHA0 
3TR +2 DEX 0 

CON +4 SPD 0 

Hit Point*; 12 
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aamanian mguisTTOR 

11V InquL-riinra CUT servants ofAamoria Octhadaxi*t Cult Of hi air onwq the- nxn(/rc»wf 
Individuals In the ifiilrn Lands. They apeeirdtzz' In "rHiini ricmw <r*j. * an Gtffodan v I i-i^jhc- 
mismjtw ihejorrlblrtrxwmkmajtnfi^ to rlM-tlllr** dortrfrim. In procrtcc. Ytfcixd ciranjrfng- 
constat* of torture, coerrtort, rrttonrgattoa and M « last resort, cjeciinbn- TTw Inqu&Uors drr« Cn 
r.'filto. i^ri//ptop "purfrif.* <*id inasM hud^rcwi (g mf tiw UirlraiDnjin^, Th|f OW 

most o/tert/ound d*Tnor«irnllnfl (hetr grisly [alrriU in t>w F falls fl/fVrarKe; or Lrjonnr^ (rt 
cofj/uncffao urith Ofihodaxiat Cull monitors. uwrV>r pntala, and uifech fuintrrc. 

*fMU AfaUlttw None. 

SkUU Srmiul.iry OOOnbafc tnwrwluy rruuyc |:rivnea11ri n). 
unlcrrDpJate, torture. WCK4. Capkmatfe. 
Eaulpmee*! CltlE rauk and heafWrrM. dJ cun ceiled 
wciipona. cloak. rmbe«, fttovcs, boot*, pouch (for Instru- 
ment* Of ttirturel, manaclea, spell book. 
Wealth: Only 4d 10 gold himena: ihe Orthodoxl»t Cult 
clothed and feeds lu loyal servant*. 

RalFplnyinjj ,Vnn:ml:iri i-iikKLt :uv .mi •_■ ; | r .,!••■:. u,; :ui i 

highly conservative people who revere An ihe Omnl- 
aeJcrtt and tun «tdcr nonbelievers lnfkkl*. Devout 

fmwiiiiii iil,«lM», Llrey nhun :uiy fnrm nf ni'-riymaldnB' or 
Improper behavior, find newt question Che rflcUltcu uf 
their aupcrkira. Annianlwii tend to dro» alike, act alike, 
and think alike; emu live speech U typically ahunncd In 
tnvuT of eull alnptttfl, dogma, and scripture". Lmpofttint 

to nil Aamantans l» the desire to attain eaana, ap thai they may n*e In status and pfcly In Ihc eye* of the Orthodoxlai Cult. 



Homeland: Aaman. 
Lanfuag *: Talktan. 
Physical Charac tafia tic* 
5'cT-cT2 _ . 1 10-180 lbs. Topaz 
skin, green eyes, lean phy- 
sique, all facto] and bodily 
hair removed. 

Attribute*; 

INTO 

wiL+a 

STR+l 
CON 0 

Hit Point*: 12 



PER +2 
CHA-4 
DEX +2 
SPD 0 




AAJtl A?VIAN WARR If 3 Ti - 1' U IBS T / WARRIO R- P Rl KS T KSS 

TTaT tooTTtoc-priciLi and uwrrtorprtea rciics q/ vlamnn orr dodfotitt'd to the prcpogwtton of the 
OrthodoMLsl Cult Arid! to the ccmwni4»n o/ (rtfkfeis to Ihc Irrtda of Orthodoxy, Since die risr to 
pouter of the nrut Hiercpnanl, Omruis J, ofi priests and amitim^c* of the cuff have been 
rcquiwd to sew in tfrr rapacity of -holy utairicrir pret^ trir^lrx cf th* OfiV& 
scicnt Ortd WW cu nrnmandrrf o/ A(k/ntot'$ hdrfy anrae#. 

Special AfelUUaK Kane. 

ShJUa: Secandaiy caihbal, aemneLary nui0r [ h ,\ .. ., . , 
Uon} H mounted cumhnu meiaphyslcaJ doctrlnai 

(Orlhodwryjr 

EquipmeaC: Mlark trwi pufllul plate nrmnr worn over 

i-o-u — iiiidycd tMraten iSnrmenls. hebis und ahfeld 

i|i'.r r< il whKeK iivtec. heavy rmfeUttiW. efeak, 
ja-aynunc atced [Fully capurttnnedl, kalher-botind 
book of spells, Iran holy symbol of Am, 
WOaltk d20 X 20 gold tumenn In nflcrlrigo. 
RDlrplayiaJ: Sec Attnuwian tnquisitnr. 



Homeland,: AiUlliUl. 

LAn^uafe: Tall* Ian. 
Phyalcau CbaVactcriatlu: 

5'6--e3'. 100-180 Ibn. Topaz 
akin, green eyes, all facial and 
bodily hair removed). 

Attribute*: 



INTO 
WK. +3 
STR+l 
CON 0 
Sit Polata: 



PER 0 
CHA0 
DEX0 

5PDQ 



12 




AAMANIAN WITCH HUNTER 

Aanii\(tfar\ Li'lkrh PiunicTS arc Cca/al MYUOrut) of the Orthodairtst Cuit of AaiHtui. They roam the 
Wfstom IjmA* and U^pOfKi hunilng daum and caphtrtrtg enemies of the cult block 
u It's, uiartoeJcs. and any whom Sht Hterophuni declare* etwtr&s t>f the Drfhadartsta, 

Special AbLUtiea: Nome, 

SkiQa: Secondary incjjlc (lnvecaUonl, oratory, mcta- 

pl-.Vmi .il 1 1 1, i IMjic* lOrthciduxj). tr.i. k|:i^ 
Equipment: Wlde-LMliiijned kit, i In.ik. Iron bound 
opcU buok. Iron haly ayniixil <>\ Ai\. IttnAmvord p.uk 
btxtroU. 

Wealth: d£0 X 1 00 gold lumcru In bonnUe*. 
RdlcplayinC: Sec Awntwian trk}Ubltor. 



Homeland: Aim an. 
language: Tallslan. 
I'hyjilcaJ Characteriatlca: 

100-180 lbs, Topax 
skin, green eyes, a|| facial 
and bodily hair removed. 
Altrtbutn: 



INT+1 
W1L+4 
STR0 
CON 0 

Hit Point*: 12 



PER0 
CHA0 
DEX0 




Archetypes 



ARJMTTE KNIFE- FIGHTER 



Arimite knife-Jlghlera are hJgJiTu regarded as mercenaries, and are considered unsurpassed in terms 

tjf sfcfi and ferocity. They arc employed to to guard (he Ariinlic Cttodd ofAkbar, and am border 
scouts or (www gwmU- 

S peels! Abilities: None. 

BUBt: aeeniMfa u y canibaL. Arlmllc kr.ll'c- flflhllntf, mounted 
combat, mountain climbing hunter/gatherer. 

Equipment: Kur ve.it, hide boots, sackcloth brecrhe*. 

armband* and earrings of black Iran, four throwing kni - - 
r bo ice of twu other weapons, pouch. Iron fl**k of choke*, 

Wealtk dlO JC 2 flold lumens Ln sdver piece s. 

KoltpUying: The Artmlte* arc a dour and moody blk who 

find no fay In song. cLmre, or revelry. They drink heavily, 
utvurliig tludtoe, u bitter and mc tnllic - las tin K liquor. Due 
perhaps lo Ihc reputation of Ihe Revcnant Cult. Artmite* 

arc regarded In many Lmds jis a race of nilthro-it*. .'in 
usscssiweiil lliat rri-uiy ullicr peoples cori^ildci quite 

accurate'. 



Homeland: Arim. 
Language: Common Tallslaji. 
Physical Characteristics: 

SV-BY, 9Q-1 70 lbs. Swarthy 

• |.'lr.\luii. hhek UrUr. 4 irk 

eye*, hutthelLke features. 

Attributes 



INTO 
W1L0 
STR+1 
CON +2 
Hit Points: 



I'EKO 
CHAO 

St'D+1 



12 




ARIM1TE REVENANT 



The Heivrmnli n/v nuinlavs. f»r a «-c«"t .Sixfa4y r haT sportofuwj In carry [rip «tf acts of l>rYigih»rtcs! Jo** U> euenls. Anyone Cart 
' Jjfjjiii the n"Rif i the flcurruints, ujhose jptirtaJtilfa range /ran cfrjfucrlrig imttlls and Uurraf* lo arson, mrrrliiri. rmi/pjili)*. 
and rnunlCT^brhffr. AfWrtarir JiflrS range from as ltta>aS f*Jl iJu*r OGrCtA to iDO.OOD paid lumens or nun-; the ordu way Jar 
ail irdended uirt im Co cancel a Aroenanf rark/ract is to buy it baric — cJ twice Ihe artijtrvzS price. Thvcutt (S prctinUfM throughout 

Arvn. and As influence Is believed to be spreading across the continent 

Special Abilities: None. 

BklUi: SrLondary onmbaL, Arlmllr knlfc-fl^iUjif^ 
Ms as su Mtc, stealth,, hide, tolling Irekpielong Concoct 
Poisons (as per alchemy). 

Equipment: Niflhl-jfruy clonk, veil, Rkives., and gnr- 
rtnrrlt». pouch Wl'Ji d-i Viols of pOlsOn (various types), 
coin purse, choice, of two weapons. 

Wcsltb: d20 K ]0i{iild lumens In mixed coins and olher 

valuables [received Ln payment for -amices] . 

k replaying: Sv A rLrnftr kntft-J\}htCT. 



Homeland: Arim. 


Language : Tails Lan. 


Physical Char act ei 1st Its. 


5'2'-6 , 2-. 90-170 lbs. Sw.irthy 


complexion, 


hlaclt h.dr, ilnrk 


eyes. 




Attributes: 




INT+1 


PER +2 




CHAO 


STR 0 


DEX+2 


CON +2 


SPD+l 


Hit Point*: 12 




lifiUJNA WITC IfWOMAN / WARLOC K 

The Dhuna firv pratUcfOtkera of an ancient Jbrm of Witchcraft, the terete of LL'hkh hour been all hut JargoUcn by Tallslnntans of 
the cunrnl age. Theu hntifnym 0*c d*vp JontStS of WnnilWtl and JdlH' l/l ctooW-falfl group* of etartJ coAedl covens of csbals. 
TTiouah qften accused of practicing Wnrir magir. rhr mci^ranrij nf Sihiian Off pn*-(M«ws of a 
benign, form of payanLt m, Ihe origins of uAtlch predate the Forgoucn Age. 



Homeland.; We re wood. 
Language: Ekler, TaJl»lun. 
Fhratcal ChnracLcrislic*; 5- 

5' 10", 90-130 lbs. Olive skin. 

Mack hair, entrancing features 

rind form (female), dark and 

iiieUKlrriiiuilJc appearance 

(male}. 

Attribute*: 

INT +2 PER0 

STR 0 DEX0 

CON0 SPD+I 

V/tLO 

CilA +6 (females] +] (males | 
Kit Points: 14 



Special AfeUltlss: Dkllna wUcbwvrtien can capture a 

nan's heurt with a single kiss; victims must roll 
versus, W1L to nslsl, al ■ I per level of Ihe 
wttchworruui. 

Skills: SecotMliuy rno^lr Iwltrhi-nifl], rudlrncnuLry 
combaL alchemy a-klU of Concoct Elixirs, header, 
berth lore. tracUng, sel/detect «nar», scdllfe. 
EU|ulpna«nt: Long cloak, frock or shirt and breeches 
of spun linen, animal hide boots scroll of spells {a* 

speU bwk. irticte uf uruniol fkldel. pouch [d4 clbdrsl, 

staff or wand, grnymanc a lecd. 

Wesllh: dlO x 10 gp]d lumens m rajrc herbs and 

small, seml-prcckvus stones. 

RalepUyln^' jll .1 lend In Itc hlr.Li'ic^- .uirl ir.yitlrrl 

ous by nature, exhibiting a considerable distrust of 
outsiders. They tuiue been persecuted by the 
OnhouaXlstH kir centuries, and iherelnrc bear a 
great haired for Aairuudansi. 
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Chapter 3 



DRUTCR H 1LLMAN/ H ILL WO MAN 

The Drukha arw a lavage rare of Sub-Urn who drtss In thr sJoVui of w6d beast* and dye their 
sldn uHlh the Juke- of purple barb-befTtta, Thr\f prey Upon carman', riuU Jj^iJJ i-f tlm' mads in ajirf 
rUTitirtt! AHsn, and OdMJhWWily WITV dw>n ftrun the mountains to launch /aids upon small uAlcioct 
nr 01 1 rpos 1 1 77> v .w (Ja- enemies of iJu- AiimJrr*. ii'Ihj htuX' [raxljbr ivrirurV* ro rfriitf- tlf i'.>m».'i 

~ tribes /ro/n fhr nwcfod MJU ofArbn. Some of (h<r irihes are 



KnnielB.il d: Ail III. 

Language: Sign. Common 

E'j.llnUiN 

Physical CliaructeHstlui: 

5~2*-6\ SO- 1 60 lb*. Skin and 
hair dyed purple, bestial 
features, wild gray eyes. 
Attributes:: 



INTO 

W1L 0 

STR ft 

CON +3 

Hit Point*: U 



PERO 
CHAD 
DEX+3 
SI '[J u 



. li 4,' Co ca«rununu:alp by mnm of amcJcr signals. 
Special AbUItlai: None. 

■UDk Secondary combat. mounted wmimt (equsj. 

mountain rLimbUuj, tracking, hunlrr/ 1 gatherer, atallitn^, 
torture. ttcl/dtltCt Snare*; plus scout or healer, 
Equipment: Headdress, vest, breeches, and. boats of 
tundra bcusL hide, stone vnir club, bone dagger, poucll. 

gtaymanc steed lalac dyed purple]. 

Wealth: dft jc 5 gold lumens In ivory, hide, or gold dust, 
■talnihf hit A violent and cruel folk, the Drukha find 
enjoyment In capturing and lorturuul individuals wha 
trespass Into Ihctr tcrrltortra, In bnlue. Drukh warriors 
U»e enchanted ilulea nnd drums to achieve a type of tnincc-auite. Druldis will li ivr 
been ma affected Will OanUnUc IB attack even if badly afflicted with normally incapaci- 
tating wounds: thfy H^hl unltl it^i hv.i; I 0 till paints. 




DRUKH SHAMAN 



ftuWi ihamvu revere Noman. dark rtilci* of tin' Nighttime Dimension. In balilr. (hey wield bancjlutes, playing the ancient 

Drukh "Song of Death,* which reiviers (heir u<arr^m Immune to poln mnJ a purported to stnte 
jear irtfrj the hearts of jheir enemies; t-titnis must roil ueraus uvdl mliJTQ or J^gbt al a » I pcnalru. 

Special Ad iU lies: None. 

Skills: Secondary tttugjL* |*.namnnuun and prlmiuve 
enchantment^ musicianship, rudimentary combat, 
mounted Combat [equal, mountain clliiluln|J. 

Bqulpoiant: Pur and bono headdress, vest, breeches 

-Hid boots of ynksha [wcrcbeasl] htde; atone War club, 
banc diu.'Xci . pOUtb, £ju>-siuuk: B-tced |cdM» dyed 
purple]. 44 wrwden vials (nuujlcal pigments and far 
medicinal mixtures! , bone flute. 

Wealth: d ID x 5 gold lumens In ivory, hide, or fialrt 
dust 

RoleplayinJ: St-c Uiuiik IflilnVutflUllwattHW. 



HotneLoacL Aflro, 
Laoa;uage: Sign. Common 
Talis |an. 

Physical Character! it ie* 

5Tr-G. SO- ISO fha. Skin and 
hair dyed purple, bestial 
fealurea, wild gray cyea, 
Attributes: 



INT+1 
WILD 
STR 0 
CON +3 
Hit Points: 



PER+1 
CHAO 
DEX+2 
SPD 0 



J4 




GNORL RHABDOMANCER 

Onorifl are a row Of strange, $l XtrUxi FiMnwnptds briltwvf to he n^olcd to Cnoim-fcin, or possibly turiraUtngs; no one Is qui If 
mfr. They lliw tn ujvtrrprmuvl ru-ukx, typically buill tnSa dif skL. 1 of a hlflbcJc anl iUuotrtl in urtrktttfi.'d woodland regtttllX. 
Gnoris are *)dBed in an anckrnt form of wOtitCfafi known OJ rhabdomancv- (f^ ' a rt of rfli-tiiiiiij 
swnrtJr" Some nvn a bu twULng, bui/lna, and trading 3ccrvix. Others work as Kralers, 

qyerlrvj their mivi In exrharLge'Jbr sceri>t f»b3u4tla«', Uke GnomckSiK ihty prefer to CtoeiH 

via the aub U rra i w an madz known as l h*> Underground Highway. Unlike their relative*, 

however, Cnorts are not auctif/ ScnStUoe to light Only 
Gnoris rfwtj Eetmi thr spoil Rhabdomantie Dtvfnal ton 
fsev 'WUf hcra/t" tn Cbapter Rt«9, 

SpeetsJ Abilities: Niftht vision. 

Skills: ScCandiir)' ntujic [*HlcKi uJl iuid jftiiul live 

cncliununenl]. healer, herb lore, arcane lore. 

Kqutpmeot: W.ird mhe mmprtsed of odd nnd eolorfnl 
garments (lUrbons, sashes, bends, bangtca, sejuven, 
etc.), wuLktng stick or atidT. leather-bound spell book 
pouch or satchel (with d3 jncdlclnal mixtures. d3 
ounces of Incense for producing, magical fumes, 2dA 
drums of dried herbs, quill pen. and vial of lnk|. 
Wesith: dlO X 6 gold Lumens. 

Role fiUylng: Cnorts arc very secretive by nature, and 
will never gtvc Information Without receiving some- 
thing In return, They lend to be crabby, short' 
tempered, and demanding. ponUculnrly na regards 
unwonted Vfsltura. 



Homeland: Were wood. 
LangiuuTe: T:\llslan, FAier, 
Archaen. 

Physical Chorsctcristlcs: 3'- 

4'. 60-80 Dw. Wizened fea 
tures, dark brown «kln. 
glowing eyes deep-set beneath 
a furrowrd brow, squal 
physique. 
Attributes: 
INT +2 
W1L +2 
STR -a 
CON 0 

Hit Point* 10 



PER +1 
CHAO 
DEX +1 
SPDO 




Archetypes 
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9 ARISTA GYPSY 



The f*vtstagyp#\tfcAk hoi from lite uxxxilamLt of Sdiixiiuj, but may bm ancounamd airmail onyiulvn diroughaui the 
iruniliwni fraudtng in unworn, small banria, or aiene. Many irfJ Jbrbims. sing, ardor**- tn order to earn a lliXno — or to Otc\j 

tlattn, for the Sartstn. cut also mxxuud /or dirtr uSsjutnp fflirntS, SMIattl hot* decided tn 
leave their band or who hoiv beer* borttstwd JrtXti the danjor one mucin or another stwvttnfi 
fl'vj rjoin/uf rmpijymen* u-'tih a troupe of Ofiventurm, 

Special Abilities: Nnne. 

BkllLi: Secondary nombnt. rudimentary magic (witch- 
craft), k.prdeinaLn, any ivro nddtitoruil performing 
talent*, any five thieving uuenis except asaasalnabe. 
E-quipmtnt Culorful rtnak, wwh. bcrcL. Oaoiboyant 
garment*, high boots of matt. ordinal hklc, pouch Mhlevev 
laalsj. dueling sword. ii iii^cr, glJJPllBsue mount, spelt 

book. 

WesUb; dlOnS gold lumens, plus hall ihls figure In 
silver and copper pteeesv 

Bsl sp laylng; Sorista uic highly anlmnlcd and frmnsniul 
In nature, equally pajttftl to SOng, dance, ramAncr, food, 

and drink, They i-currc ilic .;.-Jdcaa Forturu-i. whriin tliey 

beLleve ftr.mlcd (he poor Srtrfiltrt people tlie Tlghr la stEol 
mlIi.U n,rr ilicy need; hence, SnruHn dp IKl think that It Is 
wrong to ilwl, lUid often uruM all la lurjc. Educated from 
i-| ii|rflifii «i the Lnidllluns rif lJic-Lr tuiccslori I hey :irr 
expert thieves, performer re. and con artists. Accordtnjjh/, they are regarded with wmc susptcfon 
by other folk and seldom slay In one place for Icntf. 



Homeland: Slhmnus. 
I^ngu&f cs: Sarisa, Common 

Taltthm 

i-hysLcaJ ChuacttrLitJea: 5- 

6'. 80-180 lbs, Olive complex 
ion, green eyes, black hair, 
1 nnks wear neatly trimmed 
musUches and beards. 

Attributes.; 



1NT + I 
W1L0 
STKO 
CON 0 

Hit Point*: 12 



PERO 
CHA 42 
DEX+4 
SPD 0 




ZANDIR CHARLATAN 



njf rvaorded AJ SCCfV of iFta? /ViructuMtal cult oy their people, and $a any much 
adnuVrcl tn Zandu. ESaewhrve, thry arc consitierrvi on a par trUU <ft^>tinWb<tnks, frauds, and 
vtJuT can artist*, 

HpecUI AbUUIe*: None. 

Skills Secondary mage (wteardryl, legerdemain, 
oratory , alchemical skills of Cuneoci Rlbdrs and 
Concoct Powders, rudimentary eorabaL any two 
thieving talents. 

Equipment: f:,ipe of Silken brocade, velvet bfousy shirt 
and trousers, curl-iocd booli). hnlr confined in silver 
bands, leather -bound spell book, pouch [wllh M 
ellXlTHl, choice of One weapon. 

Wealth: (120 jc. 5 gold lumens In Zandtr crescents. 
Rolcplayuif: The Zandlr arc unoruim and hot- 
bboded, and did It difficult to control their passions: 
re4l ver»U» sdQ rating lu tealst atthsdlve Individ u.ils, 
Mcwt ^indlr j^ve credence to the ■o m cwl ut l vacuous 
leneUorihe F>ajarJnxjlsl CulL whose motto Is 'Notldnfi 
la known, ''They have a great dislike for the 
Orthodoslaul of Asjtuui, dtelr tmdltlonal enemkn since 
tlie time trfdic now riffwnc I Phiedmn dyrtftsly. 

ZANTilR SWORDSMAGE 

XandSr *us?rrlimaora oa* nwinben of ada» of ptofmxionnl aWfajs, ftrmvn In^undu us the 
CefUunerila. They earn a SUAng by dueiingjbr wager*, by hiring out as badygnajtbtjor usrailAi^ 

Zlandlr nobtes. or by stgnthg on with a, group of 
odcjrntidTTS. Ftuyun. Ov Suitiin of Zandu, has a 



Homeland: Zandu. 
Lan^tusge: Tnllalan. 
FhvuicsJ Chaiact erist Lc s 

5 G"-6' f J 00- ISO lbs. Topaz 
skin (enhanced with colored 
pigments), hlafk half, green 
eyes. 

Attributes: 

INT 4-2 
W1L-2 
STRO 
CON 0 

Hit Paint*: 12 



PERO 
CHA '2 
DEX+2 
SH>+1 



Homeland: Zandu. 
Lan^uaj K Tnllslan. Archaen. 
Physical Characi eristics 

100-300 lbs, Tt)pa? 
shin (enhanced with colored 
plcmeiit*). black hair, lirem 
eyes, 

Al tributes; 

INT +1 PER 0 

W1L 0 CHA 0 

STR+1 DEX+2 
CON 0 SPD +3 

Hit Points- 12 



personoi rofXnue of forty expert tworoblmagca at his 
beek and Colt 
epeclsl At-ilUtics: None, 

Skills; Secondary magle (vMtsardryl, Secondajy 

CDmbat, mounted combat fcqus], 

Eawipcacal. Vclvclccji cfo:ut. k-iiJiM sJitrt mid 

breeches, hlgh-lop boula, ssiah, ftluvcs, due]lrul sword. 

'I.i^v-r, spell baofc, 

Wealth; d20 x 10 ^pld lumens. 

RolepUylns^ Sw Zandtr charlatan. 
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ZAND IK SWORDSMAN/ SWORDS WO MAN 



Zaruiv tvxxtftmcn and ntxudswomtn ar* cor\sirtrn\i unmatched m the use of the duel fog iuwni 

Those ivho are rot employed, tn the sendee of die Sultan of Zemin often hire oul an mercenaries. 

ada^ntiuvee^ and teH-itwordii, 



EciDclud: Zand Li. 
LaxLfuaj*: Tails tan. 
Physic*! Characteristics: 

5'6*-e"2\ 100-190 Qm. Topaz 
-ikln (enhanced with colored 
pigment*), black hair, green 
eyes. 

Attribute*: 

INT 0 PER 0 

WIL -2 CHA 0 

STR+1 DEXt2 
CON 0 SPD +1 

Hit Palate: IS 



Special Abilities: Nane. 

5 kill*: Scrondaiy combat nmcdMnamhlp. mounted 
in 1 1 J j. 1 1 

Equipment: tJucllrm arword. doiyjcr. aull of Uric black Iran 

chain moll over fine leather undents erne nt»> cloak knee- 

hljtli boots, Wineskin, flrciymanc steed. 
Wealth: d20 x 10 jjold lumen* If tn the service of the 
Sultan; otherwise, half thU. 
Hulcpl.-iVirjg: S#c Zanilr chartatzu-L 



Ttfc Wcalcm Land* 
tTic fcislcm I Anas' 



GHANA WARRIOR 



Cfowta UWrttfl ftrt» jnertibent of blur VfTlrri/otk tribe* who lrt7 kablf tit' darJ* and JanoerDus 
Junoiem of Charm. They bear an wfunuary rvpulauo/i as tYKinJuil* <jfiff hi-arf/ainliTs, o;ul so Ofv 
Mhunned by most c^tflaed Tdblanfrtna. Thr Cr'tarta are bWkrwd to be related at (he Za dorm of 
if w WdrU'riandx. ami anr pon#Wrrr*t &ib Mra, 

Special AblU tie*: None. 

5killt; Secondary combat, tracking, hunting, aunou- 
fage, ttaDdng. 

Equipment: Lnlncloth [bath males and females), spcrvr 
at bJow^Utl Willi ten Vcnamwoad darts In pouch an 
belt, bone dagger, shoulder pouch, trained wrUl viper. 
Wealth: Kane, 

Rukplnyiuf,: "lhc Cruina arc a dark and buuiIct nice 

ruled by « vipers U Ucm and prone to dark and evil 
moods. They have an unreasoning Tear of ureter, which 
they bcllcV* 1* the dainubl af hostile elemental spirits. 

Rflual sacrifice and cannibalism are common unoruj 

[Jic various Chana Lribcs. They bcur a luiif;-suuidln|{ 

haired of Ihc Mania tribe*, whose land* they covet, 

and the Nafra, wham Iney fear. 



Homeland: Ttic Jungles of 

Language: Chatianv 
Physical Characterhitlc*: 

5 - 10 - -6"4\ 1 10-170 lbs. Gray- 
green akin, cadaverous, teeth 
filed Id points, lacquered hair. 
Attributes 



INTO 
WIL 0 
5TR+1 
C ON 0 
Hit P°lnU- 



PER0 
CHA -4 
DEX+2 
SPD 0 



10 



CHANA WrreitMAN / W1TCUWOMAN 

Chana ujeSchiwn and mfdrJ«twnir»i an? practitioner* of a pnVrirUtf /arm of Hack ntagic, They 
rrii.Tr' tit,- force* af darkness, and despise those who uw5rttp (he pod* of light and order. Moat 
uMtehrnen. and uitictiwomen are users of the drug Iwxh, whlrh t'fuiiir.t them io camnvitv U>tth 
iptrUfa 



Homeland; The Jungles of 
Chana. 

Language: Chnnan. 
Physical Charade list lea: 

S'JOT-fi'4-, 1 00-1 GO lbs. Gray- 
gnrrn akin, cadavrrous 
feature*, leeth (lied to points, 
lacquered hair. 
Attribute*;: 



1LVT+2 
WIL +2 
STR0 
CON -3 
Hit Point*: |0 



PERO 
CKA-1 
DEXu 
SID » 



Special Abilities: Hone 

Skills: Secondary TTU»0C (shamanism and primitive 
enchantment], nldlmcnuiry cornbal. minriufLw, 

sLulklng, healer. 

equipment: loincloth [both males and female*), 

alinjiili.cn licud fcttnh (vwm on cord aruund neck), 
pouch [herb*), d4 wooden vials oT kesh. <14 Btorte vlaU 
[patiionB nnd/or rmujlcji] pigment*), spear or bjowgi in jf 
wllli ten vc tioiiiWMxl darts In pwUcll, ritual drum. 
trained wrtdl viper. 
WcJLfth: Hone 

Raleplsylnf: Siv Chnnn luarriar. 
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HARAK3N WARRIOR 

The Harnkftl OtW a barbaric race */ Sub'Mm li'ho hair /ram tin? /or narihan realm of 1 larak, where 
[fury stmggtc In eke out a ftufrui In a harsh aivi ur\fotX}tving land, SMIW ItM wtngmd dractyi am 
Atecds. thr CPPOtWC& <UV not iwW far Jaod- Small bands aflfaralctn have been fcnc-u'n In 

traivi as Jar south as thr Volcanic Hills and reUtfTTl Wbfafiandc repiartt; heuaWT, tuch 



Homeland: Karak 
Language: Sign, Common 
Tallalan, 

Phjrsleai Characteristics: 6'- 

6 6", 140-220 Iba. Gray skin, 

hard Teat urea, lean and 

rugged. 

Attribute*: 

INTO PERO 

W1L+3 CHAO 

STR +3 DEX +2 

CON +E SPO 0 

flit Point*: 16 



orainvrvv's nrr mnxldrred jjuJ(j" hut. 
Special AhUitlei: None 

Skill*: l J rlmiiry combat, mounted combat (d ratty!], 
hunting, mountain climbing, tracking. 
B^tuipmeDL: L<drvrlolh for males, rough f«r or kaiher 

lunlc* far fen tain , cowl, high boats and Lhlck gaunUcIa of 
reptile lilde. fur cloak. Iron boomerang, twn-bLnded knife,, 
four-b laded njee or trpn rmjwbr.w- fwtth quiver pii ten 
black Iron bolls), ■hatlldcr paUrh, dr&ctyl slccd WtLh 

saddlebags and harness 
Wealth: None, 

Roleplaying: Thr Harakjn are a (rim nice win view life 

as a nuislont struggle: for survival, They care milling tor 

the wriyn of chillxcd people, which [Jicy consider u^clr-aH. Italscd In the hoalllc 
environment -of linrak, they ore able to endure great hardships. All llnrakJn are 
wnrrionv, nnd of ncccsrrlry, MirvSvu lists. 




ISP ASIAN MEHCANTLLIST 



The UpOM Ural arc a. rrwrranKtc' j - i , •tui iuc»r suhf ugaled by the Quart in the early days of the Quart Empire. Their agents 
notu serve the Kong, heiping them manage the empire*! Jtnaneea* The most powelftd of those 
!n..'iVL-fN«|.« drtd tri isjit nj.'iii c;/f>Miii. -, < r **l*. <='<•> : -i Jfifi. ron-rtfij UuysJlun Cii /orr&jn 
Ininrid and tn"i".rrLfaJk:iiml marJcrfs, Ispaxian agents are fcncxj.vi to iravei across the extent of 
TrilLrfwitn, nixt ttre betlpfvi fn secirthj hour cfJerbti (rt audi Jar-dislant laivLl as Fhrtidun, 

ftqfanisturK and Kasmtrofthe SeVCtl Ktngdolni. a/nor*} 

others. 

Special Abilities: Nqt*. 

Skilii: Mcrtliunt, litigator, diplomacy. linguistics, 

appraise slaves, appraise treasure, bribe. 
Equipment: Gold or stiver tiara, 2d 4 sets of tine 
■ukfioth robe*, small villa or estate in Ispaeta [Inhcr- 

Urd rrom ancestors], 2d4 alavna [various mccn] 

Wealth: d20 x 1.000 field lumena In various currencies 

and Inwestmcnl*, plus property worth an additional dS 
X 1.000 + 4,000 gold lumciu 
Roleplsylnf : lapaelana regard all rclaUonahlps aa 
business transactions, and eon be somewhat off ■ 
putting. They endm to have no personal feelings 

towards clients, and prefer lo maintain a 'coot" 

exterior, seldom ahawing outward emotion except 
when under great stress. 



Homeland: The Quail Empire. 
Language: Qunn, Hlgjl 
Tnllslan. 

Phyaleal Char aet«rlatiea: 

S'lO'-W. 100-J&0 lt». 
Lemon- yellow akin, exprea- 
slonless Pea lures, slender 
build. 

Attribute*: 

INT +3 
W1L+2 

STR -2 
CON0 

Hit Points. 12 



PER +1 
CHAO 
DEX0 
SPD 0 




Homeland: "IV Qu-«n IT in 

pirv. 

Language: Quart. 

rhyslcaJ Cbaract eristics: G'- 

■ETB', 120-220 lbs. CrimEon, 
tea Lhery skin, brulal features, 
white pupllkss eyes, long 
black hair worn in queue. 
Attributes: 



INTO 

WIL0 

STR +2 

CON +3 

Hit Points: IS 



PER + 1 
CHAO 
DEX +3 
SPD 0 



RANG TRACKER 

hang trackers arc rrndni'ned less Jar their hunting slcltts — theft- hunting farcuts da most of tlur 
trorkfra; — thanjor Ihrlr lenoctty and i>M"rrUes» vffktc>t:y. Wmj aK employed as teoulM, border 
trpopsv and io hunt dbum criminals, dluMents, md escaped elane*. 

Special AkUlLlea: None. 

Skills: Secondary combat, Kanguan, mounted eombaL 
tracking, antmnj nandler, sudklrig- 

E-qulpment: Stnrler hide armor llreat as leather] over 
thickly quilted MundaLui a Ilk Undergarmcut» (n sign of 
■UTOgance rather than funeuonal feature of Kong cloth - 
1n(d- &»«nticL\ and high boats, cloak. Ilghl crossbow wtlh 
cjiiNtt and twelve quarrels, dafif{cr, pwucli, larkua 
tracking bca.1t with black lrcA chain and ntsuale, fcedbog. 
Waaltb: d20 x 10 gold lumens: the Kong are the dc facto 
rulers of the Quart Empire 

Roleplaying: Kong arc aggrcsatvc and hoi-tempered. If 
Insul Led Of pJuvoked . K.Lri|{ find It difficult la restrain 

dicnuclvea: roll versus wtU ratlrui or challenge the 
olTendlng party to a duel. They revere Zorlab, the Bed Oad 

of War. and consider It on honor to die on ihc field of 

Ij 1 1 i!c. "I he jitijoiity i if Kui it: cneounbM»d west of the Volcanic Hills arc deserters or 
rebels who have fled the Quan Empire, though some may be loy.il I nt* sent to track down fu^itves who have escaped from 
the empire. Some believe the Kong are descended from a rune of ncoinorphs created by the ancient ArchacrlB. 
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KAKG WARRIOR 

Kaitg warrlar-M arc members of a wu( army known as the Crimson Horde, a force that now wtetdm 
oantrai oft;w fjii/vi E«iplrt' V'--,- Jinn- afonp t/ndtSort UxirifJar brhairfor and an mgrolncd 

FwpT! Jfar indksfJuni* a/ Nphtr rank, /n baait, Kong an* 

,/WnW JljfilVH, neither gL.<rip nor upccUng aruy qunrtrr 
/mm thrirfact. 
Special Abilities: None. 

SUBk Prtnuuy combat. Karjquan. mounted cnmbui, 
cciFMiiand. 

Eqidpuirnt: battle armor over 9ne Mjindnlan Silk 

undergarment*, gauntlet* and helm, cloak, twin dragon ■ 

pommel long dagger*, broadsword, cholH ol third 
M9HHL gruymanc ilmL 

WcuJib; d20 x 10 gold lumen*, double for Elite Troopi. 

RolepUying: Sew Kong trffrkwr- 



Homcland: Ttlr Qiuiri Empire. 

Language: Quan. 

Pbyal c*l Ch*riclcrl_*tlt* fr- 

6 8", 120-220 lbs. Crimson, 
leathery akin, brutal features, 
while pupllless eye a. long 
black hair worn In queue. 
Attribute*: 



INT 0 
W1L0 

str+4 

CON +2 
Hit Point*: 



PERO 
CHAO 
DELX+2 
SPD 0 



15 




KAKG WARRIOR-PRIEST 

Kong warrior p firsts ore the spiritual 
(k'y [njaojfc (n fxttfJc, Ttouph they 

letf mail nrncuvned far Ihrff j!ri.niJ».'^S 
Zorltth. 



advisors of l)vtr peoptr. They rcverv Zorifth, tKf /ted Gc*l o/ War, urW rua™ and spirt J 
IWM ftrniuxi ipdCnuIing ahitlikrs, Knng warrior priest* 
In battle. Only Kong' mule* ion be bjaiifer-pnVrsta of 



Komclud: The Quart Empire. 

language; Quan. 

Physical Characteristic*: 6'- 

68", 120-220 lbs. Crimson, 
leathery skin, brutal features, 
white pupllless eyes, long 
black hair worn In queue. 
Attribute*: 



INTO 
W1L+I 
STR +3 
CON +2 
Hit Point*: 15 



PER 0 

CHAO 
DEX+2 
ST'tl t) 



Special Abilities: None 

Skills Secnndary combat. rtrtftqUfUi. rudimentary 
mufttc (InwjiaiUon). mounted cqmbal. rnrninand. 
equipment: Red trait biitllc armor over welt- padded 

H-nndnJan *1Jk turtle [more a statu* symbol for the 
Kmin ihnn far any real function), gnuntfcta. and helm; 
holy aymbol, eloeJc. twin drafton-pommcl Icing daggers . 
brondswvrd. gmymanc steed, spell book. 

Wealth.- J20 X 20 gold liimena, 
ttolepEaylag; Sof Kflrtfl (father. 





MANDALAN MYSTIC WARRIOR 

M y * Uf Warrtora arc the «mri defenders of the seenuaaly pastfve Uondalon people. Mai t lead 

rlotiHg Ifcw*, **?tMriD the Ka/cj Dr ihefr Quart puppets bu day and mooning in COMcTf or (fc^fc 1 * Iry rttghr. Theme who operate tn 
efiis/asrubn must keep their true {cfoniiaas a MOfl Occaslbt tally. smaU groups of Mystic Warriors wilt rvOvat to J ho Jidli «r 
MUnliuskic 1 , cauLbluinlng pocfartfl of rr* Uto4v* wtthln l/v rmptnc, Sontr houe drparlcd rhc Easitm Ijandi. and are actlur 
abroad. Muttie Wcurfont an* «trt< prcpowntx p/ ruMi li'Tfuil/arw and not Idl ether [d^na 

enraturrs . prrfl-rrfjij 4nSO?au' ID Aubdue 1 or restrain Ihcir mvmii-3. 

Spedil Ahiliilcs: None, 

Skills: SccortdWy rnn^c jmyntM-lnmr, MAndaqUAn, 
stealth, acrobaUes. dlaarm/dctcct traps, lockplrkm^, 
■ct/dcUct uvsri, evasion, elude. 
EotdpnMOt: Kubc nf MancL-iUm sLlkrloth. Mndal», 
My»Ue Warrior aw tumc canccidcd In pouch or pocket, 
lochptckii. 35 feci of almrtg. ndkcord warn as a bdi, 
spell txiok. 

W*a[lh' Mnilr- Hnvlntnn> im iln^ri nf lhi> Qimn Tf ■» 

refugee (ram Ihe Quart Empire. dlQ x 4 gold tunxruj. 
Ralcplaylnf: Mandubru arc ou twnixlJj pasttvc by 

nature, but posseu great Inner strength and force of 
will, Mom MondoJaiu) encountered oui*tde nf tlw 
Quart Kmplrc will be camped slaves, cmfssarle* In the 
service of a Qu.m noble, or Myattc Warriors. 



Hcmteland: The Qttan 
EiliTiplnr, 

Ijinfiuajje: Quart, T.jIJxI.iii 
Physical ChAracterlstlea: 

5 90-170 lbs. Coldrn 
skin, almond-shaped eyes, 
placid features, shaven head: 

Truwlra M1 ,iy wr.ir .» Irip-Riiul, 
Attributes: 



INT +1 
W1L+3 
STR0 
CON0 
Hit Point* 10 



PEK+2 

CHA-rl 

DEX +3, 
SPD +1 
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MANDALAN SAVANT 



Mancialun muAb are Loomed AVfl and" IWffWn «>ho prefer fa occupy themacimti III Mcholariff 

pursuit*. Like nape*, they ar-m-ntiti/ specialtx* tn one or Iujd fiddji, auth as fti|/<ttrts»i on. mush-, 
nivWiit lore, ami so forth. 

8p«ciaj Abilities: N-v 

Skills: Secondary mnglc Imynllclsm). rudimentary 
Mandoquan [practiced mainly for Urn physical benefits), 
n£Jl culture-, herb lore, plus any three schol&riy pumulla 
or trades arvd craAs. 

Equipment; Sllkclnth robe, sandals, 2d4 scrolls (up to 4 
■pell* and oilier writings), shoulder pouch* spdl book 

Wealth: Hone; Mondafans bit Move* of the Quan. If a 
refugee from the Quan Kmpirc, dlG k SgokJ kirotn*. 
Rolcpl*rlng: Sew Mandaton Myjlfc Warrior, 



RomcUiid: The Qum Empire. 

language: Quan. Hlgll 

Tallalan. Archaen. 
Physical Characteristics: 

90-170 [bo. Golden 
skin, a] mond -shaped cyea. 
placid features, shaven head: 
females may' wear a (op- knot. 
Attributes: 



INT +2 
W1L+3 

CON 0 
Hit Points: 



PER +3 
CHA +1 
DEXO 
SPD 0 



10 




MANRA 8 HAP EC HANGER 

The Monro, ore a prtrrdUur people who tiiv tn rPar n*iuivriitn.i thai bottler the* i/unoEes of Chora. Their Ahapecivmgtftg abSitict 
nrr mndc possible through the rlhiat IrujraUwi of certain mnt plant trfrarti. and enable them k> 

adapt quickly to the hostile e-nvimrwrvnt of f/l»'tr Pifin uMiii u i. 

Special Abilities: ShupccliOrige. 
Bklus: Secondary combat* tracking, slaJWrg: plus mi/ 
rtflfl 1 ! cnares and scout, or herb lore and healer. 
Equipment: Abbreviated garments of coarse cloth, 
pouch, three-strand whlpaash and •tone club. 
Wealth" dH s; 10 gpld lumens- 1n rare herbs, semi- 
precious allnlcS and/or" bits ttf £uld. 

KolcplayLog: The Monro are a pleasant >nd peaceful 
Talk who prefer to avoid contact with chilliii Ikwi. TlncV 
love nature, and consider thetr fhapeehangtng abilities, 
u means of altatnlng a deeper understanding of the 
natural world. The M.-uina mark the Hang and espe- 
cially tlir Cli.uui Wllrldalk ;li runnier), and actively 

dt fetid tlwlr lands against Invuton hy ttv w warlike 
race*. Conversely, they regard the Natfra iribca with 
oonaldcTably leu Ul will, primarily due to tliclr mutual 
hatred of the Chufift. 



Homeland: Chana. 
Language: Clian.m. 
Physical Characteristics: 5T- 

6 i'. 90-170 lbs. Goklen akin, 
almond-shaped eyes, brown 
half, slender build. 
Attribute a: 



h%T0 

WIL 0 

STR 0 

CON +6 

Hit Point*: 12 



PER +2 
CHA 0 
DEX +2 
SPD 0 




MONDRE KHAN WARRIOR 

TJv- .llonrin- Khnn arr a unuage twe e>J Sub-Men who tliv in the uooaVd Mis and mountains of lib? caatl-m gllEan Emptrv. They 

oj i ■ ihr anoum-al rnemtra of the Qww Empire, whose jotee* the Afondn* Khan haw MueeewfuBy misled for evnairfcr. They 

fWUMi tfir nb&tly to niaJa? erude mCtai UKOpHU and vnwr, CUtd OTP fJOXTt* tn (lie art qf 

covert warfare. 

Special AbiUtt«*: Clnwn tsm bt Used fkB WCApOlU (d4 

dunagri and to climb |*3 on climbing rolls). 

Skill*- 5^r»ndnry ramb.it. aaaasjidnatc , waylay, acout, 

atiJlung. ambush, hide, camouflage. Mbatagc. 
Equlpeat-ot: Leather and plate armor nwp. caltrops,. 
2d4 blade stani, hide brcechclnn t [both nulct and 
female*), pouch, rope and wnall grapnel, itndcrbox. 

We alto: d 10 x 2 gold lumens In seml pi-ccluus atuncb. 
^ald dust, or Ivory. 

Roloplcyti^: The Mondre Khan arc mvajyr and lend by 

j •.ill I re, rjltcn exhLhltlnjS like ferocity and cunning of-Aild 
bcnsia. Tliey find It exurtcicly difficult to repress their 
bestial side; roll venus WIL u" subjected to any Form of 
stress, or react tn the manner of a wild untmnl. Sane 
TiLltolnnUm whotani Ihenri.v ll::il the spcclea Is 
j^adually dcvohrli'ig btitk to lis Hnlmallstfc origins with 
each passing gencmllon. Mondre Khan encountered 



Homeland: The Qunn Empire, 
Language: Chan an. Sign. 
FhyaicaJ Characteristic*: ff- 

W. 1 50-250+ lbs. Mane of 
coarse black hair,, bestial 
features, sharpy forearnis and 
forelegs, daws, lealhery brawn 
slcln. 

Attributes: 

INT-] 

WIL 0 
STR +3 
CON +2 
Hit points: J 4 



PER 0 
CHA 2 
DEX+3 
SID +1 



outatdc of the Quan Empire will usNialry be fuRi Live* or ouirasis. 
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Chapter 3 



NAGRA SHAMAN 

•Vogtm whamOHM are the ipiritttat ortruwrs of tlwir race, a prifntttltr folk who inhabit the dimples af 
C'wuul TrBfy employ spells qjl" Jummaning ft order tt> eemmww U>Oh Bpr/ti/brms and pf^Lrfu- 
demons o/ uorlau* JK>rU. /wn Iff lorn tlify dertt* ktVUiAedgc of the ipiril plane. With this Informa- 
tion NoffTa ihamans arc ahte la predict the future and (iMr\t tlvt soetrt* of past ages. 

Spccisl Abilities. SpLrll Inirktnft 

9klIU : Secondary triune Miamanuun and primitive 
crvrhiLni-ment), rudimentary combat trucking, hunter/ 
giiLhcrcr, sujLlklng, herb In nr. hc*kr. 

Equipment: Lulncloili far mala, tunic far females, cape of 
■rdmaj hide, pnuc-hec {shoulder and belli, cU viols [rra0rsA 
pigments and mucin rcs|, ankle rind wrist bands of WuWCn 
flbcre. spirit Jar, exornorph ar trtrkus-iang earring*, 
blowgun with pouch of twenty vcrwrnwood darts, banc 

lurur, knife [IrcaL iu riajyjer), 

Wa*Hh' dSO x 6 Raid lumens in sc in I ■ p rcdaus 4 Ic neu , 
Rolepliyintf: Viijirru lire a sawujc und primitive rare whq 
ftcncruily tun a law regard fiar the wiiyn nf r Mlurd 
people*. They nhuil mounts tuid conveyances! and arc 
llrrdosa mnncn, able to cover d la uu"ice# of up to thirty 
rnllrs n day wtui ease. Other people* tend to find the NnRni 
fiorncwhal we-lrd, and even eerie. This la piirtlcularfy true as rrgprdt the NagTB * tAItt for ser- 
pents, widen Ihey cut uncooked and alive. All Kugru wear atone spirit fare about l tirlr necks In 
nider ID protect their saub from evil splrllfnrnw. They bear an undying hatred of the WJlchlxlhcs 
ofCruiriA. 



Hstadud: The Jungles of 
Ghana L 

LuifQijt: Chanan. Sign. 
Physical CharactcrbHea: 

5'2 m -G\ 60-160 Iba. Mottled 
gray-green skin, ebony eye*, 
peaked skuLl, black fangs. 
Attributes 

INT + 1 PER +3 

WILD CHA-I 
STRO OKX+1 
CON +5 SPD * I 

Hit Point*: M 



NAGRA SPIRIT TRACKER 



Homeland: The Jungles of 

Ctmna. 

language: Chanan, Sign. 
Physical Characteristics: 

S^*-6'. 60-100 lbs. Molded 
gray-green »khi H ebony eyes, 
peaked skull, black fang*. 

Attribute*: 



INTO 

W1L0 

STR +2 

CON +5 

Hit Points: 14 



HEH +4 
CMA - 1 
DEX +2 
SI'D +1 



Nagtu spirit flackers are the mast afcart\nlishcd 
troekcrs fn ToffaJanla, possessing the uncunny tihillii) To 
.follow* thejaint trace* left by the sptrttforms of their 
prey. TliDiitjb Jic'av <-iryf tufytrssUv by netUlK, they are 
uakwvi as scOMU and oliides, 
Special Abilities: Spirit trmklng. 

Skill*: Secondary mrabal, tracking, hiinllnj:. sulking, 
ser/rtetee.t iiwrflk eAmcuQoge, mounluln cllmhlnjt, 
oJclbcmdcal skill n-fConOOCt PolHnK plu* MUUl. OT 

healer and lierb lure. 

Equipment: Lolnclolh for male*, tunic for fetnaka. 

cape of animal hide, pourh, ejromorph Of tfllki i \ f '.ml'. 
car-rtn^B. ankle and uhrlal bands of wnven plant fiber*, 
h ptrl I Jar, bkiwgun With packet Of twenty venornwoad 
rLirls, boric lonjj knlfr [I rent a* dngger). 
Vlthk dlO X 0 gold liLmena tn seml-prcrmLm ilonca, 
RDlepUyinJ: Srt* \og-rq xtwtnint*. 



CJIJAN NOBLE 

fomcTfu die nders af the Qurtn Emptir, the Quart haoe bevrt superseded by their farmer 

fiil^etiS. the warlike Hang. Tiinj |J " mifiJiuj nujii' riion ptuipebt of liw Karig, who allote 

them to mfttrttalrl Our facadcof nob&tly In retumfar tlim-tr jb-rv4rf.it fi> ,uJ.. ir.n'-, i^nrcw i nrid 

/HncrJonarlc*; the Kang Warlord prefer* taotx-upy himself with military mat t w , and has Hub* 
inXcw»t In lf«? more mundane aetii'ttfcs associated u.ith nv\nlrX} an cmplrir. 

Special AbUlUe*: None. 
Sfcllta: AdmtnL^tralor, 

£4ulp«acat: Itlch apparel (robes, sblppem, etc,], costly 
Jewelry of nil torts, a palaLLd catuie uith d2Dt-2f) 
alukea, Iwcm of 204 nude and/or female conactrui 
from Various lunds. makeup ease (both nwlca and 
females), 

Wealth: d2D i B.OOC gnld lumerw In Quan emperors 
(worth 100 gold lumens apiece) and ciihcr valuable*, 
{taleplsytag: Despite their loss of atulus, the Quart 
mntinuc in regard themservtsaa a noble race. They 
refuse to perform physical tabor of any sort, and must 
constantly be attended by hosts of fawning ser>11orH 

und alaves. Among these degenerate folk, obesity J* 
considered a sign n/moccM. and ostentalious 
displays of wealth continue to be much 1n vogue. 



Horn eland: The Quan Empire, 
language: Quan. High 
Talis Ian. 

Physical Characteristic*: 5 - 

S', 1 80-280+ lbs. Pale akin, 
bloated and rorptilcnt phy- 
sk|Ue. unhealthy appearance. 
Attribute*; 
INT +2 
W1L2 
STR -3 
CON -3 
Hit Point*: S 



PER 0 
CHA-2 
DEX -3 
SPD-3 



Archetypes 



1 [nnidnnd: "Mir Qtiim Empire. 
La nguatfc: Sun ran, Qimn. 
Physical Characteristics: 

o lO'-G^V 120-150 I be. Skin 
covered with fine silvery- scales, 
(Jeep blue eyes. 
Attribute*: 



INT +3 
W1L+1 
STK 0 
C0N0 



I'EK +2 
CHAO 
DEXO 
SPD +4* 



* underwater only: ethr rwtw O. 
Hit Point*: 10 



SUNRA AQU AMANCE R 

Sunm aqimm tu i nu arr ccrtrvnonfy jemnd aboard their mqB«(f(«t»f dr«?an barque*. (ypLraliy In 
ftwiHwwi cif a <rruj (jf Sunra mariner*. They also serve (n the capacity of navtgaien, hoofer*,, and 
renders qf omens unci sea- it$nt. ***tmt~* by they fcrwuifcdge of Ifw ancimf art a/ wpmrMwy. 

Special Ai] i U LJ es Semi -aquatic; can breathe underwater 
far up 1i> hwenty-tburhounk Survr* can survive out or 
water for Indefinite period* without discomfort. 
Skill*; Primary magi? (aquamancy). carta grophy. healer, 

pilot |nnv|j4n.uon only, In mmt nura]. 

Equipment: Ckhak. loincloth orMfutdolan slik cloth Tor 
males, MnmUliui <.ili mbon lor ferruue*, bwii rainbow 
km hide, sklk headband, astrolabe, spell booh., scroll of 
two spells., quill pen. and crystal vinl or*epta ink, 

U,>*llb: None; thr Sunm arc sialics of the Quan Empire 
Rolepiaylnf: ']"he Sunta are on advanced, seinl-aquatlc 

hud whose origins predate The Great Dlmu>i<r It I* now 

he\ leved that they are de-srended (rum a race of amphibi- 
ous neomorph* created by the onetent AfrhaCtut. Sunra 
are ait egalitarian people who shun cms* materialism in 

tavor ai coo pern lion and sharing. Their nice la devoted Id 

learning, and they measure status In thctr society by the level of education n thieved , ThMsT 
Simra that for any reason ore unable or unwilling in arhseve hiphcr Jc.-u-nins| are ireaicd with 
contempt They have n fiTT-at love n r the sea, and revere the moanftsh as on avatiif af their 
c^c mental deity. 

SUNRA MARINER 

Sunm mariners arc unsurpassed as mallors, and are curiOr ey lite Jkrur TalfflaAlaA far** Ufho dtf 

not fear to jail the" open m They half /rom (he- coral ofly qf fo&Sir, and srrw thr Quan Smpim 
as plots, nauigatars. and Jtshcrmcn. 

Bp*el*i Abilities: Seml-Aqucilif: etui breathe underwa- 
ter for up to twenty -four hours. Sunra can survive; out 
of water for Indefinite periods without discomfort. 
Skill*: Secondary eumbat. pilot [dragon barque), 
cartography. 

Equipment; Clank and tunic ofMondolon ailkclolh. 
boot!! of rainbow kni hide, sjy.u . doj^JCJV Astrolabe, 
sea clwt {scroll with kra scrimshaw coach quill pen, 
jvnd crystal viol at sepia Ink. 

Wealth: None: Sunm arc staves of the Quail Ernj>ue. 
KolepUrlng: Scv Su.'iro fny.ainuuvi-r. 



Homeland: The Qu.in Empire. 
L*n£u*ge: Sunran, Quan. 
Physical Chvtetcristlcs: 

5 I0*-6V. 120-1 80 Ehs. Skin 
covered with fine silvery scales, 
deep blue eye*. 
Attribute*: 



INT+1 
W1L0 
STH *l 

CON 0 



E'ER +2 
CHAD 
DEX + I 
SPD +4 



" underwater only: otherwise 0. 

Hit Point* 10 



SUNRA DRAGON HUNTER 

Sunns dragon hunkTa am [hr JfictTidanls cf ark arick'-nt race cf seYt/u/vYs Ufhc one* MpQ/wd 
thp oceans, hantii yj sen dragot is /or their nval, tuory, and shining scaies. Unftkv other Sunra, 
(hr|/ escaped yrtxn the Eastern Land* in time Co aiaid fabji^aJicm by the Quan andjled to 

sjvrfi inland hnivrLi #*'!^nrf lh<* far {■fas. Their ships' may Mnvltirtcs is? t'nrolmlt'rvd Jut Jam* 
sliorr, iadrn uAt}\ sea dragon u.ory, scalca, and sluiAuTi uvaJlurr. 

SpecleJ Ali lilies: SctrJ-nqvintic; can breathe under' 
water for up lr> twenty' four huura. Sunra eon survive 
out of water for Indefinite period* wtthoul dlsoDRifort. 
Skill*: Prlmaiy aacnbiC, bc* drn^jn hunter, plki 

(dm^nn barejue). 

E-qu5jjru.cu! Aiitiai uf sen dim'jjn m ales over paddlilj; 

and Mudkovn silk undef^Rnenls, boot* of rainbow 
kra hide, spear, dsggrr. njUjolnbe, *en chart (i-crad 
with km scrimshaw easel, quill pen. and crystal vial nf 
septa ink. 

Wealth: dti x 1 □ gold lumens in pearl*, scavenged 
treasure, and mixed coins. 

Roleplayiny;; Sunra dragon hunter* ore similar tn 

irosl respects la other Sunm, bul arc more ru^ed 
and are better udapled lu the hard sta bun tin C. life or 

Jidr ancient ancestors, Dmgon hunter* value 

rrc-edem above all things, and wcLttd sooner die than 
serve under a master 



Homeland: Vie- yu:m Eni|>lre. 

Laxtijuaj*; Sunran. Quan. 
Sign. 

Physlcjil CharacterUtlea: 4>- 

6*4*. 120-180 lbs. Skin covered 
with fine silvery scale*, deep 
blue eyes. 
Attribute*: 

INT+1 PER +3 

WHO CHAO 
STR 4-2 DEX +1 

CON 0 SPD +4 ■ 

" underwater only; olherwlK 0. 
i«i Point*; 10 
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VAJRA ENGINEER 



Vajra engineers enfay a ludl-dexcrvcd tvpulatlon as aidtlcd ibnnmfbn and are unsurpassed tn 

the art of rubtemmean cwauatbn and rarutrurHan. TTvir rough, seated hide render s (hem 

inyn**" to cms and ahnas Kru and j j-ntf j as a nafiiraf Jbem of armor. AeruiteHnod' fa defending 

ihemtcf t** from hostile subterranean cre-allLrr* such as 

fdfadfl tmt fubterraflafdCt V'a/ra off abe jfcflkti In 

combat, udeidtng the heavy trm spmrs timl double as 

*MoaaaUrg toots. 

H-peclaJ Abilities: Ptnlcd *Mn equal* 3 points eTaraiar, 
burrow En ground |anc toot pcr muindl. 
Skllli: Secondary combats *nj?ln«r (mine*, foillflc*Uona\ 

slc^c rnjLfirjo*. utk! one specialty bf cholccl, ftcoflnipliy. 
Equipment: l^iljii lulh (both main and female*}, wide belt 
far toota,. Iron npcur, shoulder' pack. 
v.r »ltii None; Vajra are slave* of Ihe Quw Empire. 
RolcpUiyinf: The Vnjn* arc n humork*» race or 

nublrrrunc:Lns who arc believed Lu be descended from II 
spcclca of rwocmorph^ created In ancient lines by the 
Anrha^nn, They ore IndualrtouK cnavtiirw who bebeve in 
the Value bf hard wcrlu Vajra live In underground tunnel 
complexes nnd revere ihe Earth Goddess. Term. 11 icy 
serve Ihe empire only eul of concern far Ihe nurvh~il r if 

tlwlr cfTsprtfift. 



Homelk&d: The Quan Empire. 
Uin^uH^e- Quail. 
Phytic*] Characteristic*: 

140-200 lbs. Body 
covered with overlapping 
orange -brown scales. squ:it. 
heavy- limbed. 
AUribqtea; 
INT+t 
W1L0 

arm +3 

CON +4 



PER - 1* 
CHA-I 
DEX + 1 

SPD -2 



* as pertains to vision only; 
Vajni are a blL nearsighted, 
but possess keen hearing 
rated al +4. 
Hit Points: 16 




XANAD ASIAN CHRONICLER 



7Ti* Chranicir-nt of Xanadan are rcdusc* who dmeU in the Tempic of the Seven Moon* high atop Mtouid Mondu. There, ihe 
f 1 irunicldrs yaxc Into aysial spheres, recording events of note tn massiue CnatKcr-baunct tomes. 
Oi IOC rX'/eTred to iVi ioLants . Che Inf labttar us of the Ti-niple of the Seven Moons adopted trie ufle 

of Chroniclers after the discovery of certain ancient documents that were purported to ham been 

written by Xanadas, the original Cl\mnicler. TJnutt' ll'Fu Kjrir. tlie temple nvkiivf knanjL-vtf^ and 
''riJ^harruriertf are treated U'fth rMjspuoftru: [r»dil+.fuuJ* a4iu come lei'idiui ptff somJ gain mag 
find the Chroniclers less ihnn f/ersannhle Kails. 

SpettsJ Abilities: Nunc. 

Skill*: Secondary magic {ulronwicy), TulLsluntiui 

hlslnry, TallslunLLin en I lure, ILnguliltcii, pliii any ihrec 

acholaHy puraulL* or irudca and craAs. 

Equipment: Sdvrr.md hlnck rnbe«, cfankuidcap 
dccaralal wiLh arcane symnol.%, l ir^c leallirr-bcund 
toast BmbcrgEaM InkweU, quill pen*. BmtKrgUua 
■crying sphere scroll » (m *peU book). 
We alia: None; Xanadajuluri ChrcnLclera v^klue kruTw). 
cdftc. Oat ffild. 

RoleplijlBf Cltrordeh?r» vulue kno^'lcdAc above all 
thing*, parucularly u regard* event* that occurred Ln 
the diiuuil pant, prior to the time when Xnnadjui bq^M 
to compile Ids extensive archives. The lank of ehmril 

clmg \?nv<* them with Ullle time Tor frivolity , 



Horn eland: Xannda9- 
Laii£u*£c: Quan. High 
TaJJsLui, Archaen. 
Physical Choiaclerlstles: 

S-lO'-GrZ-. 130-170 lha. 
Golden akin, almond-shaped 
eyes, while hair, slender build. 
Attrlbutci. 



INT +3 
W1L+4 
STRO 
CON 0 
Hit Point*: 



PER +3 
CHAO 
DEX 0 
SI*D 0 




Archetypes 
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DJATTIR MERCHANT/RAM>TT 

TP ic tJfofflr merchant tribes tungc far and ietde across) the central dc-seirts of Taltsianta and 
beyond, isflfrlff rt**HJ, beasts o/ burden, and goods oeefudncd /rum distant lands. Not cotncfclcTt- 
tallij, the D(c^Jlr bandf! ctans oJ.va mnge througlcmt these Ufrttorfes, taadtnp mourn to bs M s n c that 
t/if dSffcrcTMX bctuMTi a Dfafflr rrmrnthant tuttl <t SXaffir bandit te larocty one of semantic*. Despite 

such conceptions, Jew tifOl argue uAlh the quality of Cfqfjb 
merchandise, which ut typicality urry good. 
Sped*] Abilities; None, 

Skills Secondary riimhat. mounted cambut, mrirlumt. 
iippmise treasure; plus animal handler or caravan 
master, 

Kqulpcoeat I iiiiIIIJmji.jj KilJicf fellah rrn&k (+10 protec- 
tion versus spells of InPuence and cuntral]. ckudi, robes 
and headdress of L^M linen cloth, boots of Mil nhtna. 
hide, curved ("fiftjef. horn short bow with qulwr of twenty 
arrow*, bell and shoulder pouches, ahtru steed wi i h 

rooking ulcnslls and other txi^uf^C- 
We ill it tl20 x S fluid lumens In assorted coins, 

stolcpUyicf: The Djalflr ore a clannish folk wlio are clued and sccicIIm: hy nature, 
ol least am pertains In outsiders. Antung ttmlT awn kind,, tltcy SIT talkative llld 
mii£uinfl. ]l la the cutinm of all DJaTDi to wear fetish masks, which confer protection ogolnsl mLnd-eontroliruJ muffle; Uka 
saying among these folk that "The bee mirrors the soul." Others believe that tlie D)nf8r wear these masks simply 1a conceal 
l heir identities. In any case, a DJojTftr will never remove his or her mult in public 



Ha m dud: DJafTa. 
Language: Nomadic, TatLalsxL 
Physical Characteristics: 0'- 

6", SO- 1 60 lbs. Dark brown 
skin, hair, and eyes, wiry build. 
Attributes.: 



INT +3 

W1L0 

S'l'K 0 

CON + 1 

Hit Point* 14 



PEN o 
CHAO 
DEX+] 

5|>[) (J 




DJAFFIH WLZAFLD 

ftyajflr wtxardx an? uteB rcgartlcd by their people. Uiho consult iium OS SWTS and mystics. Like 
all Qfajflr. the]/ an tUpersUliOUJ and tend to l/itttprcl events nixi amjin-Tkri-j as onit-ns. T)ie 
tyajjlr wizards make traditional fetish masks of cured ahtni leather that pfDDSCt the UXPGPtT Jtont 
magical spells of tnfliMrnce and control; all Djafflr wear 1/u.m 

9pccl«I Abilities: Can make a DJafllr feiish mask: treat 
as a standard cnchanlrocnt skill, wllh the level of the 
enchantnstni equal to the bonus thai Ihe mask provides 
against spells or Influence and control, 

Skills; Secondary nwjfje [wizardry], alchemical skill of 

Concoct Elixirs, rudimentary combaU mounted combeU 
lustier. 

ga ulp s u ajal: Traditional leather fetish mak [+15 
prelection against spells of influence and control), cfoafc, 

robes, and hcuddnus of linen, boots of soft unlmul hide, 
eurvetl tLigjjer, hide-bound spell book, d4 amber erystml 
vlcils (elixirs], belt and shoutder pouches, ahtm iteed 
wtth ba£CJnfle. 

Wealth: dlO x Id ^tild lumens In coin und/or herbi. 
RolepUylnf See Djajjlr atmrhanl/ banritL 



Bomtknd: DjufTa, 


Language: No[ 


narilc, Archaen, 


Tiillslan, 




Physical Char 


sctcristlcs: 5'- 


6". 60-160 iba. Dark brown 


skin, hair, and eyes, wiry 


blsfld 




Attribute*; 




INT +2 


PEK0 


W1L+1 


CHA 42 


STR 0 


DEX+2 


C0N+1 


SPDD 


Hit Feint*: 12 




Homelsjid: Carantlieum. 
Lanjjuo^e : Nomadic, Tallskin. 
Physical Chsfscterlslles: 6- 

7". I2&-240 lbs. Jade-green 
akin, chiseled feature*. 

Attributes: 



DRACARTAN DESERT SCOUT 

Dfacorlan dmert scouts Jbrm the? basis of CnrarUhrujn's pot,acrf%ii amirj. They patrol the 
Y^nicm of thrtr detcrt Wrvjdom in partfcw of 1 0-20 IndaAluafj. guard Cotanlnctlm's fotftvss 
citk-s, and serve as ennn and uxtrrtars on the DmcartOJtS" gnfal lis* I If IJHIIIIs'lU duimh^W. 

.sr^^isl Abllitiea: None 

Skills: Primary combat, mounted combat, trucking, 
seouL 

Equipment: Vent ol red iron dinks pudded Willi fine 
linen, red Iran (arc sltmJ br:kccl». linen and chain Inesh 

headdrcM, farccchcleut, len^aword with shoulder 
sheath, huriont with quiver and twelve bolts, choice of 
third weapon. 

WesJlb: d 10 X ID Ruld lumcn.i In DlinnJlafl pyt'.titlldH 
[Conuilheum's naUorwl currency], 
Koleplayinf : The Dracvtans ore a moody nnd 
Inl rospeetlve race, prone to brooding Thty nircly 
laiijjh and exhibit none of the ccecnlrlclUcn liutE 
cliaraclert£e sueh races as die CymrltlSAS and 
Mi. in i.ijis. Slnrc wllllnv. In ihr Itrd IK-wil tliry li up knfwri I mining bu1 -Irlfr: c[r-s|i|h- 

Carantltcum'* prosperity, the ever-present threat of war wilh Rajarustan remains a nauree of 

deep concern. The possible threat of a Sub- Men UprUtng lias, only nude the Druc.U tnn* more 
determined llion ever to survive, despite the obstacles, 



INTO 
W1L0 
STR +2 
CON+2 
Hit Points: 



F€R+2 
C11A0 
DEX0 
SPD 0 



1-1 
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Chapter 3 



DRACARTAN TKAUMATU RG E 

tfeaearXan thaumalunjes car gumdXona cf the secret arocMBB UNd la OHll qtdntrsjencr, a 
magical mbslano po*9e&3tiy) fabulous properties, Most vruc the govemrrvnt of C&aitfhcurn <u 
lif^bnn, scholars, and royal ad v&xcm, 

Hpedsl Abilities: Nunc, 

Skill*: Primnry mi^tc ([hnuirmiur^l, BBS^nMr [one 
spccUlly only J. akhcmJeai] skill of Alchemical Training. 
Equipment: Thau nw (urge's n>bci and cap, eknut, 
enduccus, rod Iron lore and bisEen, spell book, scroll 
with one spell. 

WesJth: d20 x 20 #>ld lumens 1n Dntcartari pyramid* 
(CaranlheunVs national currencyk. 
Ralcplsyinf : Sec Praeartan darrt SCOUL 



Homeland: Carantheum. 
Language: Nomadic. Arehnen. 
Talis lan. 

Physical CharactarlstJc*: 6*- 

T. 120-220 lbs. Jnde -green 
skin, chiseled features. 
Attribute*: 



INT +2 
W1L+2 
STRO 
CON 0 
Hit Poll! La: 



PER +2 
CHAD 
DEXO 
SPDO 



12 




RAJ AN ASSASSIN 

Rafan assassins rue mcmbcri of the Torqitar, a «m( «K*?fy o/aHOSAni. They KM ait a branch o/ Ihe WlhdlitCuit Wfhlrh 
ejaport.% rrrrnrtf m and Hditcrfuy.' throughout the Eastern Lands. ElUc Tanfuar may be OBatffned to work as fortunm, [rr, ulsF- 
tors, or personal bodyguards a/f/w Khfldun Ra/an&Can arid his (HXTunitiriciT priests. 



Homeland: RaJnriLsLm. 
Lscjiujc; Kajanln, 
Physical Characteristics: 

WW, J 00-200 lbs. Dark 
brown akin, black hair, blood- 
r«J eyes, bonis protruding 
from chin and forehead. 
Attribute*: 



INT +1 
W1L0 
STR+1 
CON0 
Hit Point*. 



I'ERO 
CHA0 
DEX+2 
SPO *2 



SpecisJ Abilities: None. 

9klU«; Secondary combat, assassinate, alchemical 
skill of Concoct Poison*, hide, tracking, Ukli. stalk, 
torture, InterruftuLc. 

Equipment- Veiled hcaddlCM, cloak. boK-fllUri^ 
(Jnnncnui cinched at wrtsl* and ankles with Silken 
cords also used Tor sLranflltnft. pouch [with Jd4 rta!n of 
poison and/or toxic powders), clawed gauntlet*, iwn 

doggers. 

Wealth: dliO X 10 jjcild lumens: Itojkui assassins arc 
paid by ihe necromancers of the- Nihilist Cult, 

Ro leplsy Inf : The Rijnns am a race of fanatfc culqjuf 

who mindlessly obey the dictates ufLhcLr ruler, ittc 
Khadun, spiritual leader of the Nihilist Cull. Tttcy 
revere u sumcwhnt twisted re presentation of the dread 



Cflttty klkuwri ,in Dcutlu mid lire tiKirbld ;inrl fjlallstir 

by nature- Certain Talisbnian scholars believe that (he Rajan races amy be related tn the 
Sub Men, a theory the Riijiim themselves, vehemently deny. 




RAJAN ASSASSIN-MAGE 



flojan a.5,ia.5s(n-m,5as*J serve as Uttdrlitngs of the ffafan nccmnumcrrs, and as admin Is tra Tors iff the MhAlst Otilt' s hosts of 
7'Liirjiior iissajsln.1. They an- experts In (he art* of fortune and trucrrttOaUort. and air sadislte 
i'Ufl l",i l('i)f\u itaitdanLf. 



Homeland: RajanlsLan. 
language- Rjijanln. 
PhyricaJ Characteristics: 

S'fr-fi'B - . 1 30-230+ lbs. Dark 
brawn skin, blark rutlr. Motxl 
red eyes, horn* protruding 
from chin anri f ore head. 
Attribute*; 



INT +3 
WII,+1 
STRO 
CON0 

Hit Point* 12 



PER tl 
DEX+2 



5|.»ct;l>d AMIdki N 

SUBk Secondary magb? (nccrtMnttncy). rudimentary 
combat , ossasMlruite. AlchemlCaJ skills oTConcotL 
PuLsun» und Concoct Powders, lurlure. LnlerroRHle. 
ndriuulstratar. 

BqaipBiflDb Cloak. Iwr^ddrcsa. j(iirmc n tn , glni-cs, and 
mask of black slrklcr hide; kwt'bound spell book. 
rLtwcd jfauntlcts. (wo dag^erm, pouch (with 2d4 vials 
or poison and powders), various devices used lor 

torture. 

WesHh: d20 x 25 j$ild lumens; Rajan aasaasln^tBa|>sa 
are paid by the Nihilist Cult 
Rale pUyinj .S v ttntati aS*a**fn. 
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RAJ AN DESERT WARRIOR 



Hajari desert unrrfaKa comprise the hulk of RnjnntitarC* mossitv army, tftcy tin!- a rugged lot. 
rvrawned moot for tlieir oMay to uMhttand the harsh desert ctonnb? than /or their m-JiuuJ jTphflnu 
capabilities. 

Special Abilities; Nor*. 

Skill*: Secondary combat, mounted —»■*—*• (ahlzm, land 
li.-.uil. cir ttiml, iw-mii, 

Equipment: Cloak, veiled Unban, partial plate ikrrrmr li! 
black Iron over tldi-ily padded bodysuit shield. scimitar, 
degd^rr or hem short bow yr|l}i cp:}vcr of IwrnLy arrows, 
pouch, and tdilra, land liquid, ar gTByrn&ne slccd. 
Wealth d 1 0 it 5 aJvcr pieces. 
KelcpUyitlf: Set" Ho/on. aMWlrt, 



Homeland: Rajanistan. 
Language: Raj&nlri- 
Physical Char * e te rial lei: 

5 ^--6'4*. 100-2Q0|ba. Dark 
brown skin, black hair, 
blood-red eyes, horns pro 
i j i n Mr ik from chin and 
forehead. 

Attributes; 

TOT -2 HER +2 

WILO CHA -2 

STR ♦ 1 DEX 0 

CON +2 SF'D 0 
Hit Points: 12 



HAJAN NECKOMANCER-PRIEST 

Union nccroouncETd o/e trie high prlrsts e/ t/a' rYihlKsf QJL They scruc thiHr nscr, (he 
Kfwjriwt. ojrVrtnfl orfptt* and ewinrS and camjiw) out Pa* <vf<eti H'Choia giBMitofw The- most 

pouvrfui nrcromajict'r-prk-'jis acquire the magical ai'iiilly to ma/it/est a third iryc trial is 

capable qf aeeiriff ostnil at intHs \bin pnvavrmcs. Only male* can be neentamntier priests. 



Horn eland: Rajanistan. 
Language: Rajanln. 
Physical Characteristic!;. 

5'4 _ -6'4 _ . 100-200 lbs. Dark 
brown skin, black hair, blood- 
red eyes, horns protruding 
from chin and forehead. 
Attribute*: 



INT +2 
W1L+3 
STR - 1 

CON -2 

Hit Paints: 10 



PERO 
CHA +2 
DEX 0 
SPD 0 



flpecisl Abililici. A: l2Lh level, necromancer* iptn 

die ability to mantle*! a third eye that detect* 
Invisible «nd eupIthJ presences 41 range* of up Id 1 00 

fret. |l docs nat delect ihing* hidden by rrvfc^lc of it 
Level higher duut the character's IcYcL 

Skills: Primary magic [necromancy and Invocation), 
okhernical skills of Concoct Poisons and Concoct 
EJLdrs. 

Equipment: Cray cloak rdbca,. hcaddrtH. and 
gloves, block lion death mask, ornate belt. sUdT with 
death's bead, spell book, scroll nf two spells, 2d4 
nrnbe rglsiss vtftts in pockets of cloak (toxic powder* 
and etbetrsj. 

Wealth: cl20 X 200 f^old lumens Ln ruins, Rcms, and 

other valuables, 

Roleplsyinf. See Rqfan assassin. 



SIIADLNN EXECUTIONER 



Siituiinn are iterBabUf gtanta, nutuh^y ttutit and uery powerfuL Same scholars haiw tfteorfeixl 
that (hr iShadtan tunc crc-airci by the ancient ffuaronlara and arc a tereemu* hybrid oj Man 

nml Ktuunkhai\ g lnn£_ Their cjccciAtiorvrw arc trained as warriors and also seruc as etlte guards 
OT land Juiard Cavalry In tin anniri at the Kajnia. 

Special Abilities: Hone. 
sAIUk Primary combat torture. Interrogate, 

Equipment: Mack headdress, loincloth (both mates 
and females), war aKc, block partial plate, choice of two 
other weapons. 

Wealth: dlC x ID gold lumens, 

Roleplsyinf : Shudlnn arc blunt by nature. rcJusSru* to 
dl»£ulse their true feelings In consideration of others,, a 
practice they deem false, Tocifulness is not a Shodtnn 
virtue, nor 1* pity ar mercy; it la little wonder ih jt tlicsc 
folk are often employed aa executioners. Tlie Shad Inn 
bear a long-standing grudge sgidnst ihe Yllek tribe*, 

wham they accuse of deflllnfj the tombs of their ancient 
ancestors. 



Homeland: Rajanlslan. 
Language: Rajanln- 
PhyslcsU Ouuraeterlatlea: 
6S*-r4\ 300-450t- lbs. Dark 
brown akin, horns, black hair, 
blood-red eyea. clawed hand* 
and feet 
Attribute* 
INT -2 
WILO 
STR +5 
CON +4 
Hit Point*: 14 



PER 0 
CHA -1 
DEX -2 

Sf'D-L 
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VTRD INFANTRY 



Homeland: RajUlLatin* 

Physical Characteristics: ff- 

6', 90-160 Lbs. Dusky 1>U«ok 
akin (Uned and crcaa<-d], 
spars* black hair, deep-set 
ry*& fl>lood-red In rcdor), 
tiiutd hands and feet, 
Attributes: 



INT - 1 
W1L0 
STRO 
CON 0 

Hit Point*; 12 



HER +2 
CHA-2 
DEX 0 
SPOO 



The Virds arc n ^rTuiu-fi: pecptc descended /rwn «in-^«" o/ 
The Grrol Disaster. They «* rcgaidcd as inferior* by the 
ItnjariJi: the etasstffcaubn Vlrd" I* u*r«f to describe any Rqfan 
af mUrd Wood irtdudtftj) thrAramttf and Zagir tribes, Vbtf* 

cur' employed as J ftht tn/ariiry by the Rq/ans. who crjnsictiT 

■,l„ irk fptpcrvinbli!. 
Special Abilities: Norte, 

Skill* Secondary combat, plus three aid]]* selected from 

ihJtvMig talents, wilderness skills, or trade* And crafts. 
Equipment: Cloak, VClJcd turban, armor and shield of land 

beard's hide (treat u leather) over thinly padded bodysuit. 

scfrntUir, dagger, pouch. 
Wealth: d4 x 5 silver pieces, 

Jtoleplsying: The Vlids v.n|T'T fr.im reeling* n1 inferiority, arid 
so are bltler and resentful of other more prosperous mux*. 
Sonit Vl|d» harbor the belief trail they ttre rcUtfd in snme 
wny lo the 7A. and secretly yenm to desert the Hajan army 
arvd Join the $uh< Men "prising. 




an unsu 



tpai 



HcunrUnd; The Red Desert 
Language: Nomadic. TallsLin. 
Physical Characteristics: S*~6'. 

L'JD-i20 lba. MeLalllc ftray akin, 
■fl.il* features, squat physique, 
six -fingered hands. 
Attributes: 



INT +3 
W1L0 
STR +1 
CON0 



PER +2 
CHAD 
DEX 40* 

SPD 0 



' fine manipulation only: overall 

DEX is 0 

Hit Points: 14 




Y AS SAN TECHNOUANCER 

The VdHon ore a nomadic peapie displaced during the aftermath of Th* Grrat Dunafter. They on? slriuW in tccltnoouMic^ a 
brunch of the occult scfcrws that is practically urdemwii to Ttalbdantarw of Ncls -' A 9 C - Yds Am i arc able to repair, nw^. 
dLiassnrbbfe, of mnlf/i/.|ml about anything that has UwWnfl parts, including the JKHt COflipic* 
lisndshlp [evUnikjnals and csseraM? aectunulalors. Their fm an? libjh r« t r !rt«'lr xptvti and slrflT 
Sjjd. latum arc tn jjn?ar d ejriand In etuiurd nutans, uihcnr the* dart* f extended 

family busfrsesscsj arc inwuted In maintenance* engineer- 
ing, and cortstruCllML 

Special Abilities: Exceptional manual dexterity [sec 
above). 

HkllU: Secondary magic |rerhnam»iney), engineer, 
BjtlScer. uriliwui, nadbncaiuiry combat. 
Equipment: Hooded yellow tunic (with uUUly pouches] 
nnd breeches, heavy leather boots, ijlovts, pouches; 
black Iran sunnftbax far tccluwrnanccr > « tools and 

elemental actuator. 

Wcsllb; d'20 s 100 gold lumens; most stored In 
[JniL.Lrtrai vvuills. 

Rolcplaying The Yasaon are devoted lo their dana and 
feel no atrnriB alliance to uiiy gawminent or nation- This 
may In part be due to their uncertainty us rc^aidx tile 
uilriln* til iheLr people, whom most scholar* believe arc 

descended front a race of nwrrwrphs created by the Arehacns. I'crhflps for tills- 
reason, it Is typical of the Vossan ta trjiroerst Live msc Ives In I heir work and think of Liltk els*. Oencmlly spr .iking, Yasjum 
do not tTMSl the Kasmlrans, whom they accuse of steoilnft certain of their trade secrets. 

YITEK TOMB- ROBUE K 

The Viu'k an* ft rtonvifiv peapir llvm earn a itutng by rcrout-ririfj — others -Luould soy stcallttg — ancient artefact* 
from arvitnt tamos- Thru arc rjipefts a( dtKWFitno traps, locating hfcidfrt dean and passqpMMast, 
and prrseTulrsjobfects Jhot hutu* been whScctcd to ihc effects of e.ttrew np,-or [iksil/kv. IVifh the 
recent emphatti OH diStKKVTlng last .secrets □/ tfc pail, the YtlrJt tribes hour gj-DLL'n tn atolurtaucr 
the course- of it*- last dm-nry years, arid Fl<«l^ roov lo ?*' nyjnnhti as zktilcd craftspeople. 

Special Abilities: See well in dark new, 
Ski til : Secondary combat, mutinied combat lalilra], 
lockpkktnA, diiuu-m/dctcct traps, steal IK antlquartwt, 
mcrchonL 

EqulpmCDl; Veiled headdress, rape, loose -fill tin- Hit- 
men Is or stow n gauxe; pouch and shoulder sock, thieves' 
tools, diiRftcr. scimitar, bairn or Intra steed. 
We all h: d20 X 1 0 gold lumens In various coins and 
curios, 

Roleptaflag: Trie Yttek are known far their morbid sense 
of humor. H lml( that Is perhaps esocntlaJ tn tlir'r limlc- 

bul that others alien find somt-whiit dlBtosicfvil. Indeed, 
the nature af the Yltek'a profession causes many people 
to avoid prolonged or unnecessary contact with these 

nOmudle folk. Few of the Yllek evince any j-rcat Concern 
for bow they are viewed fay other peoples, since most are 
preoccupied with the work of tocaUngund robbing u>mba.Thfl DfaffiT mark these nnmodlc talk 
as friend » In part because both share u common ho-tred of the Parad. 



and saJmigc 



Homeland;: The Red Desert 
Language: Nomadic. Sign. 
Physical Characteristics: 

5'6 - -er4*, 65-165 lbs. Brown 
skin and hair, angular fea- 
tures, lean build. 
Attributes: 



EMT+2 
W1L0 
STR 0 
CON +1 



PER +3 
CHA-3* 
DEX +2 
SI D 0 



* due In nature of professlnn 
Hit Points: 12 
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JAKA BEASTMA5TER/REASTM] STRESS 

■h\ka bnutmculLT.i emr the ta&t afatlytng bt red, a rare of highly rva/vcd arUmais mhosr anxstars 
onoeguaidiKt theforvmta of ancient TaS mlantafiam the (ifpfcdatkint ofthr Sub-Men tribe: Tlwy 
afien fcr*p one or more u.Kfcf bfflKl a* CtvnfhxnlcuTJ, using the txtx.il Jcvc *kMs of their arte l-m tan to 
call, cotrvmiDit ate with, arid bc/rfc-ntj these erratum. 



Special Abilities Land on feet after fall* of up in thirty feet, 
cultural stealth nolllly (+3 on stealth related rolla}, night 
vision, sixth sense. beaM lore. 

Skills: SttitjiJcL-iry combat, mounted combat, tracking [by 
scenl], sct/deteel snare a huntcr/jtalhcrcr. ntnlktng. stealth. 

Equipment: Veil, IcHnrJolh, and boola df tundra beast hide, 
luch talisman worn on ihonj£ around neck, backpack, 
pouches, wrist bracen. short bow with quiver of twenty 
arrowa. ktngrwurtt, Icntfe. rope, gntyrruLne uLecd, nlghihawk 
or Oliver animal, 

Wealth; d20 x 10 gold lumen* tn sklna, hides, and coins. 
Koltplayuuf The Jaka claim to be descended Gram a noble 
raw of intelligent animal* who once roamed the forest* or 

iiurthrni 'l.iiUl.uil.j r.eJiiri< I In- raiiHng of Oir Arrkifii*. Thry d-> • ■ ■ ■ I |iti-iillfy Willi the 
Sub'Men, and consider Lhicmsch'cs superior to such races as the Bcaslrnen tind 
Mondfc Khan. Jaka tend lo be Suspicious by nature, a trail that 1* perhaps attribut- 
able to their uncannily acute senses. Moat prefer to live m the wild, though some readily associate wfth chitted people*. 
Jaka have □ 1 1 1 1 » r n 1 1 1 1- • i - drcid of matfe. wear primitive talismans lo protect thenuctvcs from the evil eye" 1*1 an nil 
mngle resistance rolli uersu* ClinCaOnd blank magic). These Items work only for their Jakn makers, 

JAKA MANHUNTE-R 

•Jaka DUrtflunbn are bounty hunters of tsmrpuonal skill. Unltki-Jaka hatHMtlM thry haue 
adapted to the UJays of mare 'eiu(Ux^JoU(,J6tgotng the Ways of their ancestors tnjauof of a 



Homeland: Yrmanla. 
Language: Sign, Tnllslan. 
Physical Characteristics: 

•V8--6', J 20- I SO »!■;, Utackfur. 
sUvex-gray mane, features a 
cross between wolf and 

panther. 

Attribute*: 

irfri 

WILD 
STRO 
CON+L 
Hll Points 12 



PER +4 
CHA -2 
DEX +4 

5PD +3 




Homdaad; Yrmanln. 


Language; sign 


, TallaJ.in. 


Physical Characteristics: 


5'fr-6", 120-1 BO lbs. Black fttf. 


silver-gray m;uie> features a 


cross between wolf and 


panther. 




Attributes: 




INT -J 


PER +5 


WILO 


CftA 2 


STR+J 


DEX +3 


CON 0 


SPCl 43 


Hit Point*: 12 





JoJofia and atitcr undcftroiiies for pay Seme few are 
known t» WOtk (W professional ouassbu. 
Special Ahilitie*; l„ in d Oil feet after fall* <»fup In 
thirty fcel. nnlural ntcilth Ability )+J On *1eaJ(h- rrlalcd 
rolls), night vfoiori. sixth sense. 
Skills: Secondary co nihil I. anlbudh, camuLifklAr, 
lnwkln«(by aeent). oet/dcicct irww, hunter/ 

gatherer, fltnlldng, »(enjth. W*ylay. 

Kqalpmral: Vest, loincloth, and boots of tujviru bca.it 
hide luck utllHKin warn an thong around neck, 
bar.kpack. pouches, wrist bruocrs, abort bemv with 
quiver of twenty arrows, long ■word, knife (treat ns 
dagger), rope, groymanc meed, 

Wealth; d30 X 10 gold lumens. 

Koleplsylnj: Sry Jaka bcaxbnastL'r/oi'xtmLtlresx. 




Horn dud: LHaan. 
Langtuufc: Elder Tongue. 
Physical Ch*r»ctt rlitlca 

ser-^n: I IO-210 lbs. Blue 
skin, fine while hair. 
Attribute*: 



MIRIN ALCHEMIST 

* lirfn oichrnMsat are notmallu ennpks/cxf by the Royal Ckmemmcnt of LVfoon. thouoh some k-aua L'ttoan to seek einpk^ns.-ni 

rfseivhete. They ejcn-l nJ •■■njin.-j .-iKid^caJ metals suirh as oduffiarU; and! Lake great care not to damage tlur enuirafiincaj; to the 
iiirin. the prarticc of alrbrmu ts COrMdenxi a 'Joining of the mind arid spdrtt Wtih the forces of natun: 

Special Abilities: Immunity to coW. IDCkhng (see bclawf. 
Mltin are mnM rxvmfottoblc In frigid eLlmcs, but Can 
survive In temperate regions. However, they tend lo lose 
their blue coloration and their Immuntiry to cold after d 
few weeks of expo»ure to warmer tvcstbcT. Doth effecta 
.ue reversible. 

SklU» l^lcrkuy maAlc JalchemyJ. rudlmertbuy rambot. 

artificer: plu* weoponer, armorer, or healer 
Equipment- t"„ irilKnui. robe, and headdress of IrOitWcrc 
lildc, alchemical apparatus, d-t polJurui und d-t pnwden 

in amber eryolsl vtol», choke of one weapon. 

Weallb: dill x 5 Lllaan adamanla fMlrln OOllW worth 
twenty j(nU lumen-9 apiece). 

Roleplsyinf: The Mlrln are a dtepty reUg>ous people who 
revere Dorcan, Cod of the North Wind. They ttuve u greuL respect &w the natural world and fed 
deep resentment for iltosc wlic wreak destruction upon the environment. Il Is the custom 
among the Mlrin lo undertake a ritual banding of spirits with a chosen mate or dose friend. The 
procedure, known as melding, creates a type of innate psychic link between the two Individ m ids 
While melded Individual* Cannot actually communicate via this ability, each Will InstUlCUVcly 
knnw If the other la In danger or great distress. 



[NT +3 
W1L+2 
STH I 
CON +2 
Hit Paint*; \ 2 



PERO 
CHAO 
DEXO 

MID I 
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Chapter 3 



I 



■ 



MXRtN TUNDRA SCOUT 

Mlrln tundra smuts form the basis uf LltOM'f ttrmf/, Luhfch tl rHtwwi Ornoag the h**{ trasVsfd 
,j,'«J ri^i^n.tJ.frjlr i^ uri rf u- ( i irtrjm-j iL Units ii., 1 ten toteiwrUy Uinrira kduIs cjuani rifc- mail rovntV 
border n^bru ofL'Haan, kivpbx/ watch oopr ifvinHHinta qftimtpe Gianl* of fVanmciu and the 
Mor aJttn trtiwj o/ Harafc 

Bpadsl Abilities: Immunity La cold, is tiding [mc Muin 
nic hernial). 

Skills: Primary romb*t. trarklntf. «wit. mountain 

climbing. 

Equipment: Partlid pknte over fine slLks or linens, helm 
And shield nf iidantanCv * I adamant sword, cholrc of two 

jnJdiLUinjJ wcupaiin, shatddcr and belt pouch, cape ol" 
rmstwerc hide, wwwnwne m red. 

Wealth: d]0 Llluuii adamants (Mlrln Collin, worth 

twenty gold lumen* apiece]. 

(tolcplaylnf: See Mirin alchemtsL 



Homeland: L'Hann. 
Language: Elder Tongue. 

Physic*! Characteristics: 

5'8T-G&. 11 0-2 1 0 H». Blti* 
skin, fine white hair. 

At I ribu.Lt a: 



fNTO 
W1L0 
STR+I 
CON +2 
Hit Points- 



PER +2 
CHAD 
DEX +2 
SPD 0 



14 




MIRIN PRIEST/PRIESTESS 



Mirin prirsLs and prtoilcvsjH:'! arc (Ji 

the North What whom they regard 



H oci eland: LHaan. 
Lun£ ua£«: Elder Tongue. 
Physical Chajactcrbvliwr 

5 H"-66\ 1 10-210 lbs, LSI Lie 
skin, fine while hair. 
Attribute*; 



iwr-t-3 

W1L0 
STRO 
CONO 

Hit Point*: 12 



VEHQ 
CHA +2 
DEXO 
SPD 0 



■? spiritual advtsort of their race. They jtucit Btxran. Gcdqf 
os the pnrtrvtar of tArfr land and Its ect4pgu, 

Special Abilities: Immunity to Cold, melding l*cc Mlrln 
atchcculst]. 

Skills: Primary mag)? (lnvr*-.alion and ruktural mogjej. 
atchcmlal skill of Concoct Potions. meu\physle&i doe trine* 
(theology]. 

Rqulpmc ol: Cloak and ftumcnLs of froouATrt: hide, 
adamant"boLind spell book, adamant wand with blue 
ill.intjrul iii:.nd piece, scroll of two spells. 
Wealth: None; priests and prleslcsnca of Button da not 
accept gold for their services , 
Raltplsying: Src Mtrin okncmiJi f- 




RAS MIRIN ANARCHIST 

The Has mlrln arcejnlt-s bcuit.lM.tJ by tSicir rnrmiri^ tlw MCrfn. and sentenced toduirfl upon the Ouir&sl Isles. They are 
armrcFttote u-Jvo ret ot the quasi-cirmcntnl entity calk-d A heron, ruler of Talisianum devnttu, AD Rasvrurtn arc disciples of this 

s iroivje cult, and nxeh.v training both in the black art* and in combat [OfflAfqiK*. Tlw appearance of RasmirXn anarchists on 
the Taltslanrnn ron/lruvir U ^hi\l. J. t«v1 scwru 'fJUnfj t)fa railif/, but is not unJmoujrv ancnli of the Kaamirln have, tn the past, 
taught to obtain did from siwli dtivrs*: ifflirm as dir Farad, die Quart Empire, mid twn tin- lia}arts. 

apeelal Abilities: Iminunlly to cold as per Mlrln. 
Skills Se<iu-,i|.iiy numlr llntrniillnn nnd wHrhrmJl|, 
•ep^ndnry conibal, ctkolec of two thieving LslcnL"v. 

Et^ul peoeot : Ckwtk of froitwrre hide, partial chain nnd 

hide Brmor, hide bools. mail ^aunlle1.T. Lran-Rhad 

jiniT, duAflcr. pouch, scroJ of spells (as spell book]. 
Wealth; 10 x 50 gold lumens In smnll blue diamonds. 
Ivory, fuid/or hides. 

Roleplajriqf ; The Rosmlrln are on embMlcrcd and 
sinister people who care only for the destruction of 
LTllaan and those a^encica they cdnsldcr Inlmlcul to 
didr ultlitvalc Raul: total anarchy. They crave destruc- 
tion of the existing order, and wtCl do Anything within 
their power to further the form of chaos, 



H 

tr- 
et 

% 
O 



P 

^■al 



Homeland: L'Haan. 
Linfuajte: Elder Tongue, 
Sign. 

Physical Characlerislics: 

S - »--6TtT t 110-210 lbs. Blur 
skin, fine white: hair, features 
decorated wllh Rasmtrin cidl 
marking*, 

Attributes 

INT +2 
WIL 0 
STH +1 
COfV+l 
Hit Polnla: 12 



IISKO 
CHA! 

DEX *a 

SI ] D 0 
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YRMANtAN WILDM AN /WILD WOMAN 

llur YnuankUM arc a face of Sub-Men LL'ho may W rcbiWd to the Orukhs qfArtm. They air 
primlUtMf and poivn no icnamlifi^c o/ metallurgy. Most hour- l*vr\ rendered Unstable, if not 
acluntly irurantv Jfam ritual UN of the drug x Jruilf op. Yrmantan shamans may or may not possess 
nny magical abtWc*; If *c\ add SHWtdary tnaoit lprtmua.r mchantnvnti and the Inlcr skill 

Player character Ytmanian i/wrww should be allativd to 

hone thrw magical abiilir*. 

Bpeahd Abilities; Hone. 

Skill*: Secondary combal ^secondary* because at menial 
instability], trucking. hunter/jtaLherer, mountain 

i limbing iirib Ion | ;c-ntiiniv to nkullcap >>nly| 
Equipment: Anltttal hide Inlnc-kUli. rMlfth tloocd hide weal 
far females, unn and kfi wrapping, pcurh (slung. OVCf 

shoulder an eardl, slnRtnj? axe, 

WeaJth; dlO X 10 gold lumen* ui semi- precious stones. 
Roleplayiu<: Most wudmcn and Wild women arc duly 
Insane. To aunulalc ihla, roll versus inleliljccnce rating 
any Lime tun Yrmafluut dmrarlrr or jprmp of Yrm&nluns 
must nuLkc n decision of any sort. Pallurc indicate* » 
Loudly irrational response of Ihe firtmcmoalrr'n choice 



Homeland: YrmanLa, 
Physical Characteristics 

5 6--^2-. 130-aao lb*, ughi 
brown akin, bestutl feature*, 
airman build, hair worn in 
numerous braids. 
Attribute*.: 



INT 6 
Wl[, +6 
STR+2 
CON +4 
Hit Points 



PER -4 
CHA -4 
DEX 43 
SPD +1 



34 



AfEIANB MYSTIC 



Tike Northlands 
kc Central Hccjoru 



i".rtanr my sura arc pracillSatter* <jf tt unique rcunlni discipline thai combines cirmrrUs o/ 
nt^sflrism and notu/tJ itioqic and Is known as trarwerttit'ricy. In nvwr, Iranacendt'Twy ts the 
art ofdinxtbyj one's own IncfVTUkUovi dirajoh on undiTsEaFhtflno of iJic perpetual eydc o/ lil/i* 
dedh, and FrnrwaL An Aliane mystic may gprnrf wwnl aJli'nipftivj to tnnster the 

cTttiscsndcnl arts. 



Homeland: TamaranUl. 
Language: Elder Tongue. 
Arc ham. Talislaji, 
Physical Characteristics: 

100- ISO lbs. Onyx- 
block skin, white hair. slher- 
gray eyes, a lender build, 
white circle aign on forehead 
Attribute*: 



INT +2 
W1L+4 

STRO 
CON0 

Hit Points 1 2 



PEH +2 
CHA +3 
DEXO 
SPD 0 



Sped*] Abilities: Immunity Lu npelln of Influence or 
control, commune wtth nature, night vision. 
Skills; Prtnwy mojtfr. (mysticism and natural irouflrj. 
alchemical skill of Coneuct Eludra, metaphysical 
doctrines (transcendency), 

Kquipmeof HpinlfoK cloak, boois. headband, and 
goi-mcnU, stofl'. tanMr, splnuaH shoulder pouch *pell 
book, scroll oT twa spelhi- 

WesJti: None; Arlnnc myncftr s shun material posses- 
slans- 

Hokplsrinf: All AtUtk. are joined In ttptrii ,t» mem- 
ber* oF the nutUre orlrnlrd 'cult* of transcend eney, 
They are disinclined tow-aids display* of emoUon, and 
refrain from violence except an a lost recourse. Artunr 
ofttiMifTeet a inystlcaj sensibility, as If dec f. in iIkii^Iu or draiml 
own people they do not use names, for each kmnv* who the utlicr 



ARIAJVE SEEKER 

An ArttifK-S&exsrtorOruns. til the iangungr of the Artanei Lt an inrifi.*J<ird uJw has chosen to 
k'aiv the maw city of Allan <n enter to explore distant lands. Seeker* recant ihrtr e^e'rVnci 
on orbs of polished slew catted lamar. ttJucFieart be "nW by touch. lUfpt-r meaning and 

Inslahl tnaii be (joined by exwvruviljig whit ihesc 
devices, which nrfabl a portion of the spfrtt essences of 
their makers. All Seeker* muss return la Mtan once 
every aetnm wars In order to &Iiatv thru- ejprnk-nrvs 
u*th UtC rvjt of the Ariane. 

Special Abilities: Immunity to spells of InHuenec or 
control, rommune -wllii nature, nljjhl vision. 

SUDS: Seecriidnjy mnglc [myoUebm and naiurul 
maj£lt|. secondary eombui, mounted combat. Uacklruj, 

heitt lorr, heater. 

Equlpawat: Cloak, jtarmento, boots, and headband of 

spinlfoK. •plnlfax pout-h ;irv.i In, 1 1 Irk i pa i k. Ariiine 
bow vdlh a^dver of twenty Arlanc arrows, Arlane mace. 
sllvennaiM' slecd. tanav, spell book. 
Wealth; d I □ x 3 z><ld lnmen«. plus twice this fltfurc In 
sliver pieeen. 

RokpUylaf: Sc*- AnUw My jue. 



HameJand: Taiiutninlh. 
Lanjjuage: Elder Tongue , 
Arenac n. TalLslan. 
Physical Cbaractarlstics. 

s'sr-ev, loo- iso rt». onyx 

black skin, while hair, slher- 
gray eye*, slender build. 
Attributes: 



lftT+2 
Wit, +3 
STRO 
CON +1 
Hit Points: VI 



PER +2 
CHAO 
DLvXO 
SPD 0 
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heastman/beastwoman hunter 

DtagftTWTl hunters ore fix? seOUTOr of (hf Plofns of Golnrfrt. Mounted «l dorfcma™' stents. they 
mom Lhe piobht rapfen* b* packs thai generally range In »tw i /rwn Ihctuifciiud*. SMfirrf 
IHsl ) w i s , fleostmen U-«fl nrwr quit a Wood Inoi Tra-v .Hjn*-Umt-s wr cn*4 snares in the hope of 
Lrupptno uSsUMVy mature*, and luw Ixm JdWUin to hunt Men Jar sport. 

Special Abilities: Thick lilne pmvtclr.n I pain L of iirniuf . 

claw* and bite do diwwtfe. d* +1 combat bonus vera us 



Homeland: The Plains of 
Golartn. 
Language: sign. Carruncri 
Tails tan. 

Physical Cb-araeterialles: 

5]0*-6*2\ 140-220 lbs. Body 
covered with bristling brawn 
Fur. beat!*] features, fangs. 
Attribute*: 



INT -2 
WIL-2 
STK +2 
CON +1 
nil Points 



PER +2 
CHA-2 
DEX -2 
sro +1 



IS 



w ii c 1 . rjpponenls. 

Skills: Secondary combat mounted combat (dsu krr liUiel . 
tracking (by scent), stalking. Kl/dclecC snares, hunter./ 
jfutlicrrr. tuitult. 

Equipment: Animal -hide boot* and loincloth (both moles 
nod females), poUrh. cWkrluiHine steed, long dasher, choice 

of second weapon. 

Wealth: d20 x 5 gold, lumcno in coins, and stolen vahl- 
abk* r 

Rr>Wplayio£: Bcaslmcn arc vlcioua and bloodthirsty 
creature* with the nwineibna of wild dogs or Jackals, 
They find It didlm h to restrain their boaer urges, «uid 
may break off combat In order in feast on Lulen oppo- 
nents, carrion, nr other type* or food: roll versus will ruling 
urge tfl feed. 




ur be urtftbV in rcsbil Ltic 



Homeland: Urag. 


Language: NortlifOrl. 


Phyaical Characteristics; 4 - 


rV. 90-130 lbs. Soot fjrny Id 


blank akin, distorted feature*. 


fangs, sinuous loll. 


Attributes 




INT -4 


PER +3 


WIL -4 


CHA -5 


STR -2 


DEXO 


COPf 0 


SPD - 1 


Hit Points: S 





DARKLING WARRJOK 

DarMtnp uwrfors am erratum* of *tJ)ft"rranran origin who son* scholar* bdfteue may be a 
mutated sp ss esea of Onomektn or OrsOlt Trie Ur cicciis of Vrag employ Ihem as spies, rfiie-i «imI 
loUt-cfoJW In/antry, using intimidation artrf /l-wr (mrbts En Iomjj the DarWCiaj horde* In line. 

Special AhUJtlcf. Night Vision, sense llvlnB; crca<uir> 

by seenl at a range of IOC (cot. hide In darkness (-1 lo 
opponent's detection rotl), ■« poorly in light 
Skills Secondary combat ■ talking, stealth, swipe, 
bsic. 

Equipment: Loincloth, brlel" binding rhcatlrand for 
females, pouch, spear, dagger or «lLn£ with two dozen 

sioncs In shoulder pouch, 

Wealth: dCiS gold lumens lii mixed coin* and/or 
miscellaneous bauble*. 

KeVplayinj rjarkhnjts ore miserable creatures, 
lunLsler and CfiimtVtAg In nature. If given a choice, a 

Darkling will (Owny* Ik rather than tell the truth. 
Physioi] h/ unlmposlna and prone la cowardry be lions, 
diry lire usity inarglnaUy cFTecUve an Warriors. Most 
excel as Utleve*. however, an occupation la which Ihey 
are inrvliably dnim; ndl versus will rating lo resist 
Uie urge lo steal If given the opportunity. 

GRYPH WARRIOR 

Gn,ph tcfurtiir.s mr rru' jirotcclors ofthcfenvsl of JbnwajtiK Ttwy hiirt prcdaiat]t Fvasi.c such 
OB ctrinaswf and jmlatfuopt'* Orsd JoBow the mDurmrnti of the flmiUwi trthf s air. Cruphi 
am able to ctirnmurueat* U-«h al( nutan xpeciea. from urfwrn they Icom much of wf lot it 
transpiring acmes, ihr continent. 

Special Abilities: Flight convene with all avian 
species, su pcrior vision (see pre die details at range* 
of up lo one mile], labns do d-4 damage. 

Skills: I'rtiTLiry cunJtaL, hunter/gnlherer. scaul 

(airborne); plus hcakr and herb lore, arunecr, or 
weaponcr, 

r^quipmenl: Lolnckah [botll moleA and fcmalesl and 
bearers ofclCOmurph hide, shoulder potleh, duublc- 

pronged spear, heavy crossbow with quiver of twenty 
qujirreuv. 

Wealth: d20 k B gold lumens In small, scud prcek.ua 

alorveai, 

ttoleplaving: ("i ryphi are ug>[rr»!ilvc protector* of their 
terrilorlcs and their friend*. They are » nobk race 

known for tlielr valor In eambat Gryphs arc untom- 
fortoble In p-ru-Josed spares and caruiot survive for 
Uinji In cuptlvlly. 



Homeland: ThrnarunLh. 
Lanjjuajc: Avion, TallslAD. 
Phyaical Characteristic*: 

S \0'-7V. 220-250 lbs, Brll- 
Uant red and orange ply mage, 
hawklike visage, wings with 24+ 
Taot wlngspan. lean ami iim -i n- 
Laj physique. 
Al tributc«: 
INTO 
WIL0 
STR+3 
CON +3 



PER +4 
CHAD 
DEX +2 
SPD +B» 



* airborne only; +2 on land 
Hit Point*: 16 
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Homeland: The Volcanic 
HUU. 

Lang uage: Sauran, 
Physical Characteristics: 

6 4"-T, 34XV400 lbs. Scaly 
rust brown hide, reptilian 
F^iturrs, fangs mid claws, 
heavy (ail. 
Attribute*: 
TNTO 
WIL+1 
STR +3 
CON +-1 
Kit Point*: 16 



PERO 
CHA + I 
DEX 2 
SRI 1 




SALT RAN DRAGON PRIESTESS 

Sauran drqgon flifrlsts mcrr Sfltho, the ofctnl tirugon Goddess mho the Sourans brik-u? is tfv 
mother of On-fr rn«\ Prl«fe*se.i of chc pull po**f*« no true mqgiceJ aMflVj, tut luw some talent 
/or hixfj^kj and Jtr the making o/ ttlfi tuns. Only Jt"i»«n[es cdrt be* Sauran dragon pne'Sh'SSn. 

Special Abilities: ] lioc provide* I point of armor, immunity 
m poison, wn^ww with all reptile species, can use call m 
strike opponents if attacked tram behind or from the side* 
(damage: dfl). tendered sluggish by cold (-2 penalty on nil 
Action Table rolls], unaffected by heat (halt damage from 
tire), mlgjht how chuiiirkr.il i:kc nli'.li'v I. ■ i limine cakir of 
skin At will [roll dlO; the Sauran ho* the ability on a roll a( 
J CI- 

SUDk Secondary combat. Itealcr , artificer (dragon Icons). 
Equipment; Rllnal vestments made from strips of dragon 
lllde. bone, and red Iron, all Slumped wllh the Dfiigon Cull 
Icon. ncC-klttCC und armKi.LiicE*. (if l>;,rtimcTcd red Iron dNk>. 

ceremonial dagger, pouch, dragon Icon (red Iron alloy, 
affixed id an Iron stall), crude metal working tools. 
Wealth: dZO x 10 gold Imncna In small, uncnl firegems. 
RokpUying Saunuis ;>nr normally aggressive and warlike, 
though not all arc ihe enemies at Men. As cold-blooded 
creatures, they tend to be somewhat slow to tract, and nrr normally not cosily provoked. Sauran* possess a natural amnHy 
.Mih ill natural repullan species, but mark the Kong, rukrdds, and Arao, as their foe*. Their speech is lyplned by a sibilant S 
or biasing sound similar to Ihe sound made by a serpent. 

SAURAN DRAGON RIDER 

Sauran (frapon riders an- opqrrfOrs tuho a*c skilled la (he hantllbtg of giaitf land rfmpwn which 
thry use as steed* and bras or oj hi i n d -i i. I lw *~w*j -.i re , ( r ibrx cilno ■ 'ny>Jo" dta* se cfnsim as 
iurtrvj siege e^Olrte*. using Irtrm u> bolter down fartljk-atiann, 

Special Abilities: Hide provides I point of armor, 
immunity lo poison, converge wiih ii|| reptile species, 
ran use [all to strike opponents if attacked ffuni 
behind or from the sl-lr-, I.Uiii.igc: dH]. Rendered 

sluggish by cold (-2 penalty on all Action table rolls | h 
unahccicd by neat (half damage from flrej, ml^n have 
i 1 1. hi irlr unlike ability to t-luinflc color of akin a1 will 
{roll Id 10; Saurwi has the ability on roll of 10}. 
SkUU. Primary rambal. mounted camhal {land dragon 
and land iLturd/mangonel llaardl: plus armorer, 
weaponer. engineer [■kge/fortlflcations of city/ 
se tilcrnenUj or artificer. 

Equipment: Houjthry cut animal hides and furs, 
necklace and enikbands of hammered red Iran duks, 
Sauran war axe, war will p. dagger, pouch. dragon Iron 
(red Iron ultvy. worn on cord around necjd. 
Wealth: d20 x 10 gold lumens in snvdl. uneut llieisems, 
Kolcplsyinf : ,5rv Sauran nVnoonprt'aH's-g. 

STRYX NEC ROMANCER 

Sinjx nerrvit MnrVra mmr Tanix. (V SeaHx^tT of Sotilf. a ereatiin' purported it) be a mfnfan of 
«hr ciuay fcnrjmn an Death. The so-called Servants pf TaryiT «wfc**v ettrrlbrt a gift /ram their 
,'nih p. /,-!(. ■ L (tnd p/h-ii p.-ffrjim tfjiyjy s nrrtfU-inJ rtninji. to honor of [hrtr morhfri Ooci. Thr Tnnfx 
'Homeland I 'ru! ~\ Cuii h** adhrTOUs JjuDcighour Urog. but ts llmdird to the 

Language: Norihron , Archaen . 
Physical Characteristics: 
fflO'-B'S-, 140- ISO lbs. 
Distorted cnrTian-blrd features, 
IcaUiery wln^s with 20-fool 
wln^paiis, horns, clawed 
appendages. 
Attrlhttt» 
INT +2 
W1L0 
STR - 1 
CON0 



Homeland; The Voiron Lr 

HIJLs. 

Language: S;niran. 
Physical Characterlal leK 

6*6*- r, 350-450 lbs. Scary 
mat brown hide, rcpiitljut 
features, fangs, and claw*, 
heavy talL 
Attributes 

W1L0 
STR*5 
CON +4 
Hit Paints 1G 



PER 0 

( HA O 

DEX -2 
SPD 2 




I^R +3 
CHA 0 
DEXO 
SPD +5* 
*;il rlkMrnc only; - 1 on the 
ground. 
Hit Points 10 
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rat* irfSlryx, u-ho popuiol* the ciiffi anri CT0rir> o{ I 'rat). 

Special AUUlioa: Ftght. night vision, delect carrion by 
scent at a range of S calks. 

Skills: Secondary magic (necromancy and primitive 
Ctfchanlmcnl]. rudimentary combat. 
Equlpmeat; Animal hide k>1nck)th (botlt moles and 
fcmalca]. black Iron braeefs. scroll of spells (as spell 
book, annual hide with bone case), bone or Iron dagger. 
WesJtoG d30 x 10 gold lumens In mixed coins, (rai- 

SJOiim. :uid mlsecUaneous biiublcs. 
Rokplsyiag: Stiyx are vue entities wl to Iced an carrion 
and crcalures weaker Ulan themselves. They arc morbkt 
by iiiilureund rrf'.:irrl llienisehes as «en.'ants of TiUyx, 
an avalar of Death. Tallslanuin seltolurs believe ihal die 
species Is a mulaled variety nfAertAd that has dc£cr»er- 
uicd over iIh course or several ihousond years. For 
reasons as yet unknown, ihe process of defeneration seems to have accclemled 
among the Stryjc during the last twenty yuan. 

Chapter 3 




STRYX WARRIOR 

Stiyx iiNurfam am titr erstwhile* altScs 
mwvMlMiuwp. They possess Jfvnlatf 



Homeland: Urag. 
Language: Northron. 
Physical Characteristics. 

B'lO--ffa _ . ]4Q-|A0]h». 
□lalarted carrion-bird fea- 
tures, leathery wings with 20- 
focii wlngspans. horns, 
i tuwrd append^s 
Attributes 



INTO 
W1L0 
STR+l 
CON 0 

'alrb«rtie only: 

ground. 

Kit Point*: 10 



PER +3 
CHA2 
DEX -2 
5113 +6* 
l on the 



of the Ut dans, w)v> employ them as atrbarrw troops and 
combat capabilities, aimi tn tntth pwfrr eating earnbrt to 
Jighiirvj. 

Speclel Abilities: KtlghL iili<1il VLtlan, deter I carrion by 
scent at a range oFS mlies. 

fit 111*; Serondniy combat, swut [airborne), hunter/ 

gatherer. Interrogate, torture, coerce. 
Equipment: Animal -hide loincloth, torso harness of 
leather, block Iron bf tJOt M. ntcklnce of uncul semi- 
precious stones, dagger, pole-hook, pouch. 
Wealth: d 10 x 5 (nH iLtmrni Ln mixed rnlnii and fiem- 

Rale plsjr injg Sre 1 A i.im necmiruincrT. 




UR CLAM SHAMAN 

Ur shornon* arc Irtifpt Bprfkot*a»r» uVasse anitifd powers may bo dcrii-ed tltruugJi rJ-it/dr nwr 
cnor of the mysttr+om sKw fctois Jbunfl" neoflrmf ocro** Che iand o/Urqrj, Thry pot*c*s 
rudimentary d^chcnttnl n-letlfj-. portfctaarty (ho*e (noof L*iy the mMna of poisons and tmt 

agents , urhtch they discard LLiUhniaJ coruitcirraffcm /or (ne "oral cmAronmcnL At sivh, miwh of 
Urag la pol! tiled ixlth alchrnuca! umta. 1 *. 

Special Abilities: Night vision, read strong cmoUojia 
*\ich as hole. fear. kwe. and «*> forlh at a runge of 20 



HonLeluid: ! . hag. 
Languages Ncvthron. 
Physical Characteristic* 

7'-S\ 500-600* lha. Yellow- 
gray hkle, blarlc eyes with 
while pupils, bestial features, 
shaven head. 



Attribute 

INT-] 
WIL +4 
STR +4 
CON +E 



PER 0- 

CHA0 
DEX 3 
SPD - I 



*+6 when reading emotions 
Hit Point*: IG 



fecL 



SklUs: Secondary combat, rudiiiirriuny nu^c faha- 
nn.in|Km and alchemy}, primii ivp- enchantment skill of 
Make Necromantic h'ctlsli. healer. 
K.quipmftnt-; Yok«h« tv»ereberwt> hide ekwk. Fur-lined 

Wat for females, Uiinrlnlh, booLs, bnne rfa,gflrr. 

necklace ofelawa and fang*, shoulder and belt 
pouches, thnw-cyed atone Idol Icon, 
Wealth: d20 r 10 gold hnura In mtK=d colna and 

KCiii^tujir*. 

RoWplayiogf: The Mr are o cruel and domineering new 

of Sub-Men bent nn ranquut ot the Wcslem I JJld». 

'they arc crude and brutl*h. with the marmen tA 
flwtne. and are prone to Sttlbttrattt of violence; roll 

vermin will nitlng or allark if pmvokrd |p any way. 

Wliciicvcf possible, the Or une tlietr ability la read crttotions to frtin advantage over their 
crvemics and rivals. 'Ihe U r clans Itave absolutely no rrganl lor the natural environment, leaving deforested wasteland* and 
polluted pireamn In Ihetr wake. 

UH WARLORD 

ISr marlorda mtuv as eommandm 




Homeland: Urag. 
Language: Nofthrori. 
PhyalcaJ Cbinctcrlatlca: T- 

500-600+ lbs, YeUow gray 
tilde, black eyes with white 
pupils, bestial features, hair 
Worn hi double or uiple 
topknots. 



Attribute 

INT -2 
WIL 0 
STR +6 
CON +G 



PERU* 
CHAD 
□EX -2 
SPD -2 



**6 when reading emotions 
Hit Profit*: 20 



of the ormlr* of the Ur dans, which range Jar and wide 
acini iJu 1 jTuopcd trrrcdn of Urag. TTvy are the 
masters of the Darkling face and ailffs of the StiXpt 
It'ndnrri.'i inn/ In rntikfmni tin- Ljil»-,i i if inlwxMn' 
mondkvs to the ihnv ruirrs of Vrug, the rival Ur Kings. 
Only, ttioles con be Ur warfonls. 
Special Abilities: Night vUtorv, read emotions at a 
nLiLgo of n (i itt 'jli frt-i. 

Skitta: I'rtiniiry combal, mounted cainfaal {ogrlphnnlj, 

cornmajxl or etkgtneer |»lejat and fontlkatlona). 

K-quipLuent -Splkcrl bl.u k Inn partial plate, bracers, 
and nrmbandt, yiikiliLi (wcTclje-nsrl kltlc luLriclotli. 

cloak, and boots, necklaces of fangs and claws, U r 
club, stone ivar axe and dagger, pouch 

Wesilb: dfl x 100 (to Id lumens In mixed coins. 

jiettuetonea. and plunder from, raids. 
Kdleplsjlag! S»v tJr flan ahrurwi. 
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AliAZTJ WARRIOR 

The Ahaxu cur a savage and waritia- people- who inhabit the deep Jungle* of the Dark Coast 
iVQbn. Thetr HKVTtOTS wield heavy three^taded thmujtna kntoc* to combat and an* absolutely 
fearless; (Acne am jew more rrtfytog enperiencrs than an all-am chaiyc by a band of searamtng 
hfnod<toxni Ahaja*. The Afuzu cud at Jungle unr/arr, stiw their striated coloration enables 
Uh-jn tn Ut'ruf tntn the surrounding WgcintkHTr 



Ho tu eland- The Dark Deist. 
Language: Ahazu. Sign. 
Pity ileal Characteristics 

6 8--7 , 6*. 100^260 lbs. Bright 
yellow akin with llery red 
markings* four arms. Corked 
tongue, diabolical teal Lines. 
Attributes 
INT I 
WILD 
STR+3 
CON+1 
Hit Paint*: )B 



PERO 
CKA 0 

SPD 44 




Special Abilities. Store the Ahacu haw four arae. lliry 
am make double tin: usual number «f altndts. 
Thl» ability applies only to combat. 
•feUb; Primary combat. siaJklrtg. scout or healer, hunter/ 

gatherer. 

Equipment; Loincloth, arm and kg wrapping of animal 
htdc, primitive chest Wrapping for female*. nhuulr!< i 
pouch, tltrawfnj blade and war dub. 
Wealth; None. 

Rokplaying The Atuuu are a strange and moody raw. 
prone to Mia of shun uo. Iltomkly "bailie madnesa,* (tail 
versus wUI rating anytime an Ahazu participate* in 
combat; a result o( mishap means the Ahazu goes In Id a 
kiLlinj; frenzy* attacking everyone 1n sight far d20 round*, 
even comrades. They udliere tn u secret warrior code thai 

prohibits them from attempting to escape 1f captured to halite; to do so ks considered 
a grave humiliation. If taken to siipch a manner, an Ahazu becomes the cap torn slave fcr Life. Only if attacked try Its master 
1* urn Aliazu freed from this bond, though tt la Important to note thai Ahajcu may eon* Id crony physical contact a form or 
attack. Ahinii encountered aulaldc of their war elan aill either be akiVTi ur former slaw who have been heed to ihi* 

manner. Tile Allium tribes (to not practice magje- 

HATREAN CONCUBINE 

ftotntuijcniale* are eomidi-n>d among tin most beauitfii and desirable women In Taltstanta. 
The ,'irirtoris. uJio tana wrrd the isle of TiaJrr Irl 603 rt.n... breed themjof sol*' as stave* drtd 
conrulrinre in zuch distant lands as Farad un. t)\e Quan Empire, and ZandtL 

Special Ah 111 tic*; Oegulk- by scent; males must roll 
versus will rating to resist any auggcsiion that a 
Batrcun female makea, 

akllh Scccmdaiy magic (natural magtcj, rudimentary 

combat, alchemist skill of Concoct Elixirs, dan re. 

seduec, Jtp rcncUn.it 

Equipment: Cloth robe, pouch (fcr herbs, green dyes, 

dsjL 

Wealth: None, 

Role playing All [iotrean females passes* the utility to 
emit a scent that beguiles males of almost oil human- 
ok! species, maktru; tl iem suscepllbfc to suggestion; 
fjnfy tiiul.oi* ;uid ILilrr-.in iu.iIch .irr un.iJfri U-il lj>- rJiJ?v 
_ ability, They arc catEcecUngh' cle%'er. and knew seme 
thing of magic Onee sold Into slavery. Uatreon concubines have been known to use theb- 
unranny tolcnU to gain ennaldcrable Uifltience and even wtn Uvrtr freedom. 



UomeJand: Isle of fiatre, 
Lan^um^e: Chanan. Talli»Uri. 
Physical Characierisllca: 

4"6--5*r. SJO-1 101b*. Itoi>- 
skinned, hair dyed emerald 
green. 
Attributes 

INT +4 
W1L42 
STK 0 
CON 0 

Hit Points; 1 0 



PER 0 
CHA+4 
DEXO 
SPD 0 




EATREAN WARRIOR 

BaOVOn mate* are Itf/ly, huge, and ftruUsh, Most uerr sJoia bl^ tf* 1 toiftoru when they 
conquered B aor; [he jew remaining motet am employed ea bnwdrn and uruJctftod tabotmt. 

Special Abilities 1 1 cumine Id Balmui females' 
ithAity to beguile. 

9UI1*: Secondary combat, talcmypitr, tortiur, set/ 
detect anarea. 

Bquipmeni; Lolnck>th, jtkuit wooden club, stone 
dajyjer, pouch- 
Weaitfa: ftonr. 

H«lepla]ring. Il.ilrr.i 4 i n.ilo ure dull wllced. boorish, 
crude, and sloveiuy. They hale tl*e Imrians, but Tear 
to confronl them and obey ihctr orders without 

queaUQn. 



Homeland: t;>lr nf Jlalrr. 
Language Ghana n. 
Physical Characleri.H ics- 

&, 150-350+ lb*. Dingy 
yellow skin, mailed (jreen 
rutlr. sloping ahouldJcrs, 
musclar physique. 
Aitrfbutea; 

INT -A PER -2 

W1L0 CHAO 
STR DEX-3 
CON 0 SPD -2 

Hit PoLnts: id 
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FARAD MERCHANT 

Farad r^rchantf bcpfo their Canters AS monger *, Or Common seders of goads. In (trm\ Jlu'i/ r....j., 
Uxtrk their way up to the rank of procurer i\evet 6- J Of, a buyer of iatO€ auantllfe* of goods at 
uJtcicjaJe price*. A few nreahic to aaatn time pea (lion a/ luiutt (trod 1 1 -201. Irnnliyi mftttey at 
cjmrbuanX ratr* toflnancr the VCntUimm of inter mCfttvulU. Only the meat cteucr and itrLsr mpi , 
fatis Farad tvef Use to the nsnJc o/ monopolist fteuc{ 2 1 *h OH WW */ a hwg# bujtrtei** ramTn 
IhnJ tifplcnShj enyitcHi* a ^innJjt-t of irwjnr/cr*- pnxum-j, agcnLs, and itnue lahoreee. 

Special Abilities: Nunc. 

Skill*: Secondary cn mrmr . merchant, bribe, POCTCC, 
appraise treasure, caravan msalrr or pilot (merchant 
pulley), appraise slaves. 

Bqixlpmco*: For males, clobornlr headdress, voluminous 
n*a, sashes trimmed wtth lasseli. velvet boots; for 
fcmalca, trailing silk jjaw-n, necklace of slrVCT loop*, Tlnj(s 
on each finger: lor both wirj, curved dasxt-r [.uirf/ur 
scimitar if male], coin purse, ledger book (far business 
transactions). 

Wealth; d20x 25 lh 1 1 r I lumen* In coin and/or pir-f km-, 
stancs. 

RokpUjiaf: The Kurad arc widely known far their unscrupulous bu»lncaa dcalLruls 
and their overtly materialistic nature-, Generally speaking, a Farad will do Juvl about 
anything far money. Fan id merchants usually require contract* of Ihtlr own making 
(r.r all bin I j.c mo'jl rwi>u Irnnsnc-rJons. 



Homeland 


Faxadurt, 


Lan^uafe: 


Taltalan. 


Physical Characteristics: 


1 00-200 lbs. Flint- 


gray skin, chiseled features, 


dark and narrow eyes, main 


wear beards In twin braids. 


Attribute" 




INT +2 


PER +1 


WtL+2 


CHA -2 


STR-1 


DEX 0 


CON 0 


SPD 0 


Hit Point* 


12 




FARAD WIZARD 

farad wtro/dx study magi: only to further tltetf driurjor weahh and potitrr. Some work for a. 

poUxrful pracuner or motwf inlHt: (titter* t.ut <ja jji^ruwr'i agents, cmpfaolryj secant cantir¥>-JiL» 
of rime laborers: to hancit rare rurrof tc or rnngicaS herhffiwn the petmOUM Southern turtles of 
Faradita More than a few hour made fhetf fortunes by ijnjijKjling catumhrttvi lo tK- cta-trm 
lands of Hajantttan and the 0Uoj4 Empire. 

fipeelsl Abilities None. 

Skills: Second,! rv jilic;|c IavvhiIi v )_ rudimentary 
COmbal, mcfchinl. administrator, bribe, coerce. 

arcnriE fare, appraise treasure, alchemical skill of 
Alchemical Training, appraise slaves. 
Equipment: Headdress, voluminous robes, and clojJt 
or colorful Mtccn; gold-board »pdJ book, coin [mr>r 
poiidi, lcd|E|er book liar Dullness transactional, choice 
ofonc weapon. 

Wealth; &20 x 104 fiaia lumcna In coin, precfaus 
■tone*, and narcotic herbs. 
Ra lepfayini; See Farad merchant 



Hoiurljnd Kurkdun. 
Laji4*ua£«; Till* lan, 
Physical CharaetcrUt Ick- 
5'8--6-6-, 1 00-200 Iba, Fllnl- 
(jmy skin , chiseled feature*, 
dark and narrow eyes. 
Attribute*: 



INT +2 
W1L+1 
STR -1 

CON 0 

Hit Points: 12 



PER +1 
CHAfl 
DEX 0 

sppo 




GREEN MAN/GREEN WOMAN SYMDIONT 

Green Men are a race of kt utoni plan! fatk indigenous to the Dark Coast region. They an? a 
pL-accfuifolk toho posses* the ttbdfhf to Influence plants and enjoy a symbiotic mfoUbruhfp 
Uitih their crwirarwTwnt. 

Special AbllUJe* Spr.ik with plunla. Influence plunls. 
HHIfa' 5ct/dclccl aruuca, camouflage, herb lope, 

EqLU pment: D'flko (a iMng plant that provide.') food 

and shelter), blnrloth and vest of wtwen mosses. 
Wealth: None 

Rolep(ayin£ ■ licrn Mm ujc ihc Rcnlicat and kindest 

□fall Tallafantan raees, They arc nearly incapable of 
doing harm lo other Hvtnu thing*. Tegardk** of die 
pmvcicfllJon, Tlkclr suhmlaalvcnca i and • pedal 

abilities make them much In demand oa aLives, and 
the mre has suffered greatly at the hands of such folk 
it* llir Imtl.Lnn urirl V:/ ci lensrr extent the p.irinl . unl 
Raja.ru, Escaped Green Men staves sometimes netl|e 

In woodland rcflfan*. purttcularh' V*rdune of the 
Seven Kingdoms, where they arc welcomed for thclr 
hortlculluraj talents. 



Homeland;- The Dark Coast 
t-angua^c; Ihc "Bccrct 
language' of plants. Si gn . 
Physical Characteristics: 3- 

3"6", 40-50 Ibau Mossy green 
skin and hair, bright yellow 
eyes. 

Attributes: 

INT +4 PER +2 

WIL 0 CHA 0 

STR -4 DEX +4 

CON 0 SPD +3 

Hit Polntsn 6 
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J HAN GAR AN MARSH HUNTER 

Jhangamn w n h hunters Mialic it*? coastal rngtevts of Jhorutirn hunting such erralurrs as marsh 
strider*. cahich Ihrtr prapir use as ftrvdx. Their primary figure* e/ bKHWCnw/rwn hunting/or 
cache* of scirtfllia, the luminous rggj o/ idoIct mien Id. U'hfch an* ualued acnuj the canancnl as a 
tourer of lllumlna (Jon. 



Homeland: J hangarn. 
LKfifttlkfaj Coniiiiuii 
TallsLui, Sign. 
I'hypical Characteristic*: 

5*7*-e7- t 100-200 lbs. 
Marbled brown and orpJa 
akin, elliptical cranium, 
halrien. 
Attribute*: 

INri PER +2 

Wit, -a CHA-1 
STR 0 DEX +2 

COM +2 SPO 0 

Hit Points: J 3 



SpccJsl Abilities: None. 

Skill*: Secondary combat, tracking. nlaUdjifi, hunter/ 1 
ftalhcrrr. set/detect niwrc*. herb lore, camouflage. 

sirm and leg wrappings, loincloth, 

brief laced cloth vest for female*, shoulder pouch, dagger,. 

Javelins, spool of mid far unarm, two lajjjc (for 

sclntill*], marsh fttridcr Bleed or wwil] river sklET. Ikvali of 

liquor. 

Wealth: d2D X S )ffM lumen.-, hi mixed coin-, and/or 

scLnttlia, 

RolrpUjan^; The dhivigjarans arc an IgnonuiE and 
supcrnfJUnus talk, considered primitive and bcurlx.li by 
moat other Taluilantart*. They have a weaknea* for alcohol, 
whlrh renders them mini and unprcdlr table, Jtuuinamns 
generally begin all eonvcntiilki n bv I ■ »— Use of u slnfllc Imperative, 

delivered m u ^niff or fnrcefii! manner, Thla t» depleted in written form with an 

exc tarnation point Immediately preceding und fallowing file statement, on In 'Ulaldl* 
*l Heart" and the papular .Jhangaran tniult IDkf" 




JHANGARAN MERCENARY 



.jJujjuvu/uji HH'fr-.'rkaj**! an- rnxahir Jot their htrk n/dlsrrruan ronriTnina (he type af work th*"y 
urlH aorcpt. Wflicn gajn/ui gm p fe y me n l i* scarce, many uxwfcaj brijaricis, secw/s. or bounty 
hi liters'. They are mjarnrd ax lou>cfe*S4i (n/ftJi(nj by rwl oihsT IWam 

Special Abilities: Tinrte. 

Skills: Secondary rambal, mounted combat (marsh 
alrkfar], tracking, stalking, camouflage, hide, dtvirm/' 

detect traps, set/detect snares, interrogate. 
Equipment: Yellow cloth arm and leg wrapping,"., 
loLrvcfoth, brief lured cfoth vest for females, backpack, 

cUuik nf yellow linen, choice oTttMJ weapons, marsh 
■Irkfor *leed. Quale of liquor 

Wealth: d 10 x 5 ftcifcl lumen" In mixed ralr*. 
Rckplajlac; SneJhtwgatun marsh finnirr, 



Homeland: Jhannani. 
Language: Common Talis lan. 

Sign. 

Physical Characteristics. 

5 , 7"-*77\ 100-200 lbs. 
MiirbWI brown and sepLa 
skin. elliptical cranium, 
angular build. halrlrtM. 
Al tributes: 



INT-1 

W1L -1 

STR +1 

CON +2 

Hit Point*: 12 



PERO 

CHA-1 

DEX+I 

Sf'lXI 




JHANGARAN MUD MINER 



Jhangaran mud mirwr* make their itufng by dredging the twumps of Jhane/atttjaf umber, gold, and sapphiixs. They i 
pHrJudkxd against Jhangarun marsh fvurUwx* and uaje wreck. 



Homeland: .Jr)ili1£:tr;i, 
Language; Common TalMao, 
Sign. 

Physical Chaxacterlallcat 5"7*- 

6"7". 100-200 lb*. Marbled 

lu uwii ,lm4 seplii rnkln. elllpikal 

cranium, angular build. 

Ilitlrle-MS. 

Attribute*: 

INT-1 PER +2 

W1L-2 CHA-1 
STR+1 DEX+I 
CON+1 SPD0 
Hit Point*: 12 



Special Aiilltiet Kane. 

BhJlls: Secondary ccunbaL, engineer ar laborer [mud 

mining), merchmnt. appraise treasure umber. 

and sapphire]. 

BqulpAtnt: Cray efolh arm and kg wmpplnn*, 

toLncfoth. matching. an<y Lwcd tkiilkvrsi fijt frm i1l-.h 
shoulder paueh. dagger, choice of second weapon, 

drecbjlnfl! rwL, (liihk of llqiicr. 

VTCslth dZO X 5 gjobd lumens In nmbcr and sapphires 

Ra be pliylnj : Jhangaran manh fumlcr , 
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J i IAN G ARAN OUTCAST 



Jnonganui Outcast! are greatiti fetawd by thrtr pecffo, who beitovtr that ihey bear u«h jArm the 
'stiffna of doom.* A Jhangaran who Is so much as (ouchrd by otv of 'the cursed tl titunvtit- 

ar.-Jij (wiuv^tJ rui OdfronL Th*« Jhuqonuu wall no< don* I/O 
Harm an Outcast beitmtng that such an aciton uill bring 
dawn unlimited grirfiipan (hemwtws and thrfr Jarniiea. 

Special AsUUlea: Nunc 
Skills; A* per former status, 

Equipment: Kcd clnlh nrm and kg wrappings. llbfttctkliiU 
bHd efoth vest for females, smelt, n-hexukirr pouch, 
loliirltilh. 

Wt*lHu (120 X 1 0 fipld lumens In cDlru and offcrln|<h . 

Roleplajrfnf;: Jhangaran Outcasts art much like other 
Jlmjitfiinuis In terms of manner of speech, drew, and 
luck or»ophiUitailcn- They do not wnrk. bin demand 
alms nnd gifts from other Jhongorann, who dare nni 
rcfuac them for fear thai ihcy will be cursed 5ci* 

Jhangafzin marsh hunter Jar details about Jhanga/an 
custom*. 



tSojnclanCt' . JhuJlfrUtl, 

Language: CnnuHrtn Tallslan. 

Sign. 

Physical Characteristics 57"- 
tT7*. I 00-200 lbs. Marbled 
brown and sepia skin, elliptical 
cranium, angular build, hair- 
less. 

Attributes: 

INT-1 
Wit -I 
STRO 
CON+l 



PERO 
CHA 10* 
DEX +J 
SPDO 



♦with regard la nan -O Mints I 
Jhartgarana only: otherwise, 
Hit Polails: 12 




MOGROTH AMBER TRADER 

Vi *, ■>.•.:>: onifKT traders earn a meager Hvitia by setting bits oj raw amber rfrmyrJ /irv.-ri f'w 
■UtampJonds o/ Way. Tlu^ i j rnn-fj/ UMifiu y hr-i^fjriri ttw tjoffimofl'tct, Vordune, or Jhangafa. 

~" Special Ablilliea: Hide prntrrlji against blUng Lnacct* 



Homeland: Mog. 

Language: Common Tallslan, 

Physical Chajact ertaLlcj: 

TGT-O&r. 430-650 lb*. Body 
covered with thick, bulT- 
t olored fur, sloth like Centum, 
Attribute* 

INT -3 TORO 
W1L0 CHA 0 

STO +6 DEX +2 

CON +6 SPD -4 

Hit PolnM: 20 



.mil 1 1. 1 1 ; i -,' i r-> . i- :(f >t-r| liec-cldinbcra l*'i on Iree- 
cUmblng rolls). 
Skilla: SccornJ.iT>' combol, merchant, herb fotr. 
Equipment: Lolnclolh (both mains and fclUuCSj. 
pouch (ttiung berries, nnd leaves), shoulder pouch, 
club, dredglnjc net. 

Wealth: d20 x 20 gold lumens In umber nnd quaga 

(vtokt pcariaj. 

Roteptayixif: Slow moving and miner dull *1t(ird, 
Mugtulli l«Jt HCiiia-tlinc* LiArn udwun Lagr. of by crafty 

entrepreneur* from Farad un and Kasmlr. These 

mnsotvc creatures are placid by naHirr . iiitl i^Cuenuly 
abhor violence, but can become extremely ctanj(eicrtjs 11 
driven u> angpr- They have o grrnt n ppredatlon of 

nuiural bctiLlty nnd nuty atop \a udmtpe a particularly 
fasctnaun^ flower or crystal motli for hours al n Urne. 




tmm PEOPLE {Mwrg-Waiil SHAMAN 

Muc.1 1'roptc shamans an- ihe spiritual advisors of (heir race. The" at* ODtmratr. and knmir next to nothing' of spvUcaxiing. Thrir 
UffJied lhamarik? paurm are said to be dedivd from their mvni'nrc o/Mooaj^ |hc Mud GotL 



Homdand: The Dark CaaaL 
Ijingusgc; Mud People. Sign. 
E'hysli-al Characteristic*: 6'- 

6 4*, 500-460+ lb* Large folds 
Of brown KkJn. four legs, heavy 
tall, toad like features, webbed 
and clawed hands and feeL 
Attributes: 



INT -2 
W1L0 
STR+4 
CON +2 



E'ER 0 
CHA -] 
DEX 4 
SPD +2» 



■In water or mud only; -2 on 

dryland. 

Hit Points: 16 



Special Abilities: Amphibious, can strike Wllh clnw» 

and tall for IdS damage each, can use toll simulta- 
neously versus opponents .iitacklnR Trom behind, «ktn 
pruvldcn I point □furmor, *S on mils lo resin being 
Idppecl. knocked off balance, forced back, and no forth. 

Skilla: Secondary mmh.il. nkil ni .jic |aha- 

ma\rn>if||, 

Equipment 'Ilium d.u^cr, suck with cthrd [-ilung over 

h.L, k| 

Wealth: <I2Q x IQxpId lumcna In umber and quag* 
CvfokH pear by). 

RnlepLarinf: The Mud People. aJso colled MwrR-Won 

ClllemJIy. 'tipOWn of MoonX'l , ore bcllljterent arid 

aggre«tvc by nature. Ihey are the tr&dlUon&l enemies 
of the Ah. I.-. ii and o>*p1*e ihe lmnan». who MmcUmr* 

r,*l;l Mu«Ji>;-V,'iiji wlLlciiK-iil.i fur il.jvt.i. Ilirlr f nide 

■Bnguage i* ptuKtuBled by much shirplivg, fiuridinfi. 

and fralbJnK at Uie Jjllls 
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MUD PEOPLE SWAMP WARRJEOK 



HomcUitd: The Dark Coast. 
L-ttik£uaj;c. Mud People, Sign. 
Physical Characteristic*: 6- 

G"4\ 300^460+ lbs. Ui^c 

folds of brown akin, four legs, 

heavy Lai], Load like featured* 

webbed and dawned hands 

and fceL 

Attribute*: 

INT -3 PERO 

WIL 0 CHA -2 

STK +4 DEX 3 

CON +2 SPD +2* 

*ln Water or mud only; -1 on 

dry land.. 

Hit Point*: 18 



Suxonp-wairkx* arc lhc protector) of rJf Mud f topic 

tribe*, which Inhabit the Dork Coast ncotoo. They arc the 

£UMvn i'fki'jriii?! o/ thj? and Ltotent territorial 

cJtapuit'i hempen the two races are ccnYirnon. 

Special Aiilitlei: AmprU'r,!.ii. ; cui .stn'ivf wtlJi rl.iw* :i:nl 
loll Car ld« dnjiliiflc each; can use toll slmidtancausly 

versus opponent* attacking from behind, aktn provide* I 
paint nf armor. +5 on rolls i** resist being tripped, 
knocked oil baUincc, IrjicecS buck, ujid mj fijtLli 

BkilU: Primary wmhol. engineer [mud mining onlyr, 
wenponcr or heater. 

Equlpment: Them dsjger, bwan (thorn tree club], sack 
with cord [siting over back), 

WealLh: d 1 0 x 10 gn|d lumens In nmbcr and quaga (violet 
pearls]. 

Rokplayiaj: Sv Mud {took 1 * human. 




G AO SEA ROGUE 



TrwJ^JdConjit* 

"Tlic Far lt|ca — ' ~ ~ ~ ~ " 

?!he God ore (Ik descendants of criminals and Outcast* S«arrem£ed an the ble of Giae-tXn. OOOf a penal colony of uV anrJcni 

f'fifwxiran dynasty. Ptrale* by trade, tJ«? Coo an- notable .for [heir * axis f lixteldsixi KhtaHi ' code o/ honor" a* umtU oj If tetr low 
a/ gold and plunder. 

Special Arjllillca: Arrordlng lu ancestry. 

Skill*: Secondary oorubut [or secondary magfewfUt 
appropriate (Held of mixglcaJ »tudy plus rudimentary 

cambal). pilot (choice of craft), apprainc treasure, plus 
any ftvc thieving Lakrtta. 

£q,Mpm«Dt: Variety or colorful garments, usually or ft 

mixed sort: choice of Mm wienpn.ru (dueling jnvnnt'i ,ir. 
a lavurlUl. suVer earring and u liter )oveLry. spell bewk 

(only If a magician), 

Wealth: Aid K 5 flnld lumcm In plunder af Inuiaua 

■act*. 

Roleplaying: Moat Goo adopt a flamboyant persona af 

one sort or another, which often ha* lhc effect or 

mmanlleirlng theLr Illicit nnlivitlea in the eyes a\ the 
fomrann people, who tend in regard them as heroes. In 

observance of their unusual code of honor. Ihcy will 
not steal from other Coo. nor will they do harm to their 
innocent victim* If such actions can be avoided, The 
Giio mark the lindane. AjuntUT-tnn-V and Mangar 
us Lhetf iiK>3t lulcd enemies. 



Homeland: [inn Din or other 
Lands. 

Language: Sea Nomad, 
Tallslan. 

PhysdcsJ Characteristics; 

V:ini>u.i; nn j;i]lv iiilwd. 

Attribute*: 

INT ■ PER ■ 

WIL * CHA ■ 

STK * DEX • 

CON • SPD ■ 

"as per actual race: to create a 

Gho iv-.a K'j^ue, use- a chosen 

race's original stats and 

substitute Gao skills-. 

Hit Point*: As per race. 




MR IAN SLAVE-R 

TnirCon .lEacwn range tttiuughaul the saullvrn si-as In corarfoir dnatun htj Serznxa of qiani, stghllFss wlx rniird km. Thi*i,> pn'H on 
nuirLL^ prtrnilfcw peoples, including the Green Men, Atuau, Afud fWpfe SauTflV tfafrrcinj, and eiv-n rJirr CJinma Wtlrt]fat!c Thef> 
tJL'nix (nc tilde the Farad. Rq/orta, and the 0uan Cmptre. 

Special Abilities: AmphLbtoLiH, hide pmvUlcH I point 
of protection, claws do (M damage. The thtn cool of 
slime thni envrra thctr bodies cnabk* them to survive 
out of ihiiter for extended pcrioda of time (up to one 
nwk, or about half this In hot, dry elimtitcs]. Immune 
to Batreait femaka' be^uUlng scent. 
ShJIU: Secondary combs L, h ur ter/ gsthercr, stalking. 
set/delrc( anores, waylay . carooullsLgc: pilot (oomcle] 
or beast handler |km], appraise sUivcs. 

EquJptHnt' Lolnekklhorkr*. hide {mide* and femalesl, 
necklace of hm« rtn.^ (ImrUn cotn*|, cnplurc'Dole. 
barbed bol» wtlh ahoulder case, aboulder pouch, 
walcrakln filled With brine. 

Wealth: did x 5 gold lumens, plus rialf this Figure In 
Imrlan brass rings, 

Ro Eeplayiog: Ttwr Imrlajui are a cruel and domineering 
race wl>o view themselves as superior bclii(p«: ihcy 



Imrbi. 

Lsnjjiuvge: Coritmon TaUalan. 
PhysieaJ Cbsrsetejistlc*: 6*- 

B b". 200-280+ lbs. Yellow- 
green scaly hide, Webbed hands 
and feeU sharp fanjjs, bodj r 
coaled with slune 4 
Attributes: 



INT-l 

WIL 0 

STR +4 

CON +2 

"in water only: 

HltPatoU: Iff 



PER 0 
CHA 3 
DEX -4 
SPD +5' 
2 on I Hi' 1 



have no religion, since Ihcy arc Incflpoble of Imagining any entities greater than themselves. 

ImiLin slave ra return tlicLr victims as nothing mure than merchandise Id be captured and 
sold as Ihcy see fIL Imrlaria drink brine and fcast on sea slugs and worm*, A* such, the 
majority or Tabs Ian tan* Und them repulsive, unmatth. and grote*qi>e. 




100 



Chapter 3 



MANGAR corsair 

Manaar eorsolra are me Wt* vf </u' Fur .'-ii n/i. T?k.'ij rorigt'/or tu»d wfcif (n thrir SUJlflniooOig 
eomarfci, pnr^lr^J on other iwaju-ix. torfiirtng irfctCmj. (trvi ifihiArv} rhem of their valiuibU s. 



Homelind: The Mannar Isle*. 
Language: Sea Nomadic, Sign. 
Pfajalc*] Characteristics: 

5'8*-6*4\ 130-230+ lbs. Dark 
brown akin, shaved head, 
narrow eyes, sea dragon 
tattoos on cheat, amis*, and/or 
back, 

Atlributes: 

INTO PER + 1 

W1L0 CKA 2 

STR+2 DEX+1 
CON +2 SPO 0 

Hit PalaU: 14 



SJX-CW Abilities; Kane, 
8UHs: Secondary combat, pilot Icarmck}. Appraise 
Itcaiuir. w.ivl n . K niihlwijl (Skn W.-ier. Interrogate, 
[url inc. 

KqLUpment: IHrH boots, b lousy pantaloons, blouses for 
female*, brass uvnfaandfi earring, curved dagger*, Ska- 
Wacdlee with hide pouch, cuibu or scimitar. 
We alth: d 10 x 10 gold lumens In mixed coin*, gemsLunc*. 
And plunder. 

Hotepisylnj Hi'- MuiAVSjir vfcWUS cajtthraols, prone La 
vlulr urn and murder. They arc enamored of Ska-Wac, a 

danjfcTnii* #unc ployed with curved doners And dice. 
Mm (gar wllh less than the customary number uf (li it'.ci * 
are nol linaimnun, □ dircel coiiseqtlcilLT of poor Ski 

Woe play. The eonuiL™ have a great hatred for their rivals, 
die Sea Rogues afOwDln. 




HA Kll CANNIBAL 

No h'u cuv a spec*!* o/ dWiWtUfd Jha""' 
lnwtHVit+l ln'tilf)*, «4iJ»J»i tfw-y copi un- 



ci omtlsiid: Pana-Ku. 
Language: Chanan. 
Physical Characteristic*: £T- 

6*2". 160-200 Lbs. OLly, Indigo 
blue skin, yellow eyes, skull' 
like visage, serpentine Mil. 
hunched torso. 
Attributes; 
INT -2 PER 0 

W1L *2 CHA 4 

SIR +2 DEX +2 

CON +2 SPO 0 

Hit Paint*. 10 



NA-KU WITCHDOCTOR 



Ho let el sad: Pana-Ku. 
Language: Chanan. 
Physical Charact eristics fi' 

6 "2", 1GO-I 60 lbs. OJy, Indigo 
blue akin, yr How eyes, skull 
like Visage, serpentine bill, 
hunched torso. 
Attributes 



INT +1 
W1L +1 
STR +J 
CON +2 
Hit Points: 10 



PER+1 
CKA -4 
DEX +2 
SPO 0 



liunvtnaici, naij-tkmonj hxUgv-nouA to Ihf iMo/Yt a/ J'oraKu. They pfi-u 011 c4hi "' r 
and c*aJ oltW, ToliiidJlfan senators hcftrap thai the entire sptrtcji mou haw been 

ipawnrd by the Na-K.il King, a crtvttMjc* uAom many brikw ts an aneirnf «ea demon 

o/sovnf soft, 

Special Abilities - Tall may be used to jpusp- 
Skill*: Secondary combat, hunlrr/£alherer, stalking, 
lnifkUift. WLnjoulltuje. 

Equipment: Umvfolh of anbnol hide or sain (both 
male* and females], bow. quiver uf twelve venotnwood 
anrows r bone dagger or spear, pouch. 

Wealth: No nr. 

Rolcnlsyiag: SuperaUUous and Ignorant by nature, 
the NH'Kh are In auue nf rru'i^yr. Tliry revert dlelr 
horrlblc Kln^ as a fijd, and obey his decrees, and the 

cuiiuJJ.u*ds nf hi* wllfh doctors without question, 
fearing to do otherwise. Na-Ku are shunned by must 
LnicHJ^ent creatures, the majority or whom arc rcpcUod 
by demons of any sort. 




Na-Ku u4lehd0r&)ra ArUrtV AbtffWL Lard of f>m«Urtnd, They art as mn and spiritual 
oirH-u/f. s«-nv iJy Nu-Ku KOijj, <t hamblr and" obese 
rn-aturr rumorrd to be an artetef tf M drmOIL 
S}M:ci*l Abilltiei: uLiy be used to grasp. 
Skills; Seeondary magh: (Invocation, Witchcraft, and 

prlmlUvc tntl-iajitrotnt), rudunentary combat. 
E^uipenan t : Lolndolh of humanald skin (both males 
nod females). ncckUmr of bancs, ritual bone Rule and 
dm i ii M-mll uf h pells {am spell book, made of akin), 
bone dikftun. hhuu bo*, tjulvrr nf ten vrrtnmwnocl 
PLUMB. 

Wealth: d20 k 20 $alA lumens Ln Uilcllt black dia- 
monds. 

KokpUying," NH'Ku witchdoctors use fenr In rule like 
trlbeftliilk, and axe Ln lum ruled by tliclr trWII ftal"ft01tte 
Klnj(. wktom Uiey revere as a god. Sew No Ku (aru-uitai 
■mi .{.■ittdi. 




Archetypes 



101 



OCEANIAN SEA NOMAD 

The Sea Nomads air the Inhabitant* of the- floating city; of Oeconua, which ride* the uwXrn of the 
Ajncre Oo-arv Tnltsjnnlivi seholnrx noui heiiav that the Oceanians are descended Jrom refugees 
n''n> (led the conJinerif of Stmbar when It -tank during The Great Dtma&ter. kfoti Itoe Ml ObeortU* 
permanently, though a Jeuf of the Oceanian tribes continue topiy the open koj, aprruttnp am 
nomadic hunters and {fathcrrrs and trading with the folic of the floating city. 

SpceJsJ Abilities: Nor*. 

SUDk Primary rambol. plJnt fccaralun). huntcr/pitliernr 
[aquallc], plus one additional trade or craiL 

e<ml[roien.i: Sllver-laced vr»t of iridescent scales, 
loincloth cj f rainbow km hide, necklace of colored shells, 
lacquered lortnlse- shell "hkW. binwush helm, pouch, 
t*mc dagger, iliuipt-baw wtth quiver and two dozen quill 
boll*, barbed spear or banc sword, zarnlnn stood. 
Wealth dlO x 10 gold lumens In radiants (Oceanian 
currency made of km scales). 

Ratcplsyinf: The Oceanians ale a su pcf»tltk»UB folk who 

dare not §et foot upon solid land, fearing Ihmt to da h will 
activate a nine placed upon their people In undent limes 
by a terrible Witch rwuucd Jcicm. Consequently, they 

hnye adapted well to their wniery environs, and are e jwelli-rii mlfiuwr* nnd diver*. 



HgmcJrad: Oceanus.. 
Utnj'Okfc; Sea Nomad. 

I'hyidcsl Ch«J*X (eristics; 

5'-6\ 100-200 Jb*, dive 
green skin, sea green, hair. 
Attributes 



INTO 

wil+2 
STR+L 
CON +3 
Hit PclnU 



PER 0 
CHAO 
DEX *2 
SPD 0 



12 




PAKTILEN1AN SEA TRADER 



W 

In 

S3 
fa 

v 



j Tic' Jlnrlhenlani anr seafarers mho rang** the aaccmx o/ Arcruscus, seasoning for sunken 
treasure and valuable salvage. They arc ctoscd and sccrvllu? by nature, generaUy choosliV) to 
amid other _faUc Partheriirv\x nuiif sometime* be encountered on the high seas, sailing tn great 
trt/vmtn with proton faahbned In the Ukrncsses ofotoM klUi. On rare occation*, Pofthcntan 
ivxxcif have been known to stop to a port ctty tn order to purchase prtwtf tons and *fows. They 
never atat/ tang, and always pay In Qottt or itvcr (ngofs. 

Spedsl Abilities: Automaton; Immune Id poisons. 

d Iwrikse*, and magical Influence, night vision, brass 
skin provides 3 points -of armor. 

Skills: S* condury cumbaL, merchant, appraise slaves^ 

•pprsisc Lrcasurc, pilot (P*u-1iiei Jiui trtrtnic). 
EqulpvDcol. ShimnicrlnX yellow cloak, vest of balled 
sea dragon hide, fine mesh bronze breeches, lacquered 

Iran aim and wrist bra ecru, sebnunr, «ea cheat, 

LrldcnL 

WcsJlh: dZO k 100 gold lumens In 0v« pound lngols 
•Cored In sea chest, qt In coin* of various denomlnn- 

lluils. 

KokpUylag: Long Uwughl (a be a race of xtiiopl'iobcs. 
ihe ParthenJan* nre now known to be a vtulcty of 

advanced automaton that survived The Great Disaster. 



Homdui Parthenc. 


Lin^oi^e Arehaen (ancient 


:-;:>.;.ki-n fonn]. 




PbjsicaJ Cint net crLtt Its: 


G S--7", 180-220 Ebs. GkMfly 


bronjcc "skin - and 'hair." 


Attribute*: 




[NT +2 


PER +1 


W1L0 


CHAO 


STR+2 


L1EX0 


C0N*2 


SPD -2 


Hit PoloUr 14 





Who ereatod Ihe PsxthenlanB and tor what purpose reniuiri? u itiyatcty. l J utd)enkuis speak a 
lanjruajsr (hut some scholars believe l» an ancient form of the Archoen tongue. Their voice* 
have a metallic . resonant sound. Though they seldom cjchltrtl overlly hostile behavior. 
iVuHkcrJaris are not known tor pcrBonal wnrmlii; this Is not surprising, given llie fact that 

Ihey Are- Intelllgenl mechanltasi rather Ih&n living ctcflturc*. 
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P I IANT AS IAN ASTROMANCER 



PharUaxlan fulnmontm SfTuc aa odl^sorx and adrninialralan, ujsignbig i^iaiitajftan tlsvam 
TK-rerWiIrf to Ixirtouj locales, c?«Jring Up Oft Ltlbwilft^l moMHiaiW, tmmlbflH, nXV^Cl, 
owl an /wrh. Thoy nw JJ^T/- rjpiTtXw In astrology in rtetrrmine the mastjavambic flight schedules 
and routes Jar the Cranlo-iioni' ancimJ fieri of Windshlps, 

Special Abilities: Knne. 

Skill*: Primary mnjft r Castro rnaney], alchemical aklll of 
Alchemical Training, artificer or engineer fcrtndahlps, 

levlEullanals], pilot hvtnctahlp), and the tkiumaluj^c 
sklLLn of Essence Accumulator |uk only, not repair or 
cnrtalruetj. Derive Dream Essence, and Derive Distillation 

(intangible dtoUUnUona only). 

Equipment: Long rabe, conical cap, necklace at colored 
rrynLola, spelt book, acrau Wilh tkrce spells, oky chart 
(scroll with tvoiy case], pouch [mngtail pigment". Ink 
• ticks*, etc, I, 

Wealth- d2Q x 10 gold lumens Ln mbced coins. 
Roleptayinf : The PhantasLiru. arc tike ttcaocnttanta of tl>e 
ancient Arehaens, They live In (he lout n[ the sky riiiea, 

an archaic structure known u Cabal MogcUs that flouts 
high *bovt the laic of fhfuilaa. Once among the moat akllln] pmcttttoncni of magic, the 
Fhaniosiana have forgcjiten much of the Cabled knowledge possessed by Ihctr ancient ancestor*, 
There ka a aadnes* about these folk . whom many deem relic* of a forgotten era. 



Homeland: PhanUu. 
Language: High Tad talon. 
Pbyaleal {""har-act* riatlea: 

G'8--7V". 120-180 lbs. Pale 
skin, amber -colored hair, 
narrow build. 
Attributes 

IKT +3 PER +4 

W1L -3 CHA 0 

STRO DEXQ 
CON 0 SPD 0 

Hit Points: 12 



PHANTASIAN DREAM MERCHANT 



fhantmUux dream mrrchn/xls on* piavcifarz af '-mitt- cdehernk-a! goods and tnbsurcs. Tttey ram 
a meager living by jefJdng drrtim. essence, a ctt*f fy product tfcwrf fed too CXtTCUMQUnt by the* 

nxifortty cfTalis\ariUin pivfAcit. Dream mtrchrtnls can wme-tlmrs be #crn ■wUtlnp cktoss the 
sktra o/ Tnitslanto in thrtr archaic iitttrfch^pj. most o/ u-h{rh are womtwhni decrepit and in 
rtavd of repair. 

Special Abilities: [icir' i nugii: by *l£ht at a range of 
5 feet; require*, hill concentration and a roU versus 
PER * the level of the magic. 

Skllli: Sc-coiwLiiry ntaglt [a* Iron mncy and alchemy), 

pilot [wtrxiihJpl, and the Ihaumulurglc u kills of 

gsaence Accumulator (use only, not repair or van- 

nlruclj, Derive Dream EhjciioC. and DtrTtVO DtaUltntldn 

[Intangible distil la Dona only]. 

Equipment: leing Tnbc, ronlcnJ cup, necklace of 

co lured cryaUdo. spell book, sky chart [scroll with Ivory 
ease), 2d 4 amber crysi.il vu\* r>\ dream essence 
(various typen]. 

Wealth: tl 10 i2 gold lumens Ln mixed t-.-ln^ 

RaktpUyln g: See Phaniasfan ast/wvartccr. 



Homeland: Phtuitaa. 
Language; High TullsbJi. 
PhysJcaJ CbaxacUrUUc*: 

&S t -7H\ 1 2 0-1 SO Its Pale 
akin, anther- colored hair,, 
nairow build. 
AitT-ibmea- 



INT +2 

W1L-1 

strut 

CON 0 

Hit Polntat 12 



PER +4 
CKA0 
DEXO 
SIU o 



PIIANTASIAN CUARDIAN 



an i ■flit - n [SSilary order that has- protected the JUm jttrtrj 
Liru of Cabal Magicu&for Luitold porwrottotui. Moat oonllnuc to ww In t/iit ropoeitcr, rfuM&nri the 

drcttrp? tn Pho/Vtoa'* /ortUflpa hoa «irnfiefl«i same ta leaue the tsWid fri seanrh of ivark as 
rnercencirieB- 

Spcclal Abilities; Detect mogk by right at <• rnnge of 

5 feel: ihla requires full roncentnillon and a mil versus 

F'KH * the level or the magtc, 
Skill*; -Semn4.-i.ry «ombnt. rudimentary mnfllr 

l.-i/.trmrLLruiy), pllal |'Al[ul%hlp or wlndri'^cr). 

ctaiatpmaat' Cenmonlal aimer [partial plaid over 
padded ujvtergnrmenls. ceremonial longsword, ckuk. 
pack, scroti afapella fas spell book. In mctul cube]. 
Wealth: d 10 x S gold litmen*: half this If a mercenary. 
Re IcpUylaJ: Sh Phantnsinn aeirstnancer. 



Homeland: PhanLns, 
LajifiwCe: High TaJlstim, 
PhyalcaJ Characte list l«: 

&er-T> 1 60-200 lbs, Pale 
skill, amber-colored half, 
narrow build. 
Attribute*- 



1NT+1 
WILO 
STH +1 
CON+1 
Hit Point*: 12 



PER +2 
CHAO 
DEX+l 
SPDO 
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The Saiuta ojx inhabttanto of the island of PWu l ij Ji<fh L» ioeated en the Far Seas-. Many ant 

'tirnbcTB of a cut rxrvaivintf around fhr ujorsfi^p of Allot Grrjtie |i o/ ihc South Wind. Saudla arc 
J-V !r.i inw tubJ^s through subtle iwaru, surfi as their irrtrfiubrkal ungi and dams, but arv 

™»r c^Jbctasj tchrn uwfetns in conHft u'U/i oi/vn of their mew. Senators »sxl> bebrue that the 

SciLUlla are a species of the autan Arrtad, who originated fmm the cotltinrrH of Tcmcs ta but haw 



Homeland: Isje ■ ,f F oil in 
language: C ha nan. Sign. 
Physical C kiric teiis ties: 

5 4 4"-^ r 6O-140 Lbs. Albino, 
slightly builL plumes deco- 
i.itini; head and neck. 
At tributes: 



[NT +3 

Wll. 0 

STR-J 

CON -3 

Hit Point*: 12 



PER +2 
CHA+ft 
DEXO 
SPO 0 



Speclil Abilities: SL^Ilweavlng. 

S kills: Secondary iik~u{lc LspcUwEnvLn^, sonj^ dance. 

Equipment Coslume or colorful feathers, combs mode <»r 

Iridescent k« drng&n Kale* [both mule* *uid fcmak»], 

tun made urfcalheni-, 

Wealth: d6 x 3 fid Id lumens In pearls. 

ftoleplayllag: SuYYlki Lend LU ovoid aggrotakin, bill will 

uk their speltwenvlfig abilities tn defense of their 
settlements. They have long been victimized by the 
I mrLinii and Miknj^ir, who ravel Ihc aortic ■ lociktru> Snwttn 
US aaWBS Bad cOrlsarla. If token from their ancestral 
homeland, Swwila became even more passive and wfll 
ulmcfll never attempt la escape their captara. 



THAECIAN ENCaANTER/ENCHANTRESS 

if usnrtan enchanters and mchanJrrxJ.r* nrr frnatonedfbr th* making ofcJOXtr enchanted 
ttetna Milch at Thcirctan orbs. Moat are content to rrma.Cn an their home island afTnaecia, 

ihuugh a few aomrtimrj tmuft to distant lands tn search of experkrnces. 



Homeland ]"tv:iif' i <.:, 
Language; lilfth TaJlslan. 
Thaeclan. 

Physical Characteristics: 6"- 

6'6~, IO0- J GO lbs. Silvery 
skin, deep hlue hnlr, diatiiit: 
tlve features, slender phy- 
sique-. 
Attributes: 

INT +3 PER +3 

W1L -2 CHA 43 

STRO DEXO 
CON 0 Sf'D 0 

Hit Points: 10 



Special Abilities: Nunc. 
SklUi. I'Tlmary muglc [wizardry and enchantment], 
ArtlBcer, brcwer/vlriiner [Thaeclan nectar). 
Equipment: Diaphanous gossamer robes [both male 

and ferrule], gossamer pnr%c cuul nl muliler fxnii 
sUver-bound spell b(H>k. d4 uiiibeT^lu.^ viola [potions] 

and tphcrca [Thaeclan orb*}, flank of Thaeelan nectar. 
Wealth: d 20 x J 00 gold lumens In mixed coins and for 
gem* lone*. 

Roleplsying: Thac clans are devout pleasure-seekers 
who shun hard work In tavur of man: pleasant 
|Hii,rjrnr-> Ih- v ff fili«)»red ofitvi^rjc :tr--J iur puiVkd 
La Thaeclan nectar, a drink noted for II* exolje flitvnr 
and tjdululTtttlilg prtjpcrtles. 



Til LAS LAM PERFORMER 

ThiasianB ant renaumed AS petformers of exceptional skSl and can he found throughout much of 
thr Taltstanlan OonOncnL They apectalbaf in dance, acrobatic*, and Juggling, among other (atmts. 
The mqjorttu o/ThlaslBAS e¥leOUrkteWc( In TaUaAariin ate either staves or the desendanls of siawrs 

u'fio hone been taken from their home o n Bos Itit. 

SpccUI Abilities: None. 

Skills: Donee, acrobatics, phis any twa additional 

pcrfcrmoig talents and any three Ihlevtn^ toknia. 
Equipment: Cnstume oT colored -iiLkeloth plus any four of 
lite folia wing "prop*:" throwing knives. Juggler's pins, 
■nukeup klU sparc coatume of choice, thespton's nvnOt. 
k>ckplelDi. 

WeslLfa.- d ID x 4 gold lumens unless a slave; then, none. 
RolepUyiag: ThLaalona arc perhaps the moat colorful and 
esiTovertcd of ihe Tall* Ian tan races, reveling In song, 
dance, and nlcrryiriakLruf. They may sometimes be found 
In the company or fctodor musldsns and ouVr entertain' 
cru or In the homes of wealthy Tahslantuu. wtto favor 

TTiLuUns as consorts. 



Homeland: Eros Isle. 
Language: TailsLan. 
Physical Characteristics: 5'- 

6'. SO- 170 lbs. Vlokt sktn, 
black hair, lllheand slrntlrr 
physique, attractive, hard- 
#0tiK Tea lures. 
Attrfbxitesi: 



INTO 
■VII l 
STR+1 
CON0 
Hit Points: 12 



PER 0 
CHA +2 
□EX +5 
SPO +3 
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LIFE EXPECTANCY OF 
TALISLANTAN RACES 

The following chart flhim'.i the average lifrspan 
In Talis Ian La_n yeans of Die various huinanold n«t of 
Taliatanta. The four basic stage* or humanoid 
development, and the corresponding effect on at- 
tributes of each stage, are as follows: 

• Tooth: Halve Usied hit points and lake a -2 
penalty on all attributes until the character 
reaches the adult phase. If playing a pre -adult 
character, divide Ihe period of youth by four; 
increases In hit point* and attribute* can be 
tallied each quarter. Note that youth Fill charac- 
ters may not yet have acquired any skill*; 
alternatively, the j£,imnrui.i[cr may allow ywulhs 
to have zero-rated or even negative -rated skills, 
talents learned through (JmwrrvaUori and ImlLa- 
Uon but as yet not fully developed. 

• Adult: Hit points and attribute* are as Hated. 
Hie term "adult - la used here ta denote physical 
maturation, as opposed to social status, which Li 
subject to cultural mores and traditions. 



reduction for the attribute. Conversely, the 
gamemaster also rolls for Intelligence, will, 
perception, and charisma; a full success Indi- 
cates an increase of +| for the attribute being 
checked. 

* Venerable: Treat character* In this phase as 
per the latter category, only some physical 
decline la unavoidable. Subtract one point from 
strength, dexterity, constitution, and speed at the 
onset of this period. Roll again at Uie midpoint 
and in the last year Indicated (before the figures 
listed In parentheses: see chart) to determine it 
further physical decline occurs. At both junc- 
tures, the gamemasler rolls to see if the 
character's Intelligence, will, perception, and 
charisma Increase by +1. Nate that In this 
Instance. JaSutv indicates a * 1 reduction In these 
attributes due to advanced age. possible senility, 
gradual decrease In sensory abilities, and so 
forth. 

Once past the years allotted outside of the 
parentheses, the character risk* dying of okl age. The 
CM may secretly roll the dice Indicated In the paren- 
l]\r-;r.-i to see ho* many years the charai I,m w||| 
continue to live. 



• Uddlc-Aged: Middle age represents a period of 
CruUiiid physical decline thai may If w-jnrx-rrd 
by the acquisition of wisdom and experience. In 
game terms, the gamemaster makes an 
unmodified roll on die Action Table at the onset 
of this period, and once again at the midpoint, for 
the following attributes: strength, dexterity, 
constitution, and speed. Failure Indicates a -J 



Note: Players may determine Hie age al which 
their characters will begin play m the campaign. If 
the gamemaster and players are experienced fantasy 
gamers, characters do not necessarily have In begin 
play at the first level or ability. Should the group 
desire to do so, the gamemaster may elect l« run a 
i-.iMipalgn wilh Intermediate or higher-level charac- 
(rrs, 
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LIFESPAN CHART: TALISLANTAN RACES 





Trjcith 


Adult 


Aeriad 


l- 


II 


12-33 


Al: -.- . 


1-9 


10-30 


Aroq 


1-3 


.1-19 


Artonc 


I- 


13 




Ucastmeu 


l- 


1 1 


12-25 


Bodor 


1- 


39 


20-50 


CaJJldlnn 


I- 


30 


21-55 


i li.ma 


1- 


13 


L3-35 


HancJck 


1- 


19 


20-40 


[),-,? rJLiu'. 


i-e 


7 22 


Dmhk 


l- 


13 


14-2B 


Pcmui 


1-4 


5-14 


Giw-jinrkln 


1-4 


5-60 


GiHirl 


1-10 


11-25 


Green Men 


3-3 


4-6 




1- 


30 


13 -35 


Iturjkiii 


1-5 


8-215 


Itiirtwn 


1-B 


9-24 


i»pualiina 


1- 


20 


23-39 


JIM 


1- 


J 1 


L J.— O-J 


■JiMngpran 


1- 


39 


20-30 




l- 


13 


14-4& 


KliarnJihj»ri 


1-9 


10-24 


Muiini 


1- 


13 


13-00 


Men* 


]- 


37 


18-40 


Mtrln 


I- 


13 


14-40 



Middle 
Afed 

34-60 
31-40 
20-24 

50- 79 

2fi :«> 

51- 75 

56-76 

30-45 
41-60 
23-30 

30- 49 

15-25 

55-100 

26-99 

7-9 

36-45 

25-40 

40- 64 

36-60 

31- 50 

46-54 

'jri-:i-q 
31-40 

41- es, 

41-75 



Venerable 

51-«5<*3d2U) 
4 1-55 |*24tij 
26-30 |+d ti) 

80-100 [+4dl0] 

40- 50 1*d0| 
76-100 1+466] 

76-190 [+4d 10} 

46-60 |+3dSJ 
61-78 (td 10) 
S|-37(#dlB| 

50- 6O(4dl0] 

26-35 l+d8) 
101-150 (+5d 10) 
101-165 (*6d20) 
10-13 

46-55 (+d 20) 
35-40 (+ IdIO) 

41- 65Odl0t 

35- 65 M 10) 
6 3 -HO f*d20} 

51- 75 (td 10) 

55-60 4+d 10} 

36- 45 {*d 5) 
4l-50(«d20) 
66-HO f>2d2Q) 
76-95 (+3d20] 



Race 


Yuuth 


rt<1uH 


■laaM- 


Venerable 


MogTOtll 


1- 


29 


30-79 


ft0-l L9 


120- LG0 |*3ctl0] 


Mnruid 


1-3 


4-35 


26-30 


3 3 -36 [+J6] 


Mundre Khan 


I- 


14 


15-29 


30-40 


41-50 f+dl2) 


Mud People 


1- 


17 


16-28 


29-39 


40-50 (+2d 1 0} 


Mum 


1-49 


50-75 


76-96 


96-125 (+2dUJ} 


N.Lf.l J 


1- 


IS 


16-49 


50-69 


70-90 Mso) 


N«vKm 


1- 


10 


1 1-35 


26-35 


36-45 [+d 10) 


Or |(civki» 


1- 


12 


13-36 


37-S5 


56-75 (+2*3) 


Ptuuitiulnn 


1- 


17 


16-40 


41-75 


76-120 |+d20) 


Kujun 


1* 


13 


33-35 


36-55 


56-75 [+2d 20) 


ftaairdrm 


1- 


la 


14-40 


41-75 


76-120 (+d2Q) 


-Snuran 


1-5 


6-24 


25-39 


40-60 (*d2D) 


Snudloi 


1-20 


21-45 


46-76 


75-100 I+2J20) 


3 hod Inn 


1- 


14 


1 5 ifi 


36-46 


46-55 MID) 


Suutuiuil 


1- 


39 


20-39 


40-59 


GO fWJ [«32t}) 


5Uyx 


1- 


9 


10-19 


20-39 


40-65 [+J20) 


5urtra 


1- 


24 


25-35 


36-49 


50-70 [+2d20) 


Thrall 


1- 


7 


8-26 


29-49 


5O-60 (w320) 


Ur 


1- 


19 


20-39 


40-60 




Vajm 


1-39 


40-70 


71-99 


100-180 [+2d20} 


Vird 


1- 


ia 


14-36 


37-56 


57-HMD (*2d20) 


Juunhrmn 


1- 


14 


15-49 


50-69 


90-130 |+d20) 


YtHUl 


1- 


la 


11-40 


41-75 


76-&0 (*2dl3| 


Yrmaiuan 


1- 


15 


16-35 


26-35 


36-50 (+d(0) 




i- 


15 


16-30 


39-63 


64-76 [>2d20| 


u 


l- 


13 


13-30 


31-4S 


46-SO (»3d20> 



COMMENTS 

"In T*l'«l*ntjin terra, the rm of "Men" are now conarfcrrd Id 
Enrludc the Aamanlana, ftjlmlieii, Kunuu, CynullUuMi, paiiuvuu^a, 
Dhuna, Djallr, DntHlHi, FhtmL Gjk>, lUdJtkk Kaaailraria, 
Utnhhm. M-»nj<an. Maruluuuk. OnmUn, Phareslana, &uiu>, 
Kahaatrmna, S*rt*l* r Tuuslaiut. ThaeclAita, Thtaauuia, Xanadaauum, 
and Zandtr. Of thcae, Ltie kir^(ut ttvol mfc 0*c l>tmrM [+6 ycaja). 
Kaantrana <« lDycan], aliin4uUm. mrvl XanHdw4nnB ttnlb +10 
ir*»r»*- The alMtlal Hrol arc the unJ«ealr>y fluan (-20 ynnl, Ute 
drtM-rhtdcn Parmd \- 1 Oyeara] anl the tUdjlii |<9yan|, 

• A/lnnc (THihc « dlntlnc^kin bctwren priyalcnl ajte and "*ptrt lnnJ aae,' 
whkh they den»e by the tiLiaiher d \cvwmU<M*» that a K)ven arurli 
haa 1^ -i h- !kn>iu{h S|iinrii i*hi* hiwc cipcrlcrtcTd vrven or mtwr 
hncarnaltona arc decawd "Vrtae* or Venerahle' by the Artane: all 
ntficn are alill ccbialdtrwl ^iiLiiifl." 

• Ajuq are Hmma hyhrtda jteneueAlr/ uiujuwiuiked la mature 
quickly. Or* r lnryunJ ib«- wd]|< «tjufc, Araq ik-^rnrratr npkdry, 

• beaalraen arc » rM<^V(rd rACrr, (atrty dwrl Itvrd tuvj vuKri'ttUc Co 
djacafc. once paat Uw nrlull -'-jf female of the ipeclEB 

< I- rr-11 ■■ i.l) igvi. lilrlll til t*n lllln.nl a H "jiiijri " .k» nuiriy li» hi»l( Hif 

Ihear rn™y lr .irformnd w rUlHwn. 

• Ghana are ahonbved, prUnartly M • vttuk at lh* fWMil ahuae (if 
keah. a pMcrrt raWe^te, 

• Ehrhlmg )«un| art bom wuhoul eye*, with kccni oprjeal nerves 
rypfa^Jry ckvtkrdra; by the end of Ihetr aUth year. 

- Unomekui aiarurc ewly, tti)oy ■ lural prrml of whilthnnd. mm I arc 
MOnd ihr Im^cil-llvni of the TallaUntan mn, 

■ The Gryph'» high BTet«bi><lnn 1a bcllcwd to rancrtbule Id (he 
rrl.iin.Tl>' ahort Meanan or theae uun bflrirf. . 

• Iinrlmia h .n h Irorn cflfti. and apend their youth aa watcr lHTUIlisi'm 
'nevrta.' Lm^ capable aTbreathlriH oiil i>f wa,ler dewlnfi by ihe tmt 
uftlir euhkhye«r. 

th,\n |Jilr-r» in I Kr-lr 
hfrllmr». and aim Dal alwayi five birth to turlna. 

• Cht aveea^. the rUfafun Hec rcULlvcly ahori lrvr». due primarily (r> 
ihc Knnhhlpa Lhal they arc (breed to endure. 



* The '■nvllkt Hunt are imt productive durtruf the fairly kc^C period 

..! ,ul >il 1> ' *h ll U V. | li-.il fnl mi : .i:- : i • "I 1 1 It I .1 r I r ^,. L , | I l-.rl I 

phy»k>al pcl«nt, h*i«*tWT. mr*< ImmtC drpreaped, oTlcn taalnjt 111 
and drlrnC wllhln }u»( a lew yean' lime. 

• The M»nr»'* «li<iri Ulr>iiii» k dlreclly allrltiulablc to the phyatcal 
•irew Inhercnl In the pncttcT of ahapechanR^vg. 

r Mogratli are eapertally long bved, a rmrulirliM! .iiiiili.tiril tn ihr ilm 
flietahnoam »r theae anl , •luiJhDkr «-rra«rurc», 

» Ihr Mud fTi.jilf hAtfh frnm *-%fi* rhn> nprml Ihe ftfat aeve*vWon 

jriiia-il l:lr ^si Irn^*. rnnd ilwrllli^j TJir r-i| i| f irn Jir>' nil 

n]rpenrj«v|r> rleveicp nan thereafter, llaog with rudimentary huu^. 

» M<prj rrmnjn in ihe yijuth auMje for afaaoat Vfy yean before 
attaln'.iu: ;-■', -" il nmturlty. 

* DenpMc appHfanHa, the Itafa. arc a robual and hearty folk who 
generally lead a long and praducllve adult life, 

' fartherdana are automaton*, nine) jut therefore rtOt ■ubjKt to the 
nurrciAl ]mnT« Slnrr thty hmre nirvWnl uncharifjrd alnce 

beFcire the Great Dmaaler, Talavlanljm arhalnra ukuim that the 
meehanlanii cf whlfh ihfy «re nvack- ran n*t InoVflnlirry. 

• Saurana hatch front cjfEv dewhipuv).fro<n quadntpe<ukl 'hatch. 
IttVP' t" bipedal aduha within flve yewt, 

■ U iv| jrAiiH ir-rxMire orer therr itf. tall al hlrth, .u>.l hj«'e ifcin hi 
thki aa to he neorh' InurtatueArM , With the ejqeerrtlnn of newborn 
KjuimtranB! who arc aa ahrrrded and ■rrtnUed aa their parenta, 
Suwiaran aiTanta are arnukbhr umii«| ihe leiui aiim rlw Iwtrlrs ai 

wiry hirm«iK>H epedeav 

» the thnla are a raee bred for battle, maflirliuj if ucltly and hnvlnS 
n pmrurbVc adullhond. but naj^nK aoon aflleiwitrui. 

■ Uajea «pe>wl iheV ynuOvt hlbcttialiruj In PubterrBiican bumnr*. 
awflkenlncj aa tnalure adults 

* The ahod Hie expectancy prYmuuiian wltdmen and wtldwcmen la 
attrlbuifd la their ritual uutfaiLin uf ■kuLk^ji. m vlnilrnlly tuorte 
vnrlriy i ! in nihil ii'ii ru,i|'.r in Vmnnl ^ 

• Ueaplle ouhvard almlLuiiln. JUml . ■ i ■ « 

ail mi nS m 1 jy ilirlf i>nJ.iHTtrnwlv UmU. \l1myi*n* . 
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Chapter 3 




4 

Skills 



The difference between Man and 
Beast (s the difference between 
training and instinct " 

— The noied naturallsi 
Thystram 

1/ we must, we stand and die. But 
we shall take many of them with 
us." 

— The Tli ml I commander 
Annar at the first Siege or 
Ikarlhls 



Ttvto chapter describes the various skill* that ch ureters may have Rules for 
-skills. are given in t:liiiplrr Juvj. Mh^ic .skills juuI s^-ils iU r described sepa 
rately In Chapter Five, 



Combat Skills 

Unless slated otherwise, the attribute modifier 
for all combat skills is dexterity rating. 

Archery 

Proficiency wlLh one missile weapon, such as a 
bow or crossbow, In addition to using thu skill level 
for your combat rating when using this weapon, you 
suffer a range penalty or only •] per 20 feet from the 
target rather than the usual - 1 per 10 feeL 

Cost to acquire: 2 months 114 weeks} plus 20 XP. 

Artmite Knife-Fighting 

Proficiency In the ArlmJte style of combit using 
une or more throwing knives. Techniques Include 
knife- throwing, double krtJfe-lhrow (roll for each knife 
With no penalty for double attacks), and Lhroat- 
» lilting (effecUve only from behind versus an unwary 
opponent; base- damage Is double Ihe weapon's 
normal plus any magical or STR bonuses as appli- 
cable). Use this skill level for your CR when perform- 
ing any Of these maneuvers. 

Cost to acquire: 3 months 121 weeks) plus 10 XP. 

Combat, Primary 

A basic ability to use use weapons to harm 
others and to keep from getting hurt. With primary 
combat you begin the game proficient in five weapons 



plus unarmed fighting (kicks, punches, head bull*, 
and so forth, which do one point or damage plus STR 
on a successful hit}. Your skill level with tins skill Is 
your basic combat rating IBCRJ. If you use any 
weapon other than those with which you are profi- 
cient, you still receive your BCR bonus, but you roll 
only a dIO Instead of a d20 when rolling to hit; I his Is 
the standard non-proflclenry pcnulty. Ifymi rn clvr 
training to learn how to use a new weapon, you can 
then use that weapon at ihe level of your SCR, In 
addition, you can concentrate In a specific weapon, 
giving It a combat eating above your BC R, 

Coat to acquire; Not applicable; it Is Impossible to 
acquire primary combat If Ihe character arche- 
type does not have It. 

Combat, Rudimentary 

Represents familiarity with one weapon an J 
unarmed combat. Unlike other skills, your skill with 
rudlmmiary rninbal does nol linprov.- ad v-nr livid 
Improves, 

Cost to acquirer Mot applicable; It Is Impossible to 
acquire rudimentary combat If the character 
archetype does not have It. 

Combat, Secondary 

Like primary combnL except that you are 
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proficient. In only two weapons plus unarmed fight' 
In I 1 . Also, you only advance with this skill upon 
achieving even-numbered levels [2, 4, 6. etc.). 

Cost to acquire: Not applicable; It la Impossible to 
acquire secondary combat 11" the r luirrntrr 
archetype does not have It, 

Command 

The ability to organize, coordinate, and direct 
Croups of trained comhti Lints. You Kin personally 
command up to 10 combatants or one lower- level 
sub- commander per level or ability. Each sub- 
commander may In turn direct 1 0 combatants or one 
.subordinate per level, thereby establishing a hierar- 
chy of command, 

Cost to acquire: 2 months {14 weeks) plus 15 XI 1 . 

Attribute modifier: CHA. 

Kanquan 

Proficiency In the vicious Kang style of weapon- 
less combat. All Kang warriors, warrior- priests* and 
trackers arc taught this ability from Ihclr Urn I <by; <>l 
sentience, Basic moves Include hand thrust, kick 
double leaping kick (employed versus two opponents 
at close ranjle. Willi no penally for two attacks}, head 
bull, throw, and Various disabling blows. Kanquan 
emphasizes offense and attack at the expense of 
defense. Kanquan allows the specialist to achieve 
more lethal results with band- In-hand combaL This 
results In the following modifiers to the action table: 

* Partial Success: Opponent receives normal 
damage. 

« Stux-4'.Kx: Oji] kii i i n t reielves full normal damage, 
and must save versus CON or be stunned Tor ld4 
rounds.. Subtract the attacker's STR from the 
CON roll, 

• Critical Success. Opponent lakes double normal 
damage, and must save versus CON or be 
stunned far ld4 rounds. Subtract tlie attacker's 
STR ♦ level at Kanquan from the CON roll. 

Note: While you are utilizing the Kanquan style 
of combat, attackers receive +2 to hit you r 
character. 

Coat to acquire: 4 months (28 weeks) plus 15 
XP- 



Mand aquan 

Proficiency In the Mandalan art of weaponless 
defensive combat. The basic principle of Mantle |u.m 
Is passive resistance— in effect, turning the 
opponent's offensive energy back upon hLxn or her, 
and avoiding harm by dodging or eluding attacks. 
M;vidaquan can be used to evade almost any form of 
attack, Including magical bolls, but cannot be used 
for offensive purposes. The art of Mandaquan 
Includes the use of special defensive moves that are 
able to disarm opponents, Incapacitate them peace- 
fully, or render them unconscious. 



Mandaquan can only be used In response to an 
attack. As a Mandaquan fighter, you make your 
'attack* roll slmulUueounly with your attacker, using 
your Mandaquan skill level for your CR If the 
attacker beats you, he or she Infill tA damage \«-t 
the normal combat mlea. IT the rolls result In a Ue. 
neither combatant has any efTect on the other. If you 
win. you can perform one of several moves, depend- 
ing on the level of success you have rolled on the 
AcUon Table. 

■ Partial Success: You can inflict damage by 
wrenching, twisting, or striking the attacker. 
Damage equals IdG plus the STR or the attacker. 

* Fulf Success: You ran either indict damage as 
with a partial success or disarm the opponent. 

* Ordeal Suec&ss. Von rati Lu flirt damage, disarm 
the opponent, or restrain the opponent with an 
arm lock or other type of pin. 

You Can also use Mandaquan to grapple and 
restrain an opponent as described in the "Rules for 
Combat' section, but using your Mandaquan skill 
level in place of CR 

Coat to acquire: 1 year (49 weeks) plus 1 5 XP, 

Mau need combat 

The ability to fight from the back of a steed or 
mount. When fighting while mounted, your effective 
CK Is limited In your skill with mounted combat. A 
character with a CR of +8 and a mounted combat 
raUng of +5, for instance, would only fight with a +5 
CR while mounted, Having a mounted combat skill 
level higher than your CR does not improve your CR 
even when mounted, Characters wlthmit this skill 
must roll d 1 0 Instead ofd20 when fighting mounted. 
You must have Ride to acquire mounted combaL 

Cost to acquire: 2 months [14 weeks) plus 10 XP, 

Swordsmanship 

Tills swashbuckling style of combat was first 
made popular by the ancient Phaedrans and later 
adapted by the Zandir. This skill places a premium 
on flamboyant attacks and flourishes, using either a 
dueling sword or saber. Use level or swordsmanship 
as your CRwhen fighting with either of these weap- 
ons, 

As a specialist in swordsmanship, you can use 
your skill either offensively or defensively. 

Offensively, your speed and skill allow you to 
make multiple attacks wllh only a -3 penalty per 
extra attack rather than -5. For example, a character 
with a + 1 2 swordsmanship could strike three times 
In a round at +6. A character with an ordinary 
combat skill of * 12 would take a - 1 0 penally for the 
Mine iruuieuver. making each attack at *-2. 

Defensively, you can both parry one attack and 
make an attack In the same round, When attacked, 
you roll as u* to hit, and you successfully parry the 
incoming a nark if your roll at least equals your 
attacker's. Unlike a character with a standard 
combat skill, you may also strike normally in the 
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sunt round. If you try to parry more than one Attack 
in a round, you take only a -3 penalty for each extra 
opponent you attempt to parry, 

You cannot make multiple attacks and pany in 
the tame round. 

Coat to acquire: 1 year (49 weeks! and 1 5 XP. 

Tazian Combat 

Proficiency In the Thrall art of hand-to-hand 
combat, a complex mixture or flghUng styles using, 
the garde, a type of parry/ at tack armor that extends 
from shoulder to wrist. Maneuvers available Include 
the following: 

• Qudt parry: I.Ike a standard parry as de- 
scribed in the combat rules, but If you successfully 
parry with a crlUcal success, the attacker Is also 
disarmed. 

• Garde smash: Standard nluirk with llir 
garde, which does d6 damage, 

• Body slam: Instead of doing damage, this 
attack stuns the target. The attack rail Is made 
normally, but the defender must make a CON roll 
that aI Ir.Lsl matches Uie attack roll or be stunned for 
ld4 rounds. The main disadvantage to this attack 
maneuver b that the target may strike you first, and 
If the target scores a critical hjl on you, he or she 
does triple d.nniige Instead of double, since you have 
effectively thrown yourself on the target's weapon. 
The body slam Is Ineffective on anyone who weighs at 
least 10% more lhan you. 

•Grapple: Instead of doing damage, this atLirk 
hi] mobilizes an opponent The attack roll Is made 
n»mi;uiy, and the target may re* lit wflh a DEX roil. 
If the attack roll succeeds and beat* the target's DEX 
roll, you have the target In a pin, lock, or hold. Each 
round thereafter, you can do your STR In damage, or 
you can just hold the character. The held character 
can try to escape each round by making a STR roll 
that beaui your STR mil, 

Individuals with a strength rating lower than +3 
and a body weight less lhan 150 lbs. cam to I I earn 
Tazian combaL 

Cost to acquire: 3 months [2 1 weeks) plus 1 5 XP. 

Common Skills 

Common skills are those abilities that arc 
generally unrelated to specific professions. Do not 
confuse these skills with trades and crafts that may 
seem similar at first. A good haggler, for example, Is 
not automatically a good merchant. The skill of 
Haggling represents your ability to dicker over a 
price, while the skill of Merchant includes knowledge 
of tariff*, taxes, licenses, dealers, retailers, market- 
ing, seasonal changes in supply and demand, and 
more 

Every character must have a customs skill 
representing his or her background. 

Cost to acquire (unless otherwise specified): 2 
weeks of study and 1 0 XP. 



Barter 

Trading goods and services without recourse to 
standard currency. 

Attribute modifier CHA. 

Customs, Nomadic 

Knowledge of a wandering, nomadic lifestyle, 
whether In a group or alone. Includes knowing how 
to pack animals to distribute weight properly, how to 
seem un threatening when entering a new ana, how 
to find shelter In an unfriendly city, how to find 
people who will deal with you. how to find water or 
other useful geographical features when wandering 
without a m»p. and so forth. Select one area with 
which you .<rr familiar; when using this skill In other 
areas, roll dIO instead of ettO. This skill is common 
:uimjigsartata gypsies. Pnareslan pedd ler*. outcasts, 
and wandering mtsfits. 

Attribute modifier INT. 

Cost to acquire: Can only be acquired by spend - 
Lng a year in the nomadic lifestyle and expending 
I0XP, 

Customs, Rural 

Knowledge of life In the countryside, Including 
guessing the lay of the land and knowing who I crop* 
are ready Sot harvest at what time, what animals are 
most useful for food, how to get along Will) rural folk, 
how rural holidays are celebrated, how to find places 
In Slay, and SO forth. Chose a specific land whrow 
people you know best hi other lands, you must nil 
dlo instead of d20 with this skill to represent your 
Lick or familiarity with foreign customs. This skill la 
common among Aertad and Muses. 
Attribute modifier [NT. 

Cost to acquire: Can only be acquired by spend- 
ing a year In the rural lifestyle and expending 10 

XP, 

Customs, Tribal 

Knowledge oflife In a primitive tribe. Including 
how to bent tribal leaders and witch doctors with 
proper respect, how to share and eat food according 
to accepted customs, how to elicit hospitality, and so 
forth. Select one kind of tribe wl1h which you -ire 
familiar. When using this skill in other tribes, roll 
d 1 0 Instead of (120. This skill Is common among 
Jhaiigarans, Ur clanmembers. and Sub-Men. 
Attribute modifier INT, 

Cost to acquire Can only be acquired by spend- 
ing a year in the tribal lifestyle and expending 10 

XP. 

Customs, Urban 

Knowledge of how cities work, how they are laid 
out, where to find the best lodging, how to find your 
way through the streets, how to recognize authorities 
and important people, how to find the shadier parts 
of town, and so forth. On a mere mundane level, this 
skill includes knowledge or leases, rent, tax, llllerlng 
ordinances and other things peculiar to urban life. 
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Riding an Equa 



Choose one type of city when you choose this skill, 
such as the city ofCyauU or Slndaran clues. When 
using the skill In other kinds of cities, roll d 10 
Instead of d20 to represent your kick of proficiency 
with foreign customs. This skill is common among 
i\'jiirillans raid Zandlr 

Attribute modifier: INT. 

Cftst to acquire; Can only be acquired by spend- 
ing a year In the urban lifestyle and expending 10 
XR 

Fashion 

Indicates familiarity wiUb a type of fashion. 
Including the ability to dress stylishly, use makeup 
correctly, and keep up with the latest trends and 
styles. Use your Fashion skill rather than your 
simple cha when rolling Tor reaction from those of 
similar cultures. 

Attribute modifier: CKA. 

Haggis 

Arguing over ■ price, IT two people baggie, 
resolve as an opposed action. Assume thai you must 
still buy the items listed In the equipment section for 
full price, and may only use the Haggle skill when it 
Is actually r displayed as part or an adventure. 
Attribute modifier CHA. 



Ride 

kldlnfi rmr type of tiding beat. shHi :tx jiii rtms 
or strider. This skill does not give you the ability to 
ffcghi while mounted, which Is covered under the 
combat skill of Mounted Combat When riding a 
creature other than the one you chose, roll dio 
Instead or d20. 

Attribute modifier DEX. 

Swim 

Slaying afloat and getting front place to place In 
the water. Al skill levels of +5 or greater, the swim- 
mer can attempt to do Ufesaving techniques. 
Attribute modifier. DEX. 

Language Skills 

The following Is a list of the major languages 
spoken by the peoples of Tallslaiita and the Unknown 
Lands, The ottrtbjtk* modifier for all language -i. 
InlrllUnnr. 

Cost lo acquire: 2 months (14 weeks] plus 10 
XI'. Nitlr thil while tn tensive, guided study Is the 
only way lo learn a foreign language tills quickly, It Is 
possible to learn without a teacher In double Uie 
amount of time IT you Immerse yourself In the 
language. 

Common Ta tislan 

Common Talislan to the tongue spoken 
throughout much of Tails Ian ta, with the exception or 
the eastern coastal Jungles. Yrtllnnla. .'«rtd the Hujiti 
Empire. Its use marks you a? a person or low to 
average social standing, and so It is shunned by most 
nobles. Intellectuals, bureaucrats, and scholars. 

lA.mipIr nf C niori Talislan speech; _ 1 ain't 

gonna pay you no 5 silvers for this hunk o'junk." 

High Talislan 

Essentially i l MKiir ehUindeond flowtry Version 
of Common Talislan, High Talislan is employed 
throughout most of Uie continent. Its use marks you 
as a person Of high social standing, good education, 
or extreme Snobbishness, 

Speakers of Common Talislan and High Talislan 
can usually but not always understand each other. 
Nevertheless, these dialects are treated n* sepanit<- 
languages because H |s virtually Impossible to speak 
the version with which you are not famlllnr without 
arduous training and practice. When speakers of 
Common Talislan attempt to effect High Talislan 
without the proper training, the result to quite 
humorous, as is the reverse phenomenon. 

Example of High Talislan speech: "I sense a 
serious disparity between thil item's Intrinsic value 
and the remuneration you request," 

Archaen 

The wrltirn language employed by mostTalJs- 
fauitan magicians lo record their spells and enchant- 
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Nomadic 

This simple yet 
elegant tongue Is spoken by 
the DJafllr tribes, most, of 
whom speak Tullslan as 
well. It Is also employed by 
the Dracorlans of 
Caran theum, since Hie 
Wrlttrn ftiriH "f ttairMflU: ;r, 

especially concise and easy 
to learn. 

jVortltfori 

Ncrthrcn Is the 
language of the Ur clans of 
Drag. The race of 
Darkling* speaks a tangled 
dialect of Ncrthron, as do 
the Slryx. 

Phaedrun 

Technically a "dead* 
LuiUiiiiUr. Ihr cytiijikx 
1'hardran tongue Is prima- 
rily employed In Its written 
form only. It I* still In wide 
use among western schol- 
ars, who value tradition 
aljore practicality, 



menia, Archaen dates back to the Forgotten Age, 
Many of i he okl>yl known jirrolls and stone tablets 
were written In Hi Is highly complex language, which 
is no longer employed except as pertains to the 
casting of spells. 

Hodorian 

Bodortan Is a complex language without words 
or letters; musical notes and rhythms are exclusively 
used to convey meaning. Bodor musical troupes 
employ this Language, which I* greatly admired by 
the Muses and Thaeclana. 

Chanan 

Chan an la the main language of the eastern 
coastal people; different dialects are spoken by the 
Ghana wiichfolk, Maura. Mondrc Khan, Nagra, 
Baireans. and Sawlta. There is a runic version of UhLs 
tongue, but it is very rudimentary. 

Elder Tongue 

The ancient language of the Artane peoples, the 
Elder Tongue la also spoken by certain witches and 
w.it kn k.s. mh Ii the Dhuna. Its written form Is 
often employed as a magical script by many types of 
spellcasters. The Mlrln ofL'Kaan speak a derivative 
of tills tongue. 



Quan 

Stolen In large part 
from the ancient Mnzctak tongue. Quan was the 
official language of Lhe Quan Empire. The Vajra, 
Sunra, Mandalans, Ispaslans. and Kang each have 
tlvelr own Individual languages, but since the over- 
throw of the Quan by the Kang, Kang law states Uial 
ocdy Kang may be taught in public places and 
insutuUona of learning in the empire. The original 
Quan language's written form Is employed exclusively 
by eastern scholars. Including the Chroniclers of 

Nardil; l.i. 

Racial Tongues 

The TaLbdantan races that are known to have 
their own distinct languages include the Ahazu, Mud 
People, Muses (Sylvan), Saurans. Gryphs (Avian), and 
Green Men (the 'secret language" of plants). 

Rajanin 

A hamh tongue derived from the ancient 
Unijiingrt *Jf dkr M.i/.a:iks. K.iJ:irtlii Is employed 
primarily by the various tribes inhabiting Kajanlstan, 
A maddeningly complex written fprm of Rajanin was 
later developed by the Raja n a, 
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Sa risa 

The muitltayered language of the wandering 
Crista peoples. Sarlsa I* rtch In colorful adjectives, 
especially those of a disparaging nature. By means or 
various alight gesture* and signals. It Is possible lo 
convey secret meanings such as: "Believe nothing of 
what this one saysr "We must speak privately.* and 
so forth. No SarLsLi would ever leach the hidden 
meaning of (his tongue to an outsider. 

Sea Nomad 

Tills tongue Is employed, with slight variations, 
hy the folk of Oceanus. the Sea Rogues of GaO-Dln. 
and the Mangar corsair clans. 

Sign 

Sign Is a 'universal' Language of hand gesture* 
employed by most of Ihc primitive tribes of Talislan ta. 
The WJldmen orVrmanla use sign exclusively, though 
they a« known lo punctuate their conversations with 
a variety of weird howls, yelps, and bloodcurdling 
screams. The Black Savants of Nr fortius employ a 
complex and arcane version of sign, which Is In very 
fe w ways similar to the common version. The race or 
Monads likewise utilizes a unique variation or this 
form of nonverbal communication, 

Thaecian 

The romantic language of IheThaecLans. this 
elegant tongue Is much favored by poets, writers, and 
musicians. The Thaecians employ It as an adjunct Lo 



High Talislan. which la spoken as their common 
tongue. 

Xambrian 

An ancient variant or the Archaen tongue. 
Xambrian Is used only among XunhrUin wizard 
hunters, a Chaotic folk native to the WUdertands of 
Zinui, Xambrian is considered a "near-dead" lan- 
guage by the other peoples of Talislan la due lo the 
vtalcvH lifestyle or the few remaining Xambrian*. 

Performing Talents 

Performing talents represent skills used to 
entertain, especially a* a way to make a living. 

Cost lo acquire (unles* otherwise specified]: one 
month (7 weeks) of study and 10 XP. 

Acrobatics 

The ability to perform iiiohI types ol niTob.ini- 
maneuvers. Including tightrope walking, tumbling, 
leaping vaulting. Juggling, brcakfaMlMc; HV.IIlng up to 
20 feel without taking damage), and scaling walls. 

Basic training In this field includes group 
actions such as pyramids, flinging or other people 
Into the air, and interactive juggling. 
Cost to acquire: 1 year and 1 0 XP. 
Attribute modifier DEX 

Acting 

Individuals with this talent will be able to 
perform any of the skill* normally associated with 
thesplans. such as engaging an audience's nuenlion. 
memorizing lines, conveying a range of emotions. 
Impersonating other individuals or character types, 
and so on. Acting Is one of the moat difficult skills 
practiced In Tallslanta. Acquiring the skill requires 
two years of slavish rehearsals and tm I nlng sessions 
m the tutelage of the most demanding and tempera- 
mental masters or the art. 

Cost to acquire: 2 years plus 30 XP. 

Attribute modifier CHA. 

Art 

In Tallslanta, visual art Is considered one of the 
performing arts. This skill represents the ability to 
produce aesthetic creations of a visual nature, such 
as paintings, tapestries, mosaics, sculptures, and so 
forth. This skill is very difficult to develop, due in 
large degree to the fact that artists lend to develop a 
personal style that IdenUftes their work. Along with 
the ability to create art, characters with this skill wilt 
be able to evaluate other artists and appraise the 
value of their work. Other potentially useful applica- 
tions orthUt skill will depend on the medium In which 
the artist works; for example, portrait painters might 
never forget a face, needJeworkcra who embroider 
tapestries might also mend or alter clothing, and 
sculptors who work fn clay might be able to make 
useful cups or bowls, The usefulness of this kind of 
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secondary application to up to the CM "a dlacrelion. 
The Urn* required to develop the rudimentary skills 
In a particular medium to I year under the guidance 
of an accomplished artist who works In that medium- 
Cost to acquire; 1 year plus 10 X1 J . 
Attribute modifier PER. 

Dance 

The ability lo perform popular, expressive, or 
ritual dance*. Popular Tallslanlan dances Include the 
h^hL- hearted caperetto. the romantic avante, and the 
formal saunlre; expressive dances Include the 
seductive Dance of the Diaphanous Veils rBatreanl, 
the Dance of Subtle Passions (MandaJan). and the 
Dance of the Rainbow Plume* (Sawlla}. Many cults 
and religions have ihejr own ritual d anc e* , such as 
the Ritual of Spirfi Calling IChana Witch folk), the 
Dance of Death [Rajan nee romancers) , the Celebra- 
tion of Terra [Gnomeklci), and the Kang Sword Dance, 
lo name bul a few. The time required lo learn each 
Specific dance Is two weeks. This. along with an 
expenditure of 5 experience points, brings the 
character to skill level 1. To advance, the character 
must spend a significant portion of his or her day 
practicing the dance In question. The character Is not 
limited In the miinlxT of dances he or she can lenm, 
hut not all dances are taught freely to any who ask. 

Coat to acquire: 2 weeks and 5 XP. 

Attribute rnwllflen DEX. 

Kn\fe-Throuii n£f 
Although oflen used merely as a sideshow 
attraction. Ihls skill Is Identical to being skilled wllh a 
Lli rowing knife, as per the combat skills rules. 
Attribute modifier. DEX. 

Legerdemain 

The ability lo perform various, tricks and 
sleights Dfhand. including card tricks, palming 
(concealing small objects m the hand), passing or 
switching small objects without being delected, 
ventriloquism, and so on. Individuals wllh this talent 
may employ It to cheat or "Ox" any game of chance or 
to delect cheaters. 

Attribute modifier DEX. 

Musicianship 

The ability to play one of the various types of 
imiMjral Instruments found tn TallslanLa, such as the 
gossamer harp, glass flute, tambour, gongs, water 
chimes, and so on. This skill requires a minimum or 
one year to acquire an appreciable degree of compe- 
lem 1 *. and many long hours of practice in order to 
attain the technical facility necessary to master an 
instrument. 

Attribute modifier DEX. 

Oratory 

The ability to engage the attention of an audi- 
ence., small or large, and lo i-lTn-1 ;l dctlrrd nvqxinse 
•among listeners, such as sympathy, antipathy, or 



fascination. An orator may use his or her skills to 
Incite a crowd to udiun. i-alm a hostile mob, create a 
diversion, and so on. Failure means the crowd pays 
Utile heed to the speaker a result of mishap could 
reaull In the crowd becoming angry or even violent 
towards the speaker. 

Attribute modifier CHA 

Sideshow Talents 

The ability to perform such unusual feats as 
award -swallowing, fire-swallowing, contortion, escape 
(from bonds only, unless unless you also know the 
thieving talent Lockptcking). and so on. 
Attribute modifier DEX. 

Song 

The ability to create emotional responses by the 
use of song. Possible uses Include the furthering of 
Kiiiiiiiiili' ltilrn-Hln. rln-erslwrL singing to cam a meal 
or a place to sleep, stirring interest in a cause of 
some sort, and so on. 

Attribute modifier CHA. 

Scholarly Pursuits 

The attribute modifier for all scholarly pursuits 
except Diplomacy is intelligence rating. 

Cost to acquire (unless otherwise specified): 4 
months (28 weeks) of study and 10 XP. 

Antiquarian Lore 

Antiquarians are skilled :it Identifying, apprais- 
ing, and dating ancient artifacts. Note that an artifact 
mual be at least one hundred years "Id t" riu:i]jjy a* 
an antique by Ta]is]antan standards. Cultures of 
interest to antiquarians, listed In descending order of 
estimated rarity and value of llirlr artifact*, are a* 
follows; 

- Time Before Time (Kha»MlJ 

* Early Forgotten Age (Quaran. Xambrtan, Zaran) 

* Late Forgotten Age [Eland*. Phandril. Pompados. 
Sharna) 

* letter tearly NW1 A«r (I'hae-dran. Kadjljif 

Arcane Lore 

Knowledge of Tallslanlan myths, folk beliefs, 
and legends, particularly those steeped in magical 
lore. Individuals skilled In this field will be able to 
decipher nines and magical scripts, Identify and 
appraise magical artifacts, determine the authenticity 
of ii ui^Ii-ji I tomes and scrolls, and so on. 

Astrology 

Astrology IS the nonmagical version of the 
aslroman tic spell of AsLromantlc Divination. Its 
practitioner* Study the heavens, the conjunctions of 
Tallslanta's twin suns and seven moons, and the 
constellations. By studying the configurations of 
these heavenly bodies, astrologers can determine If 
ihe signs are well-aspected (favorable} or lll-aspecled 
(unfavorable], and may thus be able to divine the 
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Outcome of future events. An astrologer can make 
one divination per night, with the level of the divina- 
tion attempted Subtracted from the roll just a* if It 
were a spell. 

Cartography 

Cartographer* are able lo read and make maps 
of almost any type of terrain. 

Cryptography 

Cryptography Is the nonmaglcal version of 
crypto man cy. a magical field of study. Cryptogra- 
phers gain the ability to decipher cryptograms, codes, 
and secret languages, and to write In code. 

Each text that a cryptographer attempts to 
decipher I* given a difficulty rating, usually equal to 
the encoders level of cryptography. Decoding a text 
takes one hour per level or the text's difficulty ami .1 
roll as a resisted action, with the level of the text's 
difficulty subtracted from the cryptographer's roll 

Diplomacy 

Knowledge or the finer points of protocol, 
oratory, and negotiation. Individuals Willi this talent 
may seek positions iirrihns*-»tkirs, mercantile 
representaUves. puhlir officials, and SO forth. 
AUiElmlf modifier CHA 




Xanadaslan Chronicler 



Geography 

Knowledge of the continent ofTallslanta. 
Including Its resources, topographical features, and 
climatic conditions. The scholar will know where. In 
any given region, deposi Is of precious stones or 
metals are most likely to be found and where condi- 
tions may indicate the likelihood, of danger from 
flood*, rockslidcs. avalanches, and seismic or volca- 
nic arUVIly. The scholar may gain familiarity with one 
geographical region per level of ability. 

Linguistics 

The study of languages. An individual who 
studies linguistics can learn how to speak, read, and 
write one new language per level of ability. Including 
any ancient or "dead* language. Linguists can also 
Identify languages thai they do not know. Scholars 
w|lh this skill may seek employment as translators. 
Cost to acquire; 1 year (40 weeks) plus 10 XP. 

Metaphysical Doctrines 

Study of the myriad planes of existence, and of 
the relationship of the outer dimensions to Primus, 
the name used by Tails Ian tan metaphyslclsts In 
reference to the prime material plane upon which 
Talislanla resides. Differences of opinion have long 
thwarted the best at lempts Lo construct a unified 
Held of metaphysics, and several schools of thought 
currently exist. Scholars in this field will generally 
concentrate on one of the following realms: 
' Theology (higher planes} 

• Denwnology /diabolism [tower planes] 

• Natural lore 'elemental planes] 

• Mysticism (spirit or astral plane) 
Typical areas of interest Include extra-dlmen- 

BlonaJ worlds, triUUes, races, artifacts, and texts 
pertaining to the scholar's specific field of study. 

Naturalism 

The ability to IdenUfy and catalog i i EL species of 
animals native lo the continent and to breed animals 
In captivity, with a critical success, a naturalist may 
be able to cross- breed different specie*; the CM 
should assign a difficulty penalty to this roll, depend- 
ing on how diflerertl the two species arc. 

Tulixlantan Cultures 

Knowledge of the diverse races of modern-day 
Tallalanta, including Lhelr habits, traditions, laws, 
and mores. The scholar will he aw.ifc ufw hat constl- 
lu tes proper and Improper behavior In a specific 
foreign land, among primitive tribes, and so forth, 
The ability to IdenUfy tools, weapons, and other 
Implements associated with other peoples Is also 
acquired. 

Cost lo acquire: 2 years and 15 XP per culture 
learned, 

Talislantan History 

Knowledge of the notable figures, events, and 
cultures of ancient times. A historian Will be familiar 
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with written works pertaining to such subject*. 
Including legends, and will be Able to Identify, 
authenticate, and date ancient ruins, writings and 
re Ilea. 

Unknown Lands Lore 

Scholars who arc versed In the lore of of the 
Unknown Lands are rare: this la very much a new 
Odd or study, and as such, much remains to be 
discovered. Knowledge of the Unknown Lands may 
take any of* number of forme, such as cartographic, 
geographic linguistic, historical, and so forth. During 
the present age. a student or Unknown Lands Lore 
will usually specialize In a single locale, limited lo the 
following choices: 

■ Alcedon 

■ Al tarns 
•Celadon 

• Draknar 

• The Lost Continent 

• Midnight Realm 
■Temesla 

Thieving Talents 

These skills are the province of crtmln.il ». 
though people of licit profession* often find some of 
them useful as well, 

Cost to acquire 4 weeks of study and 10 XP. 

Appraise Staves 

The abilny u> determine the strength, health, 
and basic attributes ofhumanolds. pari knhrly lln.*se 
sulLable for us* as slave*, with a ±1 degree of 
accuracy. 

Attribute modifier. PER. 

Appraise Treasure 

The ability to determine the approximate worth 
of any valuables, rarities, ar other Ill-gotten gains. 
Attribute modifier PER. 

Assassinate 

The ability to kill with a single blow or alla< k 
i!r]j'.'errd from hiding or otherwise by surprise. You 
can use your Assassinate skill level as your CR when 
making an undefended a (lack (see 'Rules for Com- 
ba t" In Chapter Iwc). In addition, you can add your 
level with this skill lo your roll for damage when 
making any undefended attack. Nole that Individuals 
with tills skill arc considered outlaws In many lands, 
except for Arlm and Rajanlstan. Also, this skill 
allows the assassin lo perform as If he or she has the 
.tklll of Ambush or Waylay, with negative modifiers 
f<ir unfamiliar terrain In be determined by the CM- 
Altribule modifier DEX 

Bribe 

The ability lo Influence by promises of wealth. 
Attribute modifier CHA. 



Coerce 

The ability lo Influence by threats or violent 
actions. 

Attribute modifier CHA. 

Con 

The ability lo deceive other Individuals without 
arousing their suspicion, and to win their trust by 
deceitful means. Includes the use of various scams, 
rigged games, and the like. 
Attribute modifier CHA. 

Counterfeiting 

The ability lo create relatively worthless repUcaj 
of coins, cut stones, or other valuables, These 
replicas are pracUcally lndlsUjgullhable from the 
genuine articles. 

Attribute modifier. E>!LV. 

Disarm/Detect Traps 
The ability lo detect, dl-ianm. and set traps. 
Subtract Ihe difficulty rating of the trap, usually 
equal tolls maker's level, from your mil. Von will 
have two scores for this skill: one lo sel and disarm 
trap* and Mm other to detect them. 

Attribute modifier: DEX lo set and disarm, PER 
to detect 

Etude 

Tills skill allows the character to escape pursuit 
In a familiar envfronmenL 
Attribute modifier SFD. 

Espionage 

Proficiency In the lime -honored art of acquiring 
Information by covert means, either by infiltrating a 
group, plying individual* with Intoxicants, lurking 
unseen in hallways or closets, or using other dirty 
tricks. Roll once per day Tor undercover work, or as 
applicable for other operations, to delermlne if you 
uncover any Information. Note that a result or failure 
may Indicate that your activities haw aroused Hie 
suspicions of other Individuals; worse, a (>■.■ '.ill u( 
mishap imvms ilia? voit liave l^een MiM awn-d a.i an 
Infiltrator without knowing It. 
Attribute modifier PER. 

Evade 

This skill allows Hie character to avoid being 
stniek by a- physically man Ifcs led alUuk, such as a 
hi aw from a hand -held weapon or an arrow, but not a 
magim] holt. 

Attribute modifier DEX. 

Forgery 

The ability to duplicate written documents, 
seals, signatures, and so forth. 
Attribute modifier DEX. 
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Gambling 

Familiarity with any of a variety of games 
involving skill and chance. Includes the ability lo- 
de Lect or engage in Illicit methods or delerrn in Inn tlm 
outcome of such contests. 
Altrfbule modifier INT. 

Hide 

The ability Uj auold detection by lurking In 
darkness, behind cover, In a place of concealment, 
and ao on. 

Altrfbule modifier INT. 

Interrogate 

The ability to acquire Information by psycho- 
logical Intimidation or by more subtle verbal meth- 
ods. 

Attribute modifier: CHA. 
Lip-Reading 

The ability to eavesdrop by watching » speaker's 
Lips and readtng what he or she la saying. The 
practical range of Uii* ability may be enhanced by the 
use of a spyglass or Other optical device. 
AUrli.uLr n... I;',.-, i kh. 

Lockpicking 

The ability lo foil locks with the use of thieves' 
tools, One attempt Is allowed per mechanism; If you 
cannot open 3 particular lock, the lock is considered 
beyond your present capabilities. 
AlulbuU: mod trier DEX. 

Pick Pockets 

Thett by sleight of hand. Roll as a rrnl.Htrd 
action, with lite target's PER+Plck Pockets ability 
auhlraclrd from llie roll. 
Attribute modifier DEX 

Sabotage 

This la the ahllJly lo disable or destroy most 
tyjHVf of mechanisms. conveyances, find structures 
by covert means. While Simply breaking an Item 
requires no special skill, doing so quickly and quietly 
or In such a way as to make the Item appear still 
l"u ric liana! requires a roll against this ability. 
Attribute modifier INT. 

Seduce 

Tlir ability to Influence by charm, flattery, and 
suggestion. 

Attribute modifier. CHA. 

stealth 

The ability lo move silently: Ihls can be em- 
ployed In conjunction with other thieving skills. If 
those who might noUce you air actively searching the 
;irca, roll n_i an opposed roll versus the scan hern' 
PER rolls. If the others are not actively searching, nil 
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as a resisted roll, subtracting the others' PER from 
your Stealth roll. 

Attribute modifier: DEX. 



Streetwise 

Knowledge of the typical scams and cons run by 
the least reputable members of a city's population, 
such as beggars, pickpockets, gamblers, charlatans, 
peddlers, and so forth. Individuals wiihout uits skill 
are considered "marks." or fair game Tor any likely 
scam, by disreputable city dwellers 
Attribute modifier. INT. 

Swipe 

The ability to steal any relatively small object 
without getting caught The object must be visible or 
lis location known, and it cant be an the person or 
another Individual. 

Altrfbule modifier DEX. 

Tailing 

The ability to follow an individual witlimil belni? 
detected. It Is also possible In vise this skill to deter- 
mine If you an? being followed by others. 
Attribute modifier [NT, 

Torture 

The ability U> acquire Information by unflubtlr 
physical me l hods. Failure can result in the acciden- 
tal death of the Individual being tortured. 
Attribute modifier; DEX, 
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Underworld 

Intimate knowledge of liie customs psji uii ir b 
criminal groups or organizations, such as groups of 
thieves, assassins, smugglers, and so forth. 
Attribute modifier: INT. 

Waylay 

The ability lo knock an Individual unconscious 
with a single blow delivered from hiding or otherwise 
by surprise. The target can resist IT he or she makes 
a CON roll at least equal to the your roll, as for an an 
opposed action. 

Attribute modifier DEX. 

Trades and Crafts 

This category or skills Includes most trade* 
commonly found In Tallslanta. There are two catego- 
ric* of trades and crafts: civilized trades and primitive 
trade*. 

Coat to acquire (unless otherwise specified): 4 
weeks of study and JO XP. 



Civilized Trades 
Ad m in istra tar 

The ability to command subordinates and 
oversee all details crucial lo the operation or a 
busltir.s.v jiiivrmrnenl agency, or simitar entity. 
Attribute modifier, cha 

Agricu ttura list 

Skilled at planting, producing, and harvesting 
one of the following crops: virtdia. subterranean 
crystals, mushrooms or other fungi. Mandakui silk. 
iiu$Uedown, timber foodstuffs, or herbs. This skill 
includes intimate knowledge of the life cycle or the 
specific crop and the ability lo research Into develop- 
ment of nonmagl cal means to Increase yield, surviv- 
ability, or palatabUlty of the crop. 
Attribute modifier INT. 

Animal Handler 

Skilled at capturing, taming training, and 
breeding wlkl Insists, Taming lakes I week per every 
3 levels of the beasts ability; training lo perform a 
single laiik uri oniiuinnd. such as tarry ii rider, 
attack, or guard, takes an additional 4 weeks, longer 
if the beast Is particularly fierce or stubborn In 
nature. Note that various beasts have different limits 
as to how much llvey can Ic-im arid whether they are 
* mm able al all. 

Attribute modifier WIL. 

Apothecary 

Skilled at Identifying, preserving, weighing, and 
concocting Ingredient* used In the making of medici- 
nal mixtures, as the alchemical skill. 
Attribute modifier. INT. 



Aristocrat 

Knowledge of the customs associated with the 
nobility or upper clMSCl . This Is not a skill, per sc. 
but rather a mode or behavior learned through long 
exposure to affluence, recognizable lo all of similar 
upbringing. 

Attribute modifier: CHA, 

Appraiser 

The ability to determine the basic value of most 
common types of goods and commodities. 
Attribute modifier INT. 

Armorer 

Skilled at fashioning protective apparel and gear 
using hide. bone, or metal. The type of material and 
style of armor is usually dictated by region, culture, 
arid availability of goods. 
Attribute modifier: DEX. 

Artificer 

Skilled at fashioning useful and decora Live 
w.l]*--* :in<l lli'ins from one of the following rn.k(ir|.i|:;- 
crystal, black Iron, red iron, btue Iron, adamant, 
black adamant, stone, brick, wood, bone, day, silver, 
gold, copper, brass, gemslones, fine fabrics, glass, 
and ceramics, Artificers can identify their own and 
rivals' handiwork. Find appraise any Item they can 
produce, irthe artlcifer wishes to gain another 
specially from this list he or she may do so with the 
usual amount or time and XP expenditures. 
Attribute modifier: DEX, 

Artillerist 

Skilled al operating artillery such as catapults, 
halllstae. Arimlte (Ire- throwers, and the like. 
Attribute modifier: DEX. 

Artisan 

skjllrd builders and craftcrs specializing In one 
of the following; windships. levtlaUonals, dune-ships, 
wind funnels, siege hurtanfs. Ice schooners, land 
barges, dragon barques, pleasure barges, sea galleys, 
or any type of major device Using stone, glass, metal, 
or Wood, Note that this skill docs not give you the 
power lo create a fully enchanted and functioning 
magical Hem unless you also have the appropriate 
magical training, 

Attribute modifier: DEX, 

Brewer /Vi rt titer 

Skilled al brewing, distilling, or otherwise 
concocting one type oT nlrlioJinllc or nonalchohollc 
beverage. 

Attribute modifier INT. 

Caravan Master 
Skilled at outfitting and managing overland 
canvajis and overseeing any of the following: requfsl- 
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Honing supplies, managing teams of drive re, loading 
and offloading good* and materials, organizing 
defense against attacks by bandits, making and 
breaking camp, and Cording and crossing rivers and 
bridge* In an orderly fashion. 
Attribute modifier. CHA. 

Collector 

Skilled at Identifying and appraising a chosen 
type of colJcclibk- such as art. antique coins. exotic 
u*'i,[Mjn8, or books. 

Attribute modifier. INT. 

Cook 

The ability to prepare food so that It Will be 
edible and reasonably tasty, 
AlLrlbule modifier PER. 

Crew 

Experience as a crew member on a Wind ship, 
i. - schooner, sen vessel, land-ark. dimrslilp. or 
olber single type of titling vessel. 
Attribute modifier INT. 

Drayman 

experience driving a wagon or other wheeled 
conveyance. 

Attribute modifier: INT. 

Engineer 

The ability to design and oversee construction 
of one or more of the following: fortifications, road- 
way*, bridges, cities, settlement*, siege engines, 
mines, and excavations, Engineers are able to draft 
or appraise plans and schematics for such projects, 
determine the suitability of proposed construction 
sites, and spot poirnlL'tl structural weaknesses and 
strong point*. Note that the ability to oversee 
construction la the ability to nsceri ■ in ir blueprint 
design Is be Lag followed by the labor crew. 

Attribute modifier INT, 

Cost to acquire: I year and 20 XR 

Executioner 

Experience as a professional executioner. 
Attribute modifier DEX- 

Farmer 

Knowledge of how In plant, lend, and harvest 
crops. Note thai thl* skill gives no detailed boLanlrnl 
knowledge that would allow the character to perform 
functions as an a gri cultural 1»L 
Altnhnle modifier INT. 

Guide 

The ability to escort others through a given 
region, city, or structure. 
Attribute imxlLfkr: INT. 



Guard 

Experience as a sentinel or watchman. 
Attribute modifier PGR. 

Healer 

Skill In the arts or Talislutan Talk medicine, a 
speculative field or study at besL Healers are able to 
Identify and use plants and herbs with reputed 
medicinal properties, provide aid and comfort to sick 
and wounded Individuals, and serve as mldwlvts. 
Regardless of nationality, most Talis Ian tan healers 
are highly superstitious and tend to credit many 
ailments to such causes as "malignant spirits, " "111 
humours," 'night dankness," TH-aspected stars," and 
bo forth. Consequently, all die rolls determining the 
accuracy of a healers attempts to diagnose or cure a 
patient's ailments are made on a d20 instead of the 
dlO non- healers use, but suffer a penalty of -5, 
Attribute modifier; INT. 

Jailer 

Experience In the Incarceration of prisoners. 
Attribute modifier PER 

Laborer 

The ability to perform basic manual labor. 
Individuals with this skill typically begin at a very taw 
level or ability that Increase* with experience. At third 
level, laborers axe considered highly skilled: at fifth 
level, laborers may become foremen or supervisors. 
Laborers of seventh level and greater ability may 
qualify as artisans, qvrrsccrs, or .idmlnlstrators In 
their Held or expertise. To determine the quality ol~a 
crew of laborers, average the level of ability of all 
Workers, foremen, and other supervisors. 
Attribute modifier: DEX_ 

Litigator 

Knowledge of the laws and customs of one land, 
and skill at representing IndMduals accused of 
criminal wrongdoing. Litigators are able to specialize 
In such areas as prosecution, defense, and chrtl loir, 
as well as others. IJllgators may wield little influence 
or may not even be available In lands when; totalitar- 
ian governments are in power. 

Cost to acquire: 2 years and 20 XP. 

Attribute modifier [NT- 

Mariner 

Skill In the operation of seafaring vessels. 
Attribute modifier INT. 

Merchant 

Skilled at buying and selling goods and com- 
modities. Inrludrd In Ihls mle-gory are simp owners, 
vendors, peddlers, procurers, mongers, and so forth. 
By purchasing goods and iimlemls in sizable quanti- 
ties of at least six dozen, Individuals of this profes- 
sion save up to 50% off standard list prices for 
mundane goods, but not magical ones. By haggling 
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and hard bargaining. merchants can drive list price* 
up or dawn by a* much as 25%. 
Attribute modifier. CHA, 

Miner 

Know led fte of the techniques used In one of the 
following trades: pit mining [common], glass mining 
(Cymrtl), loe mining {L*Haan|, or sand mining 
IDr.iLVifljL) 

Attribute modifier INT. 

Moneylender 

Experience in arranging, making* and collecting 

loans. 

Attribute modifier: INT. 

Pi toe 

The ability to operate a duneshlp, wlndshlp. or 
other type or sailing vessel (one type only). Pilots can 
read any type of sea chart or maps needed to navi- 
gate Ihelr vessels and r.m , >r hazards related 
lo their specific skills; for example, river or lake pilots 
can spot sandbars and similar obstructions, ocean 
pilots can detect dangerous rocks and reefs, Mirln ice 
schooner pilots will know thin U r at :i g];\r\cr, 
tolndship aBtrngatloiilst.s c\it\ di'W f tn (lip slir ri^tJi of 
a coming storm well in advance of It* arrival, and 
DrararLan land barge and duneshlp pilots can 
predict sand slorms. A cursory Inspection Is suffi- 
cient for any pilot |« determine If a given vessel Is In 
good condition. 

Attribute modifier PER 



Salvager 

Kil"w|rdjr<- of llir techniques used lo retrieve 
valuable goods and artifacts from sunken ships, 
ruins, or similar places. 
Attribute modifier. PER. 

Scribe 

Skill al writing and calligraphy. 
AUrlhuli- nKxillkr INT. 

Weaponer 

Skill in [he making of one type of weapon. The 
style and materials used are determined by the 
weaponcr'a race, homeland, and culture. Included In 
this category are bladesmlibs, axe-grlndera. bowyers, 
liurEanL- makers, swordsmllhs, Gnaniekln 
ays tola ml the. and so on. Weapon era are able to 
Identify their own and rivals' work, and can repair, 
sharpen, or appraise any weapon they could produce. 
Attribute modifier DEX. 

Primitive Trades 
Amber Miner 

Skill at dredging swamps for bits of amber, as Is 
done In Mog. 

Attribute modifier: PER. 

Artificer* Primitive 

Skill In the making of primitive artifacts. The 
( UflferaaCC between this skill and Artificer In the 
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civilized trade* section to In the media in which the 
primitive artificer ftpectattie*. Primitive artificer* 
tend io work In media auch as etone, wood. clay, 
founds, rushes, toid reed*. 
Attribute modifier DEX. 

Artisan, Pr-imftiue 

Skill in the construction of primitive shelters, 
conveyance*, and oth«r structures, including rope 
bridges, wooden barricades, and stone or thatch 
hut*. 

Attribute modifier INT. 

Artist, Primitive 

Skill in primitive farms af painting, sculpture. 
;i rid oilier axis. The distinction between a primitive 
artist and one from a rlvlilzed culture Is one of the 
media used, the subject matter, and the ability to 
express the Influence or pcr»pc< Llv*- u( inituicSi 
beyond the artist's own, Primitive artists would lend 
to use less refined media such as atone Tor engrav- 
ings and statue*, wood sap or berry Juice for paint- 
ings, or wood for carvings with primitive or wild 
subject matter. 

Attribute modifier; PER 

Beast Handler 

Experience in herding and caring for domesti- 
cated animals. 

Attribute modifier INT. 

Boatsman 

skill in the operation or primitive watercnuT 
such aa dugout canoe*, raft*, and so forth. 
At tribute modifier: HEX. 



Diver 

Skill at swimming and diving for pearls, fish, 
and » forth. 

Attribute irnKlifirr; DEX. 

Dragon Hunter 

Skill in the art of hunting, tracking, and trap- 
ping dragons. This talent Is a specialty of the Aran, of 
the Kharakhan Wastes. 

A i. tribute modifier: PER. 

Hunter/Gatherer 

Skill at foragLng for food and small game. 
Attribute modifier. PER 

Medicine Man or Woman 

Skill In primitive healing techniques. In Tails- 
lanta. medicine men and women may possess skills 
that are comparable or even superior to those of 
Civilized healers. Those With thLs skill can create 
medicinal mixture* as an alchemist, but with only a 
-2 penally on the medicine's effectiveness. 
At tribute modifier. PER. 

Mud Miner 

Skill In the art of dredging mudplls for sap- 
phires and other precious stones, as Is done in 
Jhangara and the Dark Coast. 
Attribute modifier. |'EH, 

Sea Dragon Hunter 

Skill In the art of hunting, tracking, and trap- 
ping sea dragons. This talent Is a specially of the 
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Sunra dragon hunters. 

Attribute modifier: PER. 

Wilderness Skills 

Wilderness skllLa arc talents usually asso cia t e d 
with hunters, scoula. or people who live lii uncivilised 
regions. 

Coal U> acquire: one month |7 Week*} of study 
and 10 XP. 

Ambush 

The ability to plan and execute surprise attacks 
using natural terrain or other feature*. The subject of 
the Intended ambush la allowed a chance to detect 
the presence of the hidden assailants: roll versus 
perception rating. The gamemaster may award 
modifiers baaed on the Intended victims' state of 
alertness, applicable special abilities, tactics em- 
ployed by the Individuals attempting the ambush, 
and so forth. 

Attribute modifier INT. 

Camouflage 

The ability to conceal yourself, your equipment, 
or other creatures or companions in the wild. Crea- 
tures or Individuals who attempt to penetrate the 
[■.ilimufl.L^p nnisl idII vrJHUH pcrrrpllori rating, 
applying the level of Ihe camouflage as a negative 
modifier. This roll entails a - 1 difficulty modtfler for 
each extra person you try to conceal. 
Attribute modifier. INT- 
Herb Lore 

Ability In Identify useful or harmful plants,, and 
lo use such materials to concoct simple medicines (as 
alchemy"s Medicinal Mixture, bul double the time 
required) . 

Attribute modifier: INT. 

Mountain Climbing 

The ability In traverse mountainous regions and 
scale peaks and cllfls. Roll versus this skill any time 
Mm iiitrmpl to -ovale a ridge, make a difficult descent 
or conduct other similar maneuvers. 
Attribute modifier DEX. 

Scout 

The ability to Infiltrate wilderness regions, avoid 
detection by adversaries, and obtain Information by 
observation, 

Attribute modifier PER. 

Set/Detect Snarti 
The ability to detect, disarm, or set snares and 
pitfalls In the wild. Note that you will have two scores 
for this ability: one representing the ability to set and 
disarm snares, and the alhrr reprew tiling the ability 
to delect them. 

Attribute modifier: DEX to set or disarm, PKH in 
detect. 



Stalking 

The ability to move silently in ihe wild, a talent 
that can be used in conjunction with many wilder' 
ness skills. 

Attribute modifier: DEX, 

Tracking 

Ability to read and follow tracks nnd traces left 
by creatures or beings tn the wild. A tracker can 
Identify and estimate Ihe age of such tracks and often 
determine under what conditions [flight, exhaustion, 
heavy encumbrance, etc.) they were made. 
Attribute modlller: PER 

Wilderness Survival 

The ability lo forage for food nnd water, navi- 
gate, and find or construct suitable shelter III the 
wilds. 

Attribute modifier: INT. 



Special Abilities 

Special abilities are talents related lo an 
Individual's race or culture. These abilities cannot Ik* 
acquired through the expenditure of experience 
points. 

Several of these abilities have no level assort 
aUsd with them. The phrase 'no level" Indicates that 
the ability Is all-or-nothing. Such talents do not 
Improve with experience. Rolls are never made 
dlrecJy against such special abilities, so they do not 
have attribute modifiers. 

Beast Lore (Jaka} 

Individuals wilh this skill will be able to: 

• Communicate wtlh animals: You may learn to 
communicate With one species per level of ability. 

• Cat! animals: The ability Id call animals of a 
chosen species. The animals must be Within I 
mile per level of the ahUlly. The lotal level of the 
rrcalores being railed is applied as a negative 
modifier when you are attempting to use this 
nbllliy. Note that you must be able lo communi- 
cate with the species In order Id use the Call 
Animals talenL 

■ Command: The ability to Influence animals. Only 
one command may be given per attempt. Com- 
municate Is a prerequisite for Command. The 
iiuJinal rn;iy mukr an npjKjsed t«ll vrrsus its WIL 
and your command works only If Ihe animals roll 
Is less than yours. 
Attribute modifier CHA. 

Bodorian Sound-Sight 

The ability to see sound In colors of varying hue 
and Intensity. The Bodorian language, based upon 
musical notes, makes full use of this talent, 
Bodarians are also able Id use sound- sight to deled 
lies, which are darker in shade than truthful state- 
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merits: discern even the most subtle emoUons In a 
speaker'* lone of voice; and Identify sounds of ail 
sorts with uncanny accuracy. 
Attribute modifier: PER. 

Commune with Nature (Ariane) 
The ability to converse with all things In nature. 
Including creatures, plants, and even stone. A 
minimum of twenty years studying the metaphysical 
doctrine* of transcendancy Is required to acquire this 
ability, which may be employed once per day per level 
of ability; one question may be asked each time this 
iibllUy Is employed. The range 1* ten feet 
Attribute modifier CHA> 

Dual-Encephalon (Sindaran) 

Dual-en cephnlons axe able to use both of their 
brains Independently and i > hi ( mil nitrate imi two 
dllfcrent subjects at the same time. They are ambi- 
dextrous and can avert the need far sleep by resting 
one hrnln at ;i time. When our hraln Is resting, 
subtract 5 from the Slndaran's effective INT- Dual- 
crucphaloiii, nrf .illuwed two chances lo resist any 
spell. Including lllu.tlorin or substances that alTect 
thought brain function, or emotions. This La not a 
skill with a level rating. 

Influence? Plants (Green Men) 

The ability lo influence all sorts of Irving plants 
and trees, causing such organisms lo move, entwine, 
e mangle, form barriers or specified configurations, 
and so forth. The Green Men of the Dark Coast 
possess this ability, which they employ to suit their 
needs and in defense of their homes and families. 
The maximum area of effect Is a five-foot radius 
circle, and the range is ten feet The Green Men will 
never Intentionally ljm Hits ability lo cause actual 
liarm to other living creatures. 
Attribute modifier W1L 

Natural Climbing Ability 

Roll d20 Instead of I d 1 0 on climbing rolls even 
If you have no appropriate skill. In addition, you need 
pay only half the normal XP for gaining or Increasing 
climbing skills, No level 

Natural Telempath (Muse) 

The ability to project mental Images and read 
thr mental images of other beings, both nonverbal 
talents. The ability may be used once per day per 
level, with a duration of 1 round per leveL Individuals 
rrmy seek to resist Hie hiItkI scanning or image 
projection powers of a naliiral lelempath by force of 
will, rrwil us an oppugn! mil <,T-rsu* tVIL, 'lid? ability 
may also be used to detect intelligent living pres- 
ences, The range Is 1 0 feel per level, 
Attribute modifier PER. 

Night Vision (Gnomekin) 

This Is the ability lo see in darkness as well as 
light. No level. 
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Shapechatrge (Mtinra) 

The ability to Assume die form and abilities of 
other species o filling animals or plants. This talent 
Likes many years to master. The ability Is acquired 
through long-term Ingestion of a derivative of the 
j.-ibutu plant in a process knoum only to the Maura 
tribes. Once the initial period of training has been 
completed, the Shapechange skill may be employed 
without the need forjabutu. This talent may be used 
once per day per level With a duration of 10 rounds 
per level. You may take i>n- farm [*-r level, always at 
least one, and the creature whose form you take may 
not weigh more than your own weight plus 1 00 
pounds per level, or leas than your weight minus 20 
pounds per level. The new form provides you with 
thai form's physical attributes, hll points, and 
combal capabilities, but not Its magical capabilities, 
if the farm Is humnnold. you retain your leveL If lite 
form Is not humanokl. you function at the beast's 
minimum listed level while In that form. 
Attribute modifier CON. 

Sixth Sense (.J ok a) 
The ability lo sense danger, or even potential 
danger. The Jaka describe this talent as a sort of 
highly developed intuition. The type, location, or 
degree of danger cannot be apprehended by Uie use 
or Sixth Sense. You receive a -1 penalty on your roll 
for each foot between you and the danger. The acuity 
of the Jaka's senses would serm In r\ji|.tij| iH'lr 
tendency toward suspicion. 
Attribute modifier PER. 

Spirit Guidance (Xambrian) 

Tills ability allows you to be possessed by one 
ancestral spirit per level. These spirits direct you 
unerringly Inward one who Is a reincarnated spirit of 
an ancient enemy of the Xarnbrlans. In addition, each 
spirit adds +1 to your W1L and to rolls to recover horn 
near death (0 <jj fi -wit HI points! until you have slain 
die reincarnated Quaranlan, 
Attribute modifier WIL 

Spirit Tracking (Nagra) 

The ability to track creatures and beings of any 
sort by following the faint trails left behind by Ihelr 
spirit essences. There Is a cumulative penally of - 1 
on the mil for each day that the trail la old. 
Attribute modifier PER 
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Combat Skills 

Archery 

Arlmile KnUe-Flghurjf! 
Combat Primary 
Combat, Rudimentary 
Combat Secondary 
Command 
Kiuiquan 
Mondaquan 
Mounted Combat 
Swordsman ship 
Taziari Combat 

Com man Skills 

Bitter 

Customs, Nomadic 

Customs, Rural 

Customs, Tribal 

Customs. Urban 

Fashion 

Haggle 

Ride 

Swim 

Language Skills 

Archaen 
Bodorlan 
Chanan 
Elder Tongue 
Nomadic 
North re n 
Phacd ran 
Quan 

Rncl.il Tongues 

Rajanln 

Sarisa 

Sea Nomad 

Sign 

TaJlalan. Common 
Talislan. Hlfih 
Thaeclan 
Xambrtan 

Performing Talents 

Acrobatics 
Acting 
Art 
Dance 

Kri lie Throwing 
Legerdemain 
Musicianship 
Oratory 

Sideshow Talents 
Sang 

Scholarly Pursuits 
Antiquarian Lore 
Amite Lore 



Astrology 

Cartography 

Cryptography 

Diplomacy 

Geography 

Linguistics 

Metaphysical Doctrines 
N.icuralLsm 
I .illsl antan Cultures 
Tallslantan Hfcslory 
Unknown Lands I /ire 

Thieving Talents 

A [if. is - Slaves 

Appraise Treasure 

Avs;isslJi.itr 

Bribe 

Coerce 

Con 

CoiLnlerfdllrig 

□barm/ Detect Traps 

Elude 

Espionage 

Evade 

Forgery 

Gambling 

Hide 

Interrogate 

Up- Reading 

Lockplcking 

Pick Pockets 

Sabotage 

Seduce 

Stealth 

Streetwise 

Swipe 

Tailing 

Torture 

Underworld 

WayLiy 

Trades and Crafts, 
Civilized Culture 

Administrator 

Agriculturist 

Animal Handler 

Apothecary 

Appraiser 

Aristocrat 

Armorer 

Artlllcer 

Artillerist 

Artisan 

B rewe r/ Vin Iner 

Caravan Master 

Collector 

Cook 

Crew 

Drayman 



Engineer 

Executioner 

Farmer 

Guide 

Guard 

Healer 

Jailer 

Laborer 

Litigator 

Mariner 

Merchant 

Miner 

Moneylender 
Pilot 
Salvager 
Scribe 
Weapon*, r 

Trades and Crmfts, 
Primitive Culture 

Amber Miner 
Artinccr, Primitive 
Artisan, Primitive 
Artist Primitive 
Beast Handler 
Boatsman 
Diver 

Dragon Hunter 

Hunter/Gatherer 

Medicine Man or Woman 

Mud Miner 

Sea Dragon Hunter 

Wilderness Skills 

Ambush 
Camouflage 
Herb Lore 
Hunting 

Mountain Climbing 
Scout 

Set/Detect Snares 

Stalking 

Tracking 

WLldemesB Survival 

Special Abilities 

Beast Lore 

Bodortan Sound- Sight 
Commune With Nature 
Dual- EncephaJofi 
Influence Plants 
Natural Climbing Ability 
Natural Telempath 
Night Vision 
Shapc< hange 
Sixth Sense 
Spirit Guidance 
Spirit Trai-k in ki 
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5 

Magic 



There is but one thing that separates 
true Men from ilu- Nub Mm, and that is 
magic' 

— The Arc hi mage SoUmorrlon II. 
from a text dating back to Lhr 

"Pass me that vial of alchahest, and 
qutckly.' 

— Last words of the renowned 
Cymrlllan alchemist AJeuvlan 



Magical Fields of Study 

The discovery In 604 h.a. of the ancient Afrfwrl 
Codex forever altered the study and practice of mafia 
In Tails lan La Fonncdy regarded as a single entity, 
lhr ;ircane arts are now divided Into distinct magical 
Ileitis of study, as follows; 

Aeromancy 

A field or magic that Hmtms all aspect* of wind, 
weather, lightning, mists, and gases. Aeromuicy Is 
also the magic of air dc mentals and certain avian 
races. 



Alchemy 

The ancient apothecary's art knowledge of the 
traditional procedures for the concoction of powders, 
potions, elixir?, and other mixtures via projection of 
will 



Aquamancy 

A magical field that governs all aspects of s.-.l-.. 
oceans, livers, tides, and ice. Aquamancy Is also the 
magic of water ekmenlals and certain aquatic noes, 

Astromancy 

A maglral firkl noveming all aspects of the 
suns, moons, and stars; includes the related field of 
astrology, Ihc art of reading starslgna. 



Botanomancy 

The art of phytomancy and plan t magic 

Cartomancy 

The Rahastran art of divining the future 
through use of the Zodar deck. 

Cryptomancy 

The Callldian art of inscribing, manipulating, 
erterypunfi. anti tlrcixllng magical and mtmdane 
writing. 

Crystalomancy 

The Gnonirkln art of drawing powrr from 
crystals. 

Enchantment 

A field of study that focuses on the creation of 
enchanted Items. 



Geomancy 

A magical field that govern* all aspects of earth 
and stone. Geomancy is also the magic of earth 
Hr menials and certain subterranean races. 

Invocation 

A form of magic that derives power through the 
sittiMiHJiilnff or revereurr? of extra -planar entity such 
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as gods, devils, and demons. Only priests And 
acojyles of a cult or religion may learn these spells. 

My s t icisffi 

A field of magical study that focus** upon the 
Inner, spiritual self, knowledge of the higher planes,, 
and expanded consciousness. 



Natural Magic 

The magic of the natural world. Including all 
living things and the cycle of life, death, and renewal 
or rein ram a Lion. 

Necroman cy 

A magical field that governs all aspects of death, 
the lower spirit realms, and tile force* of entropy and 
decay. 

Primitive Enchantment 

A less sophisticated version of the field 
of enchantment that employs primitive rituals and 
shaman LaUc practices, but to a lesser extent than the 
field of shamanism. 

Pyromancy 

A magical field that governs all aspect* of lire 
and heaL Pyromancy Is also the magic of fire 
elementats. 

Shamanism 

The spells and rituals associated with primitive 
splrl I magic and other shamanlsUc practices. 

Spellwcaving 

The Sawlla art of singing spells, By combining 
their powers, speltweaVers Can Cast very powerful 
spells, 

Talismancy 

A sub -field of enchantment that focuses on the 
creation of amulets, charms, and talismans, 

Tech aomancy 

A field of study that Involves the construction, 
analysis, repair and manipulation of magically 
powered mechanical Items. Some believe this held 
may be a branch of the lost art of sorcery. 

Thaumaturgy 

A field of study that focuses on tile distillation, 
analysis, and transmutation of essences. As with 
technomancy. It Is possible that thauma turgy Is 
another branch of the lost art of sorcery. 

Magic 



Witchcraft 

The eldritch spell* and rlttnln of h|ar:k. while, 
or gray witchcraft primitive forms of magic associ- 
ated With IJir foairtLrli H<k1h itf old. 

Wizard ry 

The arcane arts and traditional spells practiced 
by magicians from Zandu to the Quan Empire. 

Spell Descriptions 

Each spell for each field of magical .itudy Im 
described In the following pages. Moat descriptions 
are self-explanatory, but Some notes may clarify 
specific sxeas. 

Each spell that idluws a resistance roll specifies 
the roll. The more powerful the spell, the more 
generous the resistance roll. A speiiraster may 
substitute hit or her basic magic rating for WIL or 
WlL+kvcl In any resistance rolL 

Spells that provide; bonuses to rolls are not 
cumulative. For Instance, the Moon Sign of Jhang. 
npitiitr aatromancy, gives recipients +1 on their 
combat rating. Casting this spell twice an the same 
recipients does not give them a +2 bonus. 

On the other hand, different spells with similar 
effects are cumulative. A Chant spell, under sha- 
manism, and a Moon Sign of Taiisandre. under 
astromancy, would have cumulative effects, some- 
thing not possible with two Chants or two Signs of 
Taiisandre. 

Spells that cause or repair damage, of course, 
ore cumulative, Several healing spells will fix your 
friend up more adequately than a single one will. 

The field of wizardry explains In great detail 
about mishaps, partial successes, critical successes, 
how magical barriers and magical auras work, and so 
forth. Familiarizing yourself with wizardry will make 
It easy to interpret similar results for other fields. 

IT a spell can be cast in reverse, this fact Is 
noted at the end of the description. Unless spectfied 
otherwise, the reverse spell has the same range and 
duration a* the normal spell. 

Several magical skills or spells allow a magician 
to create devices that can be sold at a profit. The 
ju |i t :-i listed here are what a merchant generally 
pays, so the retail prices listed In Chapter Six are 
considerably higher. If An enterprising magician 
wants to sell Ids or her creations directly to get the 
retail price, the gamemaster Is fully justified In 
subjecting the entrepreneur to the problems that 
dealers in magical goods generally face: theft, trick- 
ery, delays, and so forth. Magicians who are serious 
about making a dependable profit find that selling lo 
a merchant generally Is more profitable than trying to 
handle the retail end of the sale personally. 

Finally, If you as a player have a question as to 
how a spell works, there Is only one way to find out 
far sure: experiment. Magic Is a growing field in 
which new discoveries are regularly made and 
entered into the records at Cymrtl's Lyceum 
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Arcanum. Perhaps your Curiosity will lead Id new and 
Important knowledge. 

Common Types of Spells 

Three types of spells are common to several 
fields of magic. Thry are desmtwd in de«.il| \»]tiw\ 

Auras 

An aura surrounds the easier with a faintly 
glowing ik-lrl of magical energy. All damage that 
would normally affect the Caster hits the aura 
Instead. An aura con withstand a total of A points of 
damage per level before dissipating. It cannot protect 
the caster against poison gas. drowning, or similar 
sources or discomfort 

Rang*: Protect* the caster only. 

Duration: I round per leveL 

Magic Resistance: Not applicable. 

Reverse: Cast In reverse, this spell dispels any 

aura or lower level and of the same type. It has 

no effect on auras from other schools of m:ig k , 

Range.: Touch. 

Duration: InstanL 

arable Resistance; Not applicable. 

Mishap: Uncontrolled magical energy courses, 

through the caster's body, doing ld2 damage per 

level or the attempted spell. 

Partial Success: The aura slops only 2 points of 
damage per level. 

Critical Success: The aura stops 8 points per 
level. 

Bolts 

A bolt Is a burst of magical energy that file* 
forth from the caster's outstretched hand or wand, 
doing d4 damage per level 

Range; 10 feel per level. 

Duration: InstanL 

Magic Reactance: A character may attempt la 
dodge the bolt. The dodging character must make 
a DEX roll, and dodges the bolt only If this roll at 
least equals the wizard's roll to cast the spell. A 
character must give up nr | lC j- next action 1o 
dodge a bolL 

Reverse: Casl In reverse, this spell cancels one 
bolt of the same type and lower level. It Is difficult 
to casl this reverse spell effectively because the 
wizard must cast It Just as another wizard Is 
launching a bolL 

Mishap: Uncontrolled magical energy courses 

through the caster's body, doing d4 damage per 

level of the a< tempted spelt. 

Partial Success: The bolt does half damage. 

Critical Success: The bolt does 2d4 damage per 

level. 



Barriers 

A barrier ts a translucent, two-dimensional 
shield of magical energy that can take whatever 
simple shape the Caster desires. The barrier can 
stretch up to 5 ftet per level In either dimension, and 
II can be < urvrd inli> ,i cylinder or cone. The barrier 
must be created In a sturdy form, It cannot lean 
without some type of support. If H crosses open 
space, such as a pit or chasm, then both ends must 

be on SOllit ^munrl 

A barrier prevents the passage of physical 
objects and energy, as well as violent magical ener- 
gies such as bolts. It does nothing against subtle 
magical energies such as Spellbind spell*. Afier 
taking -t points of damage per level, it dissipates. 
Prudent magicians take note: barriers also prevent 
the flow of air. 

Barriers are Immobile. Like any other wall, they 
can be climbed, but they cannot be toppled. 

There are several types of barrier shapes that 
are popular among magicians. 

• Wall: A wall can be shaped to fit Irregular 
corrldora and Hie like, ll can slow pursuers, 
giving the wizard and his or her companions a 
head start In a tactical retreat, ff the wall Is only 
a few feel high, It ran provide Impromptu cover 
for arch era. 

■ Cone; This shape provides complete protection 
against gases, flooding, and attacks from all 
angles. A major disadvantage la that the charac- 
ters may run out of air In such an enclosure, The 
maximum diameter of a rone's base Is about one 
and a half feet per level. The. maximum height Is 
very nearly 5 feet per leveL 

• Cylinder; This shape provides protection from 
attacks from all directions except above, and 
allows air in through the top. The maximum 
diameter Is about one and a half feet per level. 

• Hal/ Cylinder: If the wizard can find a secure 
Will against which lo place the barrier, the half- 
cyteder form allows all Ihe prolec tion of a 
cylinder while doubling the area protected , The 
radius or a hair-cylinder Is three feet per level. 

• Bridge: This Innovative use of the spell can 
allow people to cross chasms or pits, though both 
ends must rest on solid ground. A gentle curve In 
the barrier allows It to overarch tripwires and 
other traps without greatly reducing Its length. 

Range: 1 0 feet per level. 

Duration: I round per level. 

Magic Resistance: Not applicable. 

Rruer^r; Cast In reverse, this spell cancels one 
barrier of lower level and of the same type. It has no 
effect on barriers from other fields ol i< i, ■;■ 

Mishap: Uncontrolled magical energy irmrses 
through the caster's body, doing Id2 damage per 
level of the attempted spell. 

Partial Success The barrier stops only 2 
points or damage per level. 

Critical Success: The barrier Slops B points 
per level. 
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Aeromaney 



Aeromantic Aura 

Creates an aura of aeromantic force Unit 
me(hiijiu5n the nc romancer, en using IiLm Bf da |» 
glow with faint, while ll^hl. [I stops 4 points of 
damage per level before dlsalpaUng. II cannot 
prevail i damage from poisonous gas or drowning, 

GeomajiUc Bolts of lower level do only half 
damage against an AeromanUc Aura* but 
GeomanUc Bolls of higher level do double dam- 
age. 

R-»ngc; Protects the aeromancer only. 
Dnratt oa: I round per level 
Ifrglc Ke*btuicc: Nol applicable, 
fi*fuersr' Dispels auras of the same type 
only, and only If the aura Is of lower level 
than the reversed spell. 
Range: Touch. 
Duration: Instant- 
Magic RmrLftance: Not applicable. 

Aeromantic Barrier 

Creates a wall of translucent, whitish 
iieromanUr force. The wall can be up to 5 feet 
per level In height and length, and the wail can 
take any simple shape the aeromancer wishes. If 
curved Into a cylinder or cone, its maximum 
diameter Is. about one and a half fett per level. 
The AeromanUc Banier slops all matter, Includ- 
ing sir, from passing through It. and it also 
blocks violent spells such as bolls, tl stops 4 
points of damage per level before dissipating. 

Range: 10 feet per level. 

Duration: I round per level. 

Kaglc Resistance: Nol applicable, 

Refer**: The reverse desirovi any 

AeromanUc Barrier that Is of lower level than 

1 1 1 r- reverse spell. 

Rang*; Touch. 

Duration: Irtslanl. 

Mu<j-ic Resistance: Not applicable. 

Aeromantic Bolt 

Channels the supernatural energies of the 
air Into a. boll of force thai does ld4 damage per 
level to the target. 

Till* spell does +1 damage per tevel to earth 
elemental*, earth demons, geomancers usmg 
Earlhfrtrm. and other earth- related crealurea. It 
does ■ 1 damage per level to air ete men Lais, storm 
demons, and other air-related beings. Against ■ 
GeomanUc Aura or GeomanUc Barrier of lower 
level, ll does double normal damage. Against * 
Ceomantlc Aura or GeomanUc Barrier of higher 
level, ll does half normal damage. Against » 



OotwuiUr Aura or CeomantK Barrier of equal level, 
ll nor* iinriri.il damage. For instance, consider a 9th- 
level AeromanUc Bolt that does 23 points of damage, 
if such a bolt is used against an a th- level Ceomantlc 
Aura thai slops 32 points of damage, the first 16 
palms or damage would suffice to knock down the 
aura and llie remaining 7 points or damage would 
strike the tfeornanrer who had licet) protected by the 
aura. Used against a I Oth level Ceomantlc Barrier, 
the Aeromantic Bolt would only do 12 points of 
damage. 

Range: 20 feet per level, 

Duration: Instant, 

Magic Resistance: A character targeted by a 
Iwlt ran give up his or her next action to dodge 
the bolL The target makes a DEX roll, and avoids 
the boll If this roll maichea or exceeds the 
raster's roll to cast the spell, 
Aeuerser Cast In reverse, this Spell cancels One 
bolt oflhe same lype and of lower level. It is 
difficult to cast the reverse effectively because the 
reverse must be cast jusl when the other bolt is 
being cast 

Aeromantic Divination 

Allows the a< romancer to determine whether a 
specific course of action IS Well aa peeled (likely to 
yield favorable results) or III as pec led (likely In yield 
unfavorable resultsl within the element of air. The 
determination thai the aeromancer makes takes Into 
account such things as the weather, probable attacks 
by batrane, the presence of dractyl, and so forth. 
Incidents unrelated to the air, such as an Impending 
mutiny by a windshlp crew, do not factor Into the 
aeromancers determination. The ac romancer must 
study the winds for at least one round per level of the 
spell In order to cast the spell. 
Range: Indefinite. 

Duration: The divination can take into account 
events up to one day per level lit the fulure. 
Magic Resistance: Not applicable. 
Hwtrw: The reverse of IhiS Spell pro tec la one 
person per level from AeromanUc Divination. For 
Ihe duration of the spell, all AeromanUc Divina- 
tions of equal or lower level will completely 
disregard the affected beings. For example, a 5th- 
level reversed Aeromantic Dhination protects up 
to five people from AeromanUc Divination, Only 
Glh-levrl and grea I er Aeromantic Divinations Will 
take them Into account If they Intend to attack 
another group from their wind skiff, only :i filh 
level Aeromantic D Kan a Uon or greater would give 
an "lU-aspected* result to their enemies because 
of Ihelr plana. 
Range: |Q feet 
Duration! 1 hour per leveL 
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Control Wind 

Allow* the easier to change the velocity of the 
wind by 2 mph per level. Thus a 1 Olh-level spell 
could totally calm a 20 mph fresh breeze, take the 
blur out of a gale by reducing lis wind speed from 40 
mph Lo 20 mph, or boost a fresh gale of 40 mph into 
a whole gale of 60 mph— enough lo uproot tr ees or 
negate a tight 5 mph bree-ze and tum H Into a I 5 
infill modrratc breeze In another direction. 

Kangr Affects the wind within 1 00 feel per level 
Duration: 10 rounds [one minute! per level. 
Uajic Resistance: Not applicable. 

Fresh Air 

Turns the atmosphere within 10 feet or the 
aeromanccr Into fresh, breathable air. Once created, 
the air Is subject to ordinary effects such as winds or 
poisoning. 

Range: 10 feel, centered around the caster. 
Duration: The air lasts one hour per level of the 
spelL divided by the number of humanold- sized 
creature* breathing 1L 
Uagle Resistance: Not applicable, 

Swirling Winds 

Disperses up Lo 10 cubic feet per level of smoke, 
gas, dust, mist, flying Insects and the like. 

BaBCS: 10 cubic feel per level, centered on Ihe 
caster, 

Duration: Keeps the air clear for one round per 
level after which the smoke. Insects, or what- 
havr -you air free to return. 
Magic Resistance: Not applicable. 

Windform 

Allows aeromancers to change their bodies into 
air. taking the forms of vaguely hurnanoJd, ijhofitlike 
beings surrounded by swirling air. I'v^se-salons and 
accoutemienls do not change with them. In 
Wiiidfwrm, aeroinancers cannot r.ihl or ma 

nlpulale objects, though they can carry things by 
swirling them up into the air. They can fight in 
combat with a CR and damage equal lo the spelt's 
level. If an a e romancer does not have unarmed 
combat, he or she must roll with IdlO rather than 
Id20 In romhat while In Windform. Aeroinancers In 
Windform are also subject lo spells that affect air. A 
Control Winds spell, for example, could push them 
Hi rough the air. While in Windform, acromancers 
may move up to 25 mph [or 22 feel per round, +S 
SHJ) per Wet of the s|wll, .unl ran mrry up la 10 
pounds per level. Barriers present Utile problem for 
them as they can slip under doors, through grates, 
and so forth, though airtight barriers ouch as an 
Arcane Barrier will stop them. 

For ftjfcunple* a 5th- level Windform would allow 
the ae romancer lo fly up to 25 mph 1220 feet per 



round) and carry up to 50 pounds. In combat, he 
or she would have a CR of & and do 5 points of 
damage with each successful hlL If someone cast 
a 5th- level Control Winds to push him or her 10 
mph to the north, he or she could fly 35 mph 
north or 15 mph south against ihe Control Wind 
speLl. 

Rangs: Self only. 

Duration: I round per level. 

Magic Resistance; Not appl Icable, 

Windtraek 

Enables the aerornancer lo see the subtle 
air currents created by the passage of beings or 
conveyances through the air. whether or not they 
are Ln contact with the water or ground. By 
means of this spell, the aerornancer can see 
where things have passed up to I minute per 
level In the past, though following those tracks 
may be difficult If several beings have passed 
through an area. 

Range: The aeromanccr can see the tracks 
anywhere wiihln 10 feet per level 
Duration: I round per leveL 
Magic Resistance: Not applicable. 
Rewers*. Cast in reverse, Ihe spell protects 
niir fwr^ju j»t Irvel from Wlritllr.ii k spc-Us 
Targets of a reverse Wind track leave traces so 
sublle thai onty a Wlndlrack of higher level 
can perceive them. 
Range; 10 feel. 
Duration: I hour per level. 

Wind walk 

Allows the caster or one other being to walk 
on the air as If kl were sotid. Ttv- .1I1 |:r.--,'-nls 
whatever Invisible surface the Wind walker 
wishes: level ground, stairs, a slope, and so 
forth. Note thai the WJndwalkn cannot move 
•itnil^lit up or down, foul ran walk up or down as 
if climbing a set of spiral stairs. The Windwalker 
moves at normal speed. 

Rang*: Touch. 

Duration Our mm per level. 

Magic Resistance: Not applicable. 



Alchemy 



The field of alchemy uses skills rather than 
actual spells. As such, an alchemist cannot use 
scrolls lo increase his or her alchemy rolls, 

Whrn r reeling an alchemical substance, a 
failure means lite Ingredients are lost and the 
alchemist must start again from scratch: a 
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partial success means the ulrlirniKt Ills failed, 
but can keep workup wJlh Mlc wmir h^rdle^ls 
If he or she keeps working on the concoction 
without a break; and a success or critical suc- 
cess means the process works as planned. 

Nole that alchemical products do not rount 
against the •even-item limit for magic Items, 

An nlrhrmlsl can work on more than one 
project at a Unite, but trso. he or she takes a -5 
penalty on each roll Tor each extra, project. To 
work on three doses of a potion, for example, an 
alchemist would have to take a • 1 0 penally on 
each of the three rolls. 

A SLndaran alchemist It * •pedal cue. 
Normally, a Slndaran alchemist can work on two 
projects! si m ul La.cn q us ly, and only the second la 
at -5. This penalty results from the Slndaran 's 
need Co rest each of his or her brains one at a 
time. The first project is done while both brains 
are active, and the second project is performed 
while one brain is resting, If the Sindarnn works 
on more than one project during the two-brain 
period, he or she receives the normal penally, but 
only on those projects. The projert done during 
the one-brain period Is stiU at the Slndaran -5 
penalty, not at the normal -10 penalty Tor three 
pn>j«*cta. 

For example, a Slndaran aleehmlsi who 
wanes In ixiiuth I four potions at once could 
choose the following strategies: 

• Three during the two-brain hours (- 10 
penalty on each) plus one during the one- 
brain period ('5|. 

• Two during the two brain hours (-5 penally 
on each) plus two during the »nr brain 
period [- ID on each). 

• One during the two-brain hours (no penally) 
plus three during the one-brain hours |-15 
on each). 



Alchemical Training 

Basic knowledge of alchemical lore and 
practices. Individuals with this skill will know 

h«W In rr,"i JtK hrinlr-.il ciphers. prr[j;irr .mil 

preserve Ingredients, identify mixtures by lest 
and utilize alchemical apparatuses- 



Concoct Alchahest 

TalLslanLan alchahest Is a powerful acid, 
with each one-plnl dose sufficient to dissolve up 
to on** I'ultu- ft*>L of any non magical substance. 
Alchahest is usually contained In vials of magJ 
cully <Tmdrnsed ainberglass. A direct hit with a 
full pint of alchahest wilt do 4d ID points of 
damage to any living creature, A full desrrlpticin 
of alchahest can be found In Chapter Six. 



Ingredient*: SO drams vitriol. I dram powdered 
contrary vine. 
Caffc 645 g.1. 
Time: 4 days. 
Selling Price: 665 g.L 

Concoct Alchemical Solvent 

Ingredients; 30 drams vitriol. 1 drain powdered 

contrary vine, tiny sample of substance to be 

dissolved. 

Coat: 395 gj. 

Time; 2 days. 

Billing price: 405 gl. 

Concoct Elixirs 

The ability to concoct various types of elixirs. 
The lime required Id mix and prepare various elixirs 
is listed In the table below; properties of the elixirs 
can be found In Chapter Six. 

Aphrodisiac Elixir 

Ingredients: Eight drams each of poV.de rrd 
latitat us and lalnlxnu lolus. 
Coat: 56 g.l, 
Time: One day. 
Selling Price: 61 g.l. 

Depilatory Elixir 

Ingredients: 1 welve drams of powdered bald 
nettle. 

Cost: 12 CP, 
Tune; Hair a day. 
Selling Price: 36 s.p. 



Healing Elixir 

Ingredients: Twenty drams each of powdered 
amber and balmmoL 
Cost 105 g.L 
Time: 2 days. 
Selling Price: 115gJ. 

Medicinal Purge 
Ingredient*: One ounce of powdered ogront dung 
and twelve drams of cleric's cowL 
Cast 24 g.l, 
Time: I day. 
Selling Price: 29 g.1. 

Poison Antidote 

Ingredients: Twenty- live drams of powdered 
cleric's cowl, 
Coat: 50 gJ. 
Time: 2 days. 
Selling Price: B0 g.L 
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Soporific Elixir 

Ingredient*: Eleven drama of powdered 
mo rph I us blossom. 
Co»L 110 g.l. 
Time: 2 days. 
Soiling Price; 120 gj, 

Concoct Medicinal Mixtures 

The ability tD concoct tonics, serums, balms, 
oliiutienla. salves, and various other mcdlcants. Such 
mixtures arc generally able lo treat only a single, 
Specified rnalady: Sever, itth. nausea. Insomnia, 
<1f|i«-^r,Jnn. minor bums, and fculli. 

Ingredients: Vary according to locale, folk 

belief*, and customs. 

Cost: Centrally 1 s.p. 

Time: Half day. 

Selling Price: 26 s.p. 

Concoct Poison 

The ability In concoct various toxic powders and 
venoms. Powders may be contained in fragile <;»p 
auk* and propelled by the use of a btowtube with an 
ncrjt of effect of a five-fool radius. They can also be 
mtilrd to food or drink. Venom* are usually used Id 
coat blades or other sharp objects. 

It Is Illegal to sell these poisons .iriywlirre In the 
Seven Kingdoms. In addition, an alchemist can be 
held accountable for crimes committed with poisons 
that he or she has concocted. While It la. strictly 
speaking, lllr&tl, many alchemists provide poisons 
for their companion*. Because selling poisons Is 
Illegal, the merchants who buy them Lake a large cut 
of the final price. Even so. the healthy profits to be 
made concocting unhealthy substances have templed 
more than one alchemist Into a life of crime. 

Black Mushroom Powder 

Ingredients: Twelve drams of raw powdered 
black mushroom. 
Coat: 24g.L 
Time: | day. 
Selling Price: 39 g.l, 

Draconid Venom 

Ingredients: Nine drams of raw draconid venom. 

Cost: 90 gl. 

Time: 1 day. 

Selling Price: 105 g.l. 

Paralytic Poison 
Ingredients: Twelve drams of crag spider or 
raknid venom* 
Cost: 120 g.l. 
Tunc: 1 day. 
Selling Priee: 13Sg.l. 



Venomtvood Resin 

Ingredient*: Sine drams of raw venomwood 

tree sap. 

Cost: 90 ft . I. 

Time: I day. 

Belling Prlea; 105 g |. 

Viper Vfeitflrn 
Ingredient* six drums of raw death's head 
viper venom. 
Cost: 60g,l, 
Time: I day. 
Selling Price: 75 g.l 

Concoct Potions 

The ability lo concoct various types of 
potions. The efficacy of these potions is totally 
dependent on the level of Ihc iilchemlst for 
deLermlnaUon of duration, base power, and cosL 
The Ume required to mix and distill these potions 
Is also variable and highly dependent on the level 
of the alchemist and the availability of any 
magical devices that will speed the process of 
pollen distillation and sublimation. The list below 
demonstrates a template of potions and thelr 
averngc concoction (lines. 

Cold Resistance Potion 

Ingredients: Ten drams of powdered snow 
lily and twelve drams of cleric's cowl. 
Cost: 224 g.L 
Tune: 3 days, 
selling price: 240 g.L 

Fire Resistance Potion 

ingredients: Five carats of powriru-d fhegem 
and five drams of fine Illy. 
Cost: 220 gX 
Time: 4 days. 
Selling Price: 240 g.l. 

Plying Potion 

Ingredients: Forty drams ofbatranc blood, 
I ounce or powdered baUnnc wing, and 
twenty leathers horn a Stryx or Cryph. 
Cost: 2iag.|, 
Time: 4 weeks. 
Selling Price: 240 g.l. 

Love Potion 

Ingredient*; Forty drams of powdered 
tantalus and two pints of Thaeclan nectar. 
Ce*L 210 gt, 
Time; 6 days. 
Selling Price: 240 gl 
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Rejuvenation Potion 
Ingredients: Forty-nine drama or powdered 
balmroot. rw-vrn <-arats of powdered diamond, 
.mil seven ilniitw <->i j?"ild tlusl. May suhsU 
tule 7 drams of Araq blood for the bnlmroou 
Coat; 231 g.L 
Time: 5 day*. 
Sell In* Price war, ir.l 

Shrinking Potion 

Ingredient*: Stxtre n clnmi-. of powdered 
shrinking violet. 
Coat: 160 g.L 
Tunc; 4 days. 
Selling Price 180 g.L 



Concoct Powder 

The ability Id concoct various types or 
powdered mixtures, The efTert.1 r>f [Kiwrlrrs 

can be found in Chapter Six, 

Enhancement Powder 
Ingredient*: 1 dnm exomorph pigment 
Cost: 20 g.L 
Time: I day. 
Selling Price: 25^.1. 

Incendiary Powder 

Ingredient*: Six carats of powdered flrr^em, 
twenty-four drams dragon fang. 
Coat: 144 g,t 
lima: 1 day. 
Selling Price: 149 g.L 

Madness Powder 

It Is Illegal to buy or sell madness powder. 
Ingredient*: Twenty-two drams each of 
dried and powdered skullcap and jabulu 
rooL 

Coat: 220 g.L 
Time: 2 days. 
Selling Price; 250 g.L 

Morphixis Powder 

ingredient*: Twelve drama powdered 
morphine root. 
Coat 120 g.L 
Time: 2 days. 
Selling Price: 1 ESO g.L 

Neutralizing Powder 

Ingredient*: Two ounces or powdered amber 
and two drams of powdered cleric's cowl. 
Coat: GO g.1. 
Tuna: 2 days. 
Selling Price: 70 g.1 



Poison Powder 

Sale of this substance la Illegal. 

Ingredient*: Forty drama of powdered skullrap or 

dead man. 

Coat: 200 g.L 

Time: 3 days. 

Selling Price: 250 g.L 

Scarlet Leech Powder 

ftak* of this subsUnr-r is Illegal. 

Ingredients: Ten rtnuii.i sc.rlrl s | Kl mzoh 1 spore*. 

Coat: 100 g.l. 
Ttmo: 4 days. 
Selling Price; 160 g.1. 

Smoke Powder 

Ingredient*: 10 drama of Incense. 
Coat' I g.L 
Tints; | day. 

Selling Price; 6 g-1. 

Sparkle Powder 

Makes two drama or sparkle powder. 
Ingredient*: 12 drams gold dust plus 12 drams 
powdered black Iron. 
c»t. 1 g.L 
Time: 1 day. 
Selling Price: 6g.l. 

Concoct Vitriol 

Talis lan Lin vitriol la a powerful adhesive that can 
be used to bond organic or Inorganic materials of any 
sort except quicksilver vitriol can only be contained in 
vials lined With this magically animate metal, Vltrtol 
hardens In one minute, creating an unbreakable bond. 
Only akliahest ulll serve to dissolve this glassy sub- 
stance. This process creates 10 drams of vitriol, enough 
to cover 1 square feeL 

Ingredients: Seven drams of powdered mung- 
benies, seven drams of yellow alicKler Juice, and a 
dram each of powdered sulfur and red Iron. 
Coat; I g.L If the alchemist keeps the vitriol instead 
or selling It. he or she also needs a quicksilver Vial 
(20 g.L) If the alchemist sells IC the buyer provides 
the vial, 
Tunc: 15 days. 
Selling Price: 75 g.L 

Create? Amberglass 

Creates 5 ounces of raw amberglass. Shaping lite 
amberglass into usable Jtema requires extra work 
and skill. Tlw .ilrhrmlsl must use the skill Artist 
(glass working /blowing). 

Ingredient*: Two ounces powdered amber, six 
ouncea powdered glass. 
Coat: 57 g.l. 
Time: 1 day 
Selling Price: 62 g.L 
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Forge Adamant 

The secret of this art Is known only to the Mlrirj 
alchemists of UHaan. This process produces two 
pounds of adamant. 

Irqfrcdlents: 5 g. I. worth of sliver, powdered 
dUunond, and black Iron In secret proportions, 
Tim*: I day. 
aclilaj prlc*: 10 g I 



Aquamancy 



Aquamantic Aura 

Covers the aquamanrer with a field of 
aquamanuc force, absorbing damage that the 
aquamancer would otherwise Lake. After absorbing 4 
points per level. It dissipates. The aura does not 
protect against poison gas and the like. 

Range: Self only. 

Duration: | round per lew]. 

Uaglc Rcikluet: Not applicable. 

flmnc Dispels aunu or the same type If the 

aura Is of lower level than the reversed spell. 

Hong*: Touch, 

Duration: InstanL 

Magic Resistance: Nol applicable. 

Aquamantic Barrier 

Creates a two-dimensional, translucent, bluish 
wall of aquamantic force that can Lake any simple 
liirm. up to 5 feel per Level In each dimension. If 
Curved Into a cylinder or cone, ILs maximum diameter 
I* about One and a half feet per level. It stops all 
magical and physical force, absorbing 4 points of 
damage per I'-.H. ;it which point It dissipates. Once 
created, the barrier Is Immobile. 

Range: 10 feel per level. 

Duration: I round per level. 

Magic RtiUUau: Nol applicable, 

Reverte: The reverse destroy* any lwmln' of the 

same type if it la or lower level than the reverse 

spell. 

Range: Touch- 
Duration." Instant. 
Magic Resistance: None. 

Aquamantic Bolt 

Hurls a boll nf :■■ | ■ i.mianHi' w;iter and Ice. doing 
I d4 damage per level. An Aquamantic Boll does + 1 
damage per level to fiery creatures, such as a 
pyre man cer in Flreronn, and - 1 damage to water- 
related creatures, such as water elemenlals. It does 
<hniblr il.ini.igr- (ii ["yromanllc AuniiS -unJ B.UTlers nl 
lower level, but does half damage to Pyromantlc 
Auras ami Barriers of higher level. 



Rsiuffl : 10 feel per leveL 
Buratlon: Inatan L 

Magic Resistance: A character targeted by a 
bolt can give up his or her next action to 
dodtfe the boll. The target makes a DEX roll, 
and avoids the bolt if this roll matches or 
exceeds Ihe raster's roll to cast the spell. 
Rawtc Cast In reverse, this spell cancels 
one bolt of the same type and of lower level 
[i is difficult to cast the reverse effectively 
because the reverse must be cast Just when 
the other bolt Is being caaL 

Aquamantic Divination 

Allows the aquamancer to determine 
whether a specific course of action is well- 
as petted (likely to yield favorable results) or UJ- 
aspected [likely to yield u nfavorable results) in 
the element of water. The determination that the 
aquamancer makes can lake Into account such 
things as the rain, floods, lurking sea demons, 
the likelihood of an attack by km, the ease of 
finding oases in a desert, and so forth. The 
.mqanwitcrr F mtsl study open water for nt le;isl 
one round per level of the spell tn order to cast 
ihe spell. 

Range: Indefinite. 

Duration: Ihe divination can take Into 
account events up to one day per level In the 
future. 

H&glc Realstsji ce: Not applicable. 
SbUMMt: The reverse of this spell prevents 
the caster and up to one other being per level 
of Ihe spell from being detected by 
Aqiiaiii.ii it ir |}|vjn;i<j<m« of equal or tower 
level 

Range: 10 feet 
Duration: I hour per level. 

Conjure Water 

The aquamancer creates elemental water, 
which can lake one of ihre* forms. 

Misti Obscures vision, neutralizes gases 
and smoke, outlines Invisible creatures [those 
with physical bodies only]. Up to JO cubic feet 
per level. 

Water: For washing, drinking, putting out 
fires, and sn forth. One gallon per leveL 

Ice: Creates a solid structure of ice In ally 
rorm desired. Il ran form a wall, cover mid seal a 
door, block a road, provide a ramp or slide, and 
so forth. The structure can be up to 1 foot In any 
direction per level. 1 1 can absorb 4 hit points per 
level unUI II shatter* and slowly disappears. 

Rsnge: Can appear up to I Toot from the 

aquamancer per level. 




m 



Magic 



133 





Duration: | round per level. Water lhat has 
been consumed will sustain the drinker even 
after the spe]] wears off. 
Magic Resistance: Not applicable. 

Control Water 

Allows the aquamancer to control up to 10 
cubic feet per level of Jce. water, or mist. Specific 
rally, the aquamancer can divert water, shatter 
Ire, or disperse or divert mist. 

Range: Up la 10 feet per level. 
Duration: Instant- 
Magic Resistance: Not applicable. 

Transform Water and tee 

Allows the aquamancer Id transform water 
Id Ice or mist. Lee or snow Id water ► or mis I Id 
snow. Affects up to 10 cubic feel per level. 

Range: 10 feet per level. 

Duration: Permanent, 

Haglc Resistance v„i ,,p[,l.. .ible. 

Waterbre a thing 

Allows Ihe caster or one other air- breathing 
creature (o breathe water. 
Range: Touch. 
Duration One hour per level. 

Magic Rc*Utancc Not ;i[j[.'lk;kl)]r 

Wat erf or m 

Allows aquamancers to turn their bodies 
into cohesive water, In Walerform. aquamariccrs 
can slip through small openings and carry 
objects, but not actually manipulate: them. While 
In Waterform. aquamancers can swim to any 
depth at a speed of 120 feet per round [SPD +1) 
and carry up to 20 pounds per Level. They can 
also stllher along the ground like a Large mobile 
puddle at the rale of 40 feet per round (SPD -6), 
'When necessary, aquamancers can take a seml- 
humanotd form and light In combat. Their CRs 
and damage equal the level of the spell, and ll iry 
arc subject to normal damage. If the aquamancer 
does not have unarmed combat, he or she must 
mil with Ld 1 0 rather than 1 d20 In combat. 
Aquamancer* cannot cast spells while in 

W.ilrrfiH-lll. 

Aquamancera' gear does nol transform with 
them. 

Range: Self only. 

DurtUca: One round per level. 

Magic Resistance: Nol applicable. 



Watertrack 

Allows Hie aquamancer to sec the subtle 
currents in the water caused by the passage of ships 
or swlmmera. The caster can aec tracks left by 
beLngs or ships thai passed by up to 2 minutes per 
level In the past. 

Range: 100 feeL 

Duration: One round per level. 

Magic Resistance; The reverse of tills spell 

allows one being per level to pass through water 

without leaving tracks that Watertrack could 

normally detect. The counterspell must be ai a 

level at least as high as the Watertrack spell to 

prevent detection. 



Waterwalk 

Allows the caster or one other being to walk on 

W.Hn If II wrir snliil ground Tlir t.n£C\ rati aImi 

walk underwater as If part or the water formed a 
ramp or steps, although the spell does not include 
the ability in breathe underwater. 

Range: Touch. 

Dura ti on- 1 tum per level. 

Magic Resistance; Not ;ippli<"ihle. 



Astromancy 



Astromantic Aura 

Covers Ihe na (romancer with a field or 
astmriiiuiNV fr>n-r. absorbing damage lhat Ihe 
aslromancer would otherwise take, Alter absorbing 4 
points per level. II dissipates. The aura does iu>( 
protect against poison gas and the like. 

Range: Self only. 

Duration: I round per level. 

Magic Resistance: Nol applicable. 

Reverse: Dispels auras of the same type If Ihe 

aura Is of lower level than Ihe reversed spell. 

Range: Touch. 

Duration: InstanL 

Magic Resistance. Nol applicable. 

Astromantic Barrier 

Creates a two-dimensional. transEurenl wall of 
astromantic force up to 5 feet In each dimension. If 
curved into a cylinder or cone, its maximum diameter 
Is approximately one and a half feel per level. The 
barrier blocks the passage of solids, liquids, and 
gases, as well as violent magical energy auch as 
bolts. Once created, the barrier Is immobile, 

Range; 10 feet per level. 

Duration: 1 round per level. 

Magic Resistance: Not applicable. 
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Rivtm: The reverse ritatroya any barrier or ihe 
hhk type If U is or lower level than the reverse 
spell. 

R«Rg*~ Touch. 
Duration: EnsLant. 
Magte Resfstancej None. 

Astromantic Bolt 

Hurls a boll of ast romantic force thai does 164 
damage per level 

Rsngc: 10 feel per level. 
Duration: Instant, 

Magic Resistance: A character targeted by a 
bolt can give up his or her next action to dodge 
the bolL The target makes a DEX roll, and avoids 
the bolt If this roll matches or exceeds the 
Caster's roll to cast the spell. 
flcwrrM. Cast In reverse, this spell cancels one 
bolt of the same type and of lower level. ]l is 
diffic ult to cast the reverse effectively because- the 
reverse must be cast Just when the other boll Is 
being cast. 

Sunform 

Allows astro manors lo convert their physical 
bodies, but not their possessions. Into a glowing 
mass of pulsating solar force. While In Sunform, 
astro man cers can fly at speeds of up in 10 mph 186 
feel per round) per IcVrL They cannot affect or be 
affected by (he physical World, nor can they cast 
spells. They are Still, however susceptible to magic 
energy, such as bolts. 

Range; Self only. 

Duration: One round per level. 

Hagle ReaUtaace: Not applicable. 

Astromantic Sight 

Allows the caster lo sec aslr.d and ethereal 
presences. 

Range: Works on self, sight works to Ihe limit* 

of normal eight. 

Duration: ] round per level. 

Magic Resistance: Not applicable. 

Reverse: The reverse of this spell protects one 

creature from detccUcn by Aatiunan tic Sight 

spells, though an Astromanuc Slghl of higher 

level will still see the hkklen presence. 

Range. J 0 feel. 

Duration; I hour per level. 

Magic ReaUtanom Not applicable. 

Astromantic Divination 

Allows bhe astromancer to determine whether a 
speeLfc course of action Is wcll-aspected (likely lo 
yield favorable results) or lll-aspected [likely lo yiekl 
unfa wimble results]. The determination thai the 



astromancer makes takes into account only 
those things that happen under the open sky of 
Archaeus. Satadas lurking in caves and attacks 
by sea monsters cannot be predicted. The 
aaumuaiicer must study the full night sky and 
Its heavenly bodies for at least one half hour per 
kvel Of the Spell 111 nrder in cast the spelt. Clouds 
over much of the sky may prevent this spell from 
being usefuL 

Range: Indefinite. 

Duration: The divination can lake Into 
account events up lo 12 hours per level In 
the future. 

Magic Resistance: Not applicable. 
Reverse 1 : Ely casting the reverse of this spell, 
an astromancer can determine a course of 
events that would not be predictable by an 
Astromantic Divination of equal or lower level 
than Ihe counlerspelL 
Rangm: 1 0 feet . 
Duration: 1 hour per level. 
Magic Resistance: No I .ijijilhnlilr 

Homeward Star 

Allows the caster lo determine the relative 
direction and distance, to the nearest 1 00 miles, 
from the current location to any other ;irea with 
which he or she Is familiar. The caster must 
scan the night sky for ten minutes to make the 
delermlnaUon, The gamemaster may assign a 
penalty if the sky Is cloudy. 

Range; Works on distances of up to 100 

miles per level of the spell. 

Duration; Instant. 

Magic Resistance: Not applicable. 

Moon Sign 

Allows Ihe as [romancer Id use the power of 
Tallalanla's seven lunar Influences. The 

romancer can produce any one of the effects 
dr vrlbed below. Each moan rules one of the 
seven Tallslantan months. When casting a Moon 
Sign during Lhe month ruled by that moon, an 
as (romancer receives a +3 bonus on Ihe roll to 
cast the spell. 

• Sign or Aidan: Creates a momentary 
sphere of purple ll^ht with ;\ dlamHrr equal lo 5 
feet per level. All those within the sphere of light 
regard the easier and his or her associates as 
friends unless they violate the norma of behavior, 
such as robbing or attacking the targets. Range: 
10 feet per level. Duration: 1 round per level. 
Magic Resistance: A W1L roll at least equal lo the 
aslromanoer's spell roll resists the effects. 

• Sign of Drome: Creates a sphere or 
amber light With a diameter up to S fee t per level- 
Ilir -q»lirrr remains throughout the duration of 
the spell. Conjured and summoned creatures 




hi 




Magic 



135 




i 
1 

I 



f 



such as elemental*, dcmrwu, and erratum 
created by a wizard s Conjuration spell cannot, 
enter the sphere. Any spells ihey cast into the 
sphere liave no effect unless the spells are of 
higher level than the sign, Missiles fired or 
thrown Into the sphere by conjured or sum- 
moned beings sulfer a penalty on the mil to hit 
equal to the level of the sign . Range: Centered 
on the caster. Duration: I round per level. 
Magic Resistance: Not applicable. 

• Sign wf Jharig: Creates a momentary 
■-jilirre uf crimson light up to 5 feet per level In 
diameter. All those within the sphere receive a + 1 
bonus to their combat ratings. Hits benefit 
.ippilrs (a enemies as well as friends. Range: 10 
feet per level. Duration: 1 round per level Magic 
Resistance: Not applicable. 

• Sign of Lacolis: Create* a momentary 
sphere of blue light with a diameter up to 5 feet 
per level All those In the sphere are relieved of all 
feelings of sadness or loss. The affected charac- 
ters will never again feel sad about the current 
Issue, bul they retain their normal ability la feel 
sadness and loss with regards to other events 
they encounter to die future. Range: | foot per 
level Duration: Permanent. Magic Resistance; 
All . 1 1 frv ted characters must make a roll versus 
W1L to resist the effects, even If they want to 
shake off their sadness. Apply the leve] of the 
Spell as a penalty on the roll. 

• Sign of Pbuidlr: Creates a sphere of 
green light up to S feet per level In diameter. The 
sjiliere remains throughout the duration of the 
spell. No divination, magical seeing, or scrying 
will delect the people In the sphere unless the 
spying spel I is of higher level than the sign. 
Range: 10 feel. Duration: 10 rounds per level 
Magtc Resistance: Not applicable. 

• Sign of TaUsandrc: Creates a momentary 
sphere of silver light with a diameter up to 5 feet 
per level This spell Invokes the capricious 
nature of Taltsandre. Each character In the 
circle receives either a +1 bonus on all rolls, a -1 
penally, or no bonus, as the astromancer wishes. 
Hie ustromancer can only apply a bonus or 
penally to one creature per level of the spell 
Furthermore, the Sign of Taltsandre is unpredict- 
able even ic an asu"omanc*n for each affected 
character, roll a d6, and If the result Is 6, the 
character Is affected In a manner reverse of that 
desired by the caster. Range: 1 0 feel per level. 
Duration; 1 round per level. Magic Resistance: 

A Wit, roll at least equal to die roll to cast the 
spell resists the effects of the spell. 

• Sign of Zmt. Creates a sphere of darkness 
will ;i diameter up to 5 feel per level The sphere 
tasls for the duration of the spell. All no n magical 
Light Is negated within the sphere. Creatures 
that are magically able to see In darkness caii xrr 
Withto the sphere. Range: 10 feet per level. 



Duration: I round per level Magic Resistance: Not 
applicable. 



Sun Sign 



Uses the power □ rTaltelanta's twin sn]ar 
Influences In one of the following way*: 

• Great* Light As the Wizardry spell of 
Radiance. 

■ Sphere of True Sight: Creates a sphere of 
magical solar light up La 5 feet per level in diameter. 
Everything within the sphere appears as It truly la. 
Illusions become translucent, magically hidden doors 
are plainly seen. Invisible creatures become visible, 
arid so forth. Range: 10 feet per level Duration: 1 
mm Hid per level, Magic Resistance: Spells of higher 
level are not countered. A GLh-lcvrl Sphere of True 
Sight would no I reveal a character protected by a 
.'Hi level Invi'sibLlJly spell. 



Botanomancy 



Botanomantic Hybridization 

Allows the easier to create a hybrid from any 
two types of plants. The easier must have a living 
sample (cutting, seed, etc.) from both kinds of plants 
and access to soli, water, light, and everything else 
normally needed to grow either planL The spell 
produces a hybrid seedling; the gamcmaster deter- 
mines Its properties when It reaches maturity- Keep 
In mind that magical hybrids are generally fragile and 
vulnerable to disease, adverse environments, para- 
sites, and so forth. 

A pari Jal success yields a poor, unhealthy 
specimen. A full success yields a healthy hut sterile 
plant. Only a critical success yields a fertile plant 
■ | < iH|r nf hearing seeds. 

Modifiers: The botanomancer suffers a penalty 
depending on the difficulty of the pfants with which 
he or she Is working. These penalties are detailed 
below. If the plants are of the same type, apply the 
penalty listed. If the plants are of two different types, 
double the worse penalty and apply It to the roll. 
Crossing two types or trees would entail a '10 pen- 
alty, bul crossing a tree with a mushroom would 
entail a -30 penalty. 
•Hardy uwed: No penalty 
•Ftoodjmd udng plant: -D 
•Trw 1 0 
•Fungus: -15 

Range: The botanomancer must handle the 

specimens from the original plants and care for 

the scedling. 

Duntlon: Permanent 

Magic Resistance: Not applicable, 
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Command Plant 

Allows the boLanomancer to command a plant 
to follow his or her menial rommanda. The plant can 
only act within Its normal rapacity, though the speed 
at which ll does so may be acreleraled. 

Range: 10 feel per level. 

Duration: I round per level. 

Higlc Resistance: A WIL roll at least equal to 

Ihe roll lo cast Ihe spell. 

Communicate with Plants 

Allows the boLanomanoer to communicate With 
arty specks of plant The slower that type of plan I 
grows, Ihe more slowly II thinks and speaks, 

Ranger The spell affect* Ihe caster only. 

Duration: 10 rounds 0 minute) per levr! 

l&agle Resistance: Net Applicable though a 

plant need not talk if n doe* not warn lo. 



Identify Plant 



Allnw.H i>ir , .i-iicr lo del ermine a plant'* proper- 
ties, al a rate of one property per two lew la or the 
spell, Plant* from foreign cliin.-. and environments or 
those with strange properties may entail a [wnaliy of 
- 1 lo -20. at the gamemaslers. discretion. 
Range: Touch. 

Uui-iUon: II lakes I round per level to cast the 

■pell The knowledge is then gained Instantly. 

Ifagle Resistance: Not applicable. 

Reomrmm: The reverse of this apeO cast on a plant 

gives ii the appearance of false properties thai 

will be incorrectly detected by any Identify Plant 

spell of lower level 

Range: 10 feet 

Duration: J hour per level. 

Magic Resistance; Not applicable. 

Locate Plant 

Allows the caster lo determine Ihe direction and 
distance lo the nearest 100 yards from ihe easier to 
the nearest specimen of a specific plant. 

Range: One-quarter mile 1440 yards} per level- 
Dura lion: 1 nstanL 
Magic Resistance Nol applicable. 
Reverse: li the reverse irfthis spell I* cast on one 
or more plants, up in one such plant per level, It 
will prevent thai specimen Iran being detected by 
Locate Plant spells of lower levels, 
Rangm: 10 feeL. 
Du ration: \ hour per level. 
Magic Resistance. Not applicable. 

Neutralize Plant 

Nullifies the special effects of up lo one pound 
or pint of plant matter per level. Effects nullified 
Include poisonous qualities, nutritious value. Intoxi- 



cating capacity, cxplostveness. and so forth. It 
cannot stop mobile plants fmrn moving or 
counter such mundane factors as the Innate 
strength of Wood, the sharpness of thorns, and so 
forth. 

Range: 10 feel per level, 
Duration Permanent. 

Ifagle Realatance- A living plant gels a WIL 

roll to resist The roll must nt least equal the 
bocanonrnncer's roll to cast Uie spelt, 

Phytomamtic Permutation 

This spell, orlgnalry devised by the re- 
uoM-ued maglf-t;ui Vlrfdlaii. allows the caster to 
alter temporarily the shape of any single plant 
Common permutauoos Include cages, barriers. 
Inehouses. and so forth. The spell can be used 
to entrap or en tangle targets, but not to harm 
them, An area up io 10 x 10k 10 feet can be 
affected, with one dimension increasing by 10 
feet per extra level beyond 1 , For example, a 6th- 
level spell could affect an area of tip lo 30 x 20 x 
20 feet 

Range: 10 feel per level. 

Duration: One hour per level. 

Uagle Resistance: To resist being captured 

by entangling plants, make a DEX roll. If Ihe 

roll matches or exceeds the bolanomancers 

roll to cast the spell, the target has dodged 

the plants. 

Phytomantic Protection 

Surrounds a single plant with a magical 
aura that keeps It safe from extreme weather 
conditions. Insects, molds, and other natural 
threats. The maximum area of effect Is one cubic 
foot per level 

Ranger Touch. 
Duration: I hour per level 
Magic Resistance: Not applicable. 
JiewrH. The reverse of this spell will 
counter It, If the reverse Is at least as power- 
ful as the original Ptiytomanuc ProlecuOn. 
Range: Touch. 
Duration. InstanL 
Magic Rests ranee. Nol appll cable. 

Plant Growth 

Causes one seedling or sapling to grow tn 
lis full slae at the rate of one Foot per round. 
Maximum growth Is one foot of heigh 1 P p r level. 
Range: Touch. 
Duration: Permanent. 
Magic Resistance: Nol applicable. 
Rflwrw: The reverse causes a mature plant 
Id shrink to a seedling, with a maximum 
reduction In size of I foot per level. 
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Protection from Plants 

Surrounds up to one person per lewd wiih 
an aura thai protect* him or her from plant Life or 
all sorb). The ape 11 temporarily nullifies the 
effect* of plant poisons, but when the spell wears 
ofT Ihe effects return, Bolanomaneers have found 
a curinu» *|t)c effort to litis spell; It protects 
people from poisons excreted by yeast growing In 
plant Juices. In other words, subjects of ibe speU 
r.in r £r\ drunk. Kut when Ihe spell wears oil, 
they can most certainly feel the hangover. 

Range: Touch- 

Duration: ] minute per level. 

Magic Resistance: Not applicable. 

Rejuvenate Plant 

Heal* a plant or up to 4 points or damage 
per level 

Range; Touch. 

Duration: Permanent. 

Magic Rcilftucc; Not applicable. 

Hraerac: l"he rrVrr:v nfthls Spell does I d4 

damage per level to any living plant. 
Afcicftc RaLttanix. A Wit. mil .iL least equal 
to the roll to cast the spell resists its effects. 

Shape Wood 

Alters the shape or up to I pound of dead 
wood per level. Botanonian. n - iiml Hits spell 
very useful for making wooden weapons unua- 
able. 

Range; JO feel per level, 
Duration: Permanent. 

Magic Resistance: If the wood la enchanted, 
its owner can make a resistance roll versus 
the level or the enchantment. If this roll 
matches or exceeds the roll to cast the spell, 
the spell has no effect on the enchanted 
wood. For example, enchanting a spear to +2 
la an 8th-Ievel spell, so a 4-2 spear would 
receive a +ft roll to resist Shape Wood. 



Cartomancy 



Cartomancy offers only three spells to lis 
practitioner*, each or which uses the ability to 
divine certain aapecia of the future through the 
uae or the 2odax, a deck of cards possessed or 
uncanny mystical virtues. Cartomancer* do not 
claim to understand how the cards Work, and 
never take credit or blame for any reading. They 
llislfil Lh.it It K 1 J i-r- i-.inU lh.il ->re ~:-,|x-,iklim.* .uitt 
> i i' "i he cards do not lie.' It should be noted 
that a cartomancer will never let anyone else use 
his or her cards, and that a Zodar deck has no 



dMnatory proper!)** iiiiIi-mh used by a skilled 
cartomancer. 

Cartomancy, an intuitive art. !s largely unwrit- 
ten, and there are no scrolls Tor these spells 



Augury 

An augury Is used to determine If a specified 
nmrsr nf ii<-i|on nr decision will result in favorable or 
unfavorable consequences. The Individual who 
desires the augury asks the question, after which the 
cartomancer draws a card from the deck: Ihe nature 
of the card determines whether the leading Is favor- 
ahk or unfavorable, 

In game terms, the gamemaater rolls Id20 and 
consults the Zodar Deck Table provided on the next 
page. The CM can add any number up to the 
cartomancer'* magic rating to the roll, starting over 
at 1 if the number exceeds 20. This will generate a 
number of possible results equal to the cartomancers 
magic rating. From among the cards indicated by 
these possible results, the gamemaater selects the 
one most appropriate and announces which card has 
been turned over. In nrtlrr In Interpret the card 
successfully, the cartomancer then makes a PER roll. 
A mishap Indicates a misleading Interpretation. A 
fall une yields an uninspired Interpretation, something 
that anyone could tell from looking at the card. A 
partial success Beans that the cartomancer can 
sense some secret not held In the literal meaning of 
Ihe card Itself. A full success means the cartomancer 
has a strong Insight Into Ihe meaning or (he card as 
it relates lo tlus question In particular. With a 
critical success, the cartomancer can team deep 
secrets, though he or she docs nut necessarily know 
what they mean. 

For example, a merchant asks a 3rd- level 
cartomancer with a +6 magic rating If a coming 
Journey will be profitable. The gamemaalcr rolls a 19, 
allowing her lo select from cards 1 9. 20. and I 
through 5, The gamemaalcr decides that number 4 
Is most appropriate and tells the cartomancer thai he 
has drawn 'Ardan . the Purple Moon.* The 
cartomancer then makes a PER roll and gets a partial 
success. The garnemaster lets him know that 
something the merchant desires will come to pass on 
(Jus Journey. With a full success, the cartomancer 
could have determined that the desire to be fulfilled 
will be What the merchant desires most, With a 
critical success, he could also have learned Hint the 
merchant will lose what she most desires If she is riot 
faithful to her deity. 

Range: Indefinite. 

Duration: Instant. 

Magic Resistance: Not applicable, although 
certain spells, such as the astromnntlc Moon 
Sign of Phandlr, can prevent a given being's 
actions or Intentions from affecting Auguries or 
equal <ir l<iwer level. 
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Zodar Deck Table 

I Ziu: '11 ir Dark Moon. Tills Is an lU-aspei'lcd curd, signifying evil, cunsplnjcy, black magic. 
3 LaeloUs: The Blue Moon, This card signifies sorrow, disappointment. heartbreak. 

3 J bang: Tilt Crimson Moon. This card signifies rage, violence, dark passions. 

4 Aftlaui; The Purple Moon. This card signifies romance, paaalon. desire. 

5 Phandlr: The Green Moon. This card signifies things unknown or unresolved;: a mystery. 

6 Drome: ITir Amber Moon, This card signifies peaccfulnesa. repose, relief. 

7 Tallsande: The Silver Moon. This card signifies good fortune. 

8 The Lesser Sun. This card signifies a mailer of little Import. 

9 The Greater Sun. Tills lmut.1 signifies a mutter of great import 

10 The Charlatan. This card signifies deception, a mis Lake, a fool is discovered. 

I I The Rogue, Tbtt card signifies a loss, thievery, one who is not to be trusled- 

1 2 The Warrior Th is card signifies confrontation, conflict, vigilance. 

13 The Assassin. This card signifies treachery, betrayal, death. 

1 4 The Peddler. This card Signifies an offer or opportunity of some sort, a chance far profit or loss. 

15 The Wanderer. This rard signifies travel adventure, die need to move on. 

16 Hie Wizard. This card signifies chance, tuck, uncertainty. 

17 Hie Mi's lie. This card signifies hidden knowledge, a set re l 

IH The AlchemlsL This rard Signifies change. lt:«isfnrmalJon. the unexpected. 

I h ihe Reaper. This card signifies inevitability, drawn with « l or 13, this is a dire fortune. 

20 The Archon. Tills card s^mr'icH victory: drawn after * J Q. a superior omen. 



Omen 

An Omen Is a presentiment or some future 
event. Unlike an Augury, an Omen provides infbrma - 
Unn about the subject's future in general, not about a 
specified course of action. A single card is drawn 
from the deck, and the cartomancer provides an 
Interpretation or Its meaning, Use the same system 
for determining and Interpreting the card as for an 
Augury. 

For example, an enchantress pays a 
cartomancer Tor an omen. The rartomancer draws 
the card. "The Alchemist," but tails his PER roll. He 
tells the enchantress, "A change Is In the cards: for 
better or worse, I cannot say." 

Range Indefinite. 

Duration: Instant. 

Uagle Resistance: Not applicable, although 
certain spells, such as the nslromanllc Moon 
Sign uf I'bnndlr. cim prevent a given being's 
actions or Intentions from affecting Omens of 
equal or lower level. 

Fortune 

A fortune telb Ihe seeker somelhLng aboul his 
or her future. Two cards are drawn from Ihe decJc, 
and the results are combined and Interpreted In a 
single reading, Even results that seem to be contra- 
dictory can be combined lo give a satisfactory reading 
by explaining that Ihe cards follow In sequence. 

To determine which cards are drawn, divide the 
carlomancer'S magic rating Into two numbers as 
equally as possible and apply one number to the first 
card and the other number to Ihe second card. If the 
magic rating is odd. then one number will be higher 
than the other: apply the higher number lo the first 
card. It Is, of course, impossible to draw die same 



card twice. The cartomancer receives a normal 
PER roll for each card. 

For example, a lOUl-leVel cartomancer with 
a +15 magic rating #t* iwo rolls on the Zodar 
deck, one that will give the CM 8 cards from 
which to choose and one that will give her 7, The 
cartomancer draws two cards; "The Arehon," a 
very favorable omen, and "The Reaper," a card of 
111 aspect He receives a rrttlcal success on the 
first card and a full success on the second. The 
rartornarii-er's re.idlrm is a* follows: "According lo 
ihe cards, an unexpected reward that you have 
earned from previous at I Ions will bring much Joy 
and satisfaction to your Ufe. But beware: beyond 
this the ^HinrnLi are dark and foreboding. Your 
very life will be at risk.* 

Range; Indefinite. 

Duration: Instant, 

Usgle Resistance: Mot applicable, although 
certain spells, such as Ihe astro man tic Moon 
Sign of Ptiandlr. can prevent a given being's 
Jirtlous or Intentions from affecting Fortunes 
of equal or lower level. 



Cryptomancy 



Crypto man tic Analysis 

Allows the eryptomancer to discern the 
meaning of unfamiliar writings or symbols. 
Range: Touch, 

Duration 1 0 rounds per level, enough lime 
to decipher approximately one page of writing 
per level. 

ftlagic Resistance: Not applicable. 
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Encryption 

Encodes one page of Writing per level. This 
wi LUng l an only be decoded by a Crytpomantlc 
Analysis of a h Igher leveL 

Rug*: Touch, 

Duration ["emiruienl 

Magic RctltUuice: Not applicable. 

Erase 

Allows ihe crypto manor r lo erase any 
magical Seal. Symbol of Power. SlgU, or Ward or 
lower level. 

Range: 10 feet 

Duration: Permanent. 

Magic kcilituct: Not applicable. 

Seal 

Inscribes a lock, chest container, or door 
with a magical Seal that prevents il from being 
opened, without the cryptonfiancer** permission. 
It takes one round per level to Inscribe the Seal. 

Range: Tbuch. 

D oration: 1 day per level. 

Magic ReiUtuce: The Seal can be removed 

by an Erase apell or higher level 

si#l 

Inscribes any Item with a magical Sigll that 
protects It with an invisible aura of forte, Anyone 
who tries U> touch the Item without the caster'* 
consent experiences searing pain and suffers ld4 
damage per kveU The spell is purely protective; IT 
the owner touches someone with the Item. It <\ix-\ 
nu\ tin rUnriiii^T. t)«itv when someone else louche* 
the Item does the SlgU cause damage. The Slgll IS 
visible, but can be mistaken for innocuous 
decoration. It takes one round per level to 
Inscribe the Slgll. 

Range: Touch. 

Duration: I day per level. 

Magic Rulctanc*: Can be removed by an 

Erase spell or higher level. 

Symbol of Power 

Allows the caster to Inscribe a Symbol of 
Power In the air. The symbol glows with magical 
energy and then vanblir.t, affecUng those who 
see IL. but never the cryptomancer. The mart 
mum number «f brings 'I* 31 can be affected by a 
symbol Is equal to Its level, with Ihe closest 
beings affected first. The following effects are 
possible with a Symbol of Power: 

• Apalby Cauv-n Individual* r>r nriiii irr*. In 
the area of effect who view tills symbol to lose 
Interest In whatever had previously aroused 
their attention. Magic Resistance: A W1L roll 



at least equal lo the roll to cast the apell avoids 
apathy. 

• Antipathy; Causes Individuals or creatures in the 
area of effect who view this symbol lo regard any 
subject or subjects designated by the caster with 
extreme dislike. Magic Resistance: A W1L roll at 
least equal lathe mil to cast the spell avoids 
antipathy. 

■ Empathy: Causes Individuals or creatures lo 
regard any subject or subjects designated by trie 
caster In a friendly manner. Magic Resistance: A 
WIL roll at least equal to the roll to caal the spell, 

• Command: Causes Individuals or creatures to 
obey any reasonable command given by the 
caster for one round per level of ihe symbol, 
MagJc Resistance; AWL + level roll, minus the 
level of the symbol. Even a partial success 
nullifies lh*- pffrc t of the symbol. 

■ Confujikm: Causes individuals ar creatures lo 
become confused and indecisive. Magic Resis- 
tance; A WIL roll at feast equal to Ihe roll to cast 
the spell. 

• Countermand: Releases any individuals or 
creatures from the effects of any form of magical 
Lnfluenceor control, provided the symbol Ls of 

h Igher level than the subject spell. Magic 
Resistance: Not applicable, 
» Imprisonment, Causes Individuals or creatures lo 
become Incapable of movement for one round per 
level ol the symbol. Magic Resistance: A WIL + 
level roll, minus the level of the symbol, A partial 
sucres* mc.ui-i i hr Lu^rt is Imprisoned for only I 
round. 

• Radiance: Creates a ten-foot radius circle of 
radiant light; ff Inscribed In reverse, a circle of 
darkness Will be created. Magic Resistance: Not 
applicable, 

» Silence: Causes Individuals or creatures to be 
shuck mute for one round per level of the 
symbol. Magic Resistance; A WIL roll at least 
equal to the roll to cast the spell. 
Range: 10 feet per level. 
Duration: 1 round per level. 

Magk Rcslatanct A-> staled. 

Reverse; Each symbol ran be inscribed back- 
wards, undoing the effects of corresponding 
symbols of lower level. Reversed symbols can also 
undo other spells that have similar effecLs. For 
Instance, a reversed Imprisonment can undo the 
wizardry spell Spellbind. 

Ward 

Allows the cryptomancer lo Inscribe a special 
symbol i>n a being or object, Ihe affected creauire ar 
object is then Immune lo a specific type of attack 
chosen by the cryt pomancer. This type of attack can 
be a specific chemical Or alchemical substance, such 
as Incendiary powder or draco u Id venom: a type of 
weapon such as dagger, teeth, or arrows: a specific 
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source of damage, such as ftrc, cold, or falling: or a 
■■[x-rlJV sjifll, such as Arcane BolL A Ward ramktrl 
prevent damage from hunger or IhlrsL It takes one 
round per level to Inscribe Ihe Ward. 
Ruga: Touch* 

Duration.: 10 rounds [1 minute) per level, 
Magic Rtilituct: Mat applicable. 



Crystalomancy 



Since crysialornancy depend* on the Innate 
powers al" crystal* rather than on magical words and 
gestures, there are no serous of crystsJornanUc spalls,. 

Skills of Crystalomancy 

Appraise Crystals 

The ability to de [ermine the purity, Value, and 
Innate magical qualities, if any, of crystal* and 
gensionea. 

Grow Crystals 

Allows the cryataJomancer to grow any type of 
rystal used In the apeD Cryataloman Uc Force, The 
crystalomancer must have ai (east a liny chip of an 
existing crystal or ihe proper type to cast the spell. 
The final size In carats of the crystal Is applied as a 
penalty to the skill roll. The crystal grows at the rate 
of 1 carat per week. For example, a 4 -carat crystal 
Could grow to 6 carats In two weeks, bu t the 
rrystaktmancer would have a -6 penalty on the skill 
roll. The following list describes the crystals that can 
be grown through the use of this spell. 



Type 


Color 


Properties 


Achromite 




purlflcauon 


Amberile 


golden 


healing 


Axurfle 


blue 


water 


Ebonite 


black 


darkness 


Erne rail if 


green 


pro lection 


Prtsinalite 


variegated 


energy 


Rubin te 


red 


warmth 


TopaZlne 


brown 


earth 


Xanlhlnllc 


yellow 


radiance 



Prepare Crystal 

Cut* and shape* a raw crystal, such as one 
grown by the skill Grow Crystals, so that It can be 
used Tor the spell Cryslalomantkc Force. It lakes one 
huur per carat to prepare a crystal, and the 
cryslalomancer must use gemculting tools. Even If 
the crystal is a cut crystal that has been lncre:iwd In 
size, the previously rut surface Is covered by newly 
grown, uncut crystal material that will take the entire 
amount of lime to properly cul and prepare . The size 



in carats of the crystal is applied aa a penalty on 
the skill mil. 



Spells of Crystalomancy 

Crystalomantic Force 
Use* the innate properties of maglral 
crystals in any one of the following ways. To use 
Crystalomantic Force, the cryslalomancer must 
he in contact With a crystal of the appropriate 
type. Hie level of the spelt Is limited to the 
number of carats of the crystal. 

• Ach remit*. Purifies up to one cuhlc foot 
of food and drink per level. In addition to 
removing all natural contamination, 11 removes 
magical ronlamlna lion by spells of equal or lower 
level 

Range: 10 feet, 
Duration: Permanent- 
Hmgic Resistance: Not applicable. 
■ Amberi Focuses a beam of amber light 

on any living creature, healing up to 2 hit points 

per kvrl, 

Range: 10 feet per level. 

Duration: Permanent. 

Magic Resistance: If the afletted character 

tries to resist, a WTL roll at least equal to the 

• i v ntaiomanccr 3 roll keeps the spell from 

taking effect. 

• Ami-it*: identifies the direction and 
distant*, to the nearest 1 00 yards, or the nearest 
source of fresh water. 

Range: One quarter mile |i»U yardfll per 
level. 

Duration: One round per level. 
Magic Resistance: Not applicable. 

• Ebonite: Creates a sphere of darkness, 
up to 5 feet in diameter per level. On by magical 
light or higher level will illuminate this darkness. 

Range: 10 feet per level. 
Duration: I round per level. 

Magic Resistance: Nnl ii)>[>lleab|e. 

• Em&ralile: Creates a sphere of green 
light up to n feeL per level In diameter. The 
sphere prevents the pas-iage of physical objects 
1 1 1 < I Imniiful energy in either direction. Spells 
such as Arcane Bolt are slopped, but spells like 
Spellbind pass through normally. The shield can 
withstand 4 points of damage per level before 
dissipating. Once created, the sphere is Immo- 
bile. 

Range: 10 feel per level. 
Dnration: i round per level. 
Magic Resistance: Not applicable. 

• Prisma ft le: Hurls a bolt or multi-colored 
energy that does ld4 damage per level. 
Prlsmallte bolts can be reflected by mlrrora. 

Range : 10 feet per level. 
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Dura lion: Jii&Lsul. 

Kaglc Resistance: A [}KX mil .<\ \r.v-\ 
equal lo the roll to cast the spell. 

• R ubia t*. Warms Che Area. wflhin 5 feet 
per level lo about 70'F. Natural cold Is negated, 
and magical cold or let can only penetrate Ihe 
area Jf It In wf higher fevel than the mblale spell. 

Kugt: Centered on caster. 

D ura ilon. 30 minutes per level. 

• TbfHuIne: Opens a 5 foot diameter 
tunnel tn soil or stone. The tunnel's maximum 
length Is S feel per level. The spell will open a 
tunnel through naturally securing metal, but not 
through metal that has been worked or through 
living things. The presence of wood or worked 
meiaj protects the soil or rock beyond II from the 
spell. The bottom of the tunnel opened In .wit Ih 
oflen Uttered Willi earthworms, grubs, and other 
creatures that had been In the excavated soil. 
The tunne] opens at a rale of 5 feet per round. 

Range. 5 feel per level. 

Duration: IVmuuient. 

Magic Resistance: Not applicable. 

• Xanthlnlte; Illuminates a sphere up to 5 
feet in diameter per level. It dispels magical 
darkness of lower level. 

Range: 10 feel per level. 

Duration: I round per level. 

Magic Resistance: Not applicable. 

It can also be used to project a blinding beam 

of light 5 feet Wide. Creatures caught In Ihe 

beam are blinded for ld6 rounds. 

Range: 1 0 feet per level. 

Duration Instant. 

Hagle Realatancc; A SPD roll at least equal 
lo the crysLalomatKer's roll lo cast the spell 
allows Ihe target to shield his or her eyes and 
avoid being blinded. 

Crystalomantic Scrying 

Allows Ihe caster lo use a polished crystal 
a* a scrying device like a crystal ball. The 
cryslaJomancer can see and hear what is hap 
penlng at a distant locale. He or she must have 
some piece of stone from thai area, such as a 
chip taken from a Stone wall, a pebble picked up 
from the area, or a diamond ring stolen from a 
target Individual. 

Range: The crystalomancer can see any area 

within 1 mile per level. 

Duration: I round per level. 

Magic Resistance: Not applicable, although 

certain protective spells can block scrying 

attempts. 

Store Crystalomantic Force 

To cast this spell, a wizard needs a crystal 
like those used for Crystalomantic Force. This 
spell Imbues the crystal with crystalomantic 



energy so thai II can project a Cryatalomanuc Porte 
spell without effort on the part of the user. 

A crystal can store one level of spell per carat, 
iikicli Irvrl rn.LV l>r u-wr| once per day. Thus, In one 
day, a 10-carat prtemaUtc crystal could be used to 
cast one 1 0th -level bolt, one 6th and on<r -llli level 
boll, five 2nd level bolts, or any other eombiii;itl<jii 
that produces a total of 1 0 levels. 

The process takes £ Weeks per carat of the 
crystal. During this time, enchanting Ihe crystal 
demands the full attention of the cryslaJomaneef, 
who cannot k;ivr it alone for even a day, At the end 
of this process, the cryalatomajicer rolb to see 
whrlln-r Hi.- spell succeeds. Ihe •pell s level must al 
least e<|ltal the size In carats or the crystal. If the roll 
Is succe&sful, the crystal ls now Imbued with 
CrysEftlom inch J^rc*. With one level per carat. On a 
partial success, Ihe crystal has only half as many 
levels as carats, rounding down. 

The crysud r.m be sold Lo a merchant for the 
following prices: 



Lard 


Selling Price (g.L) 


1 


3u 


2 


120 


3 


270 


4 


480 


5 


7S0 


6 


1.090 


7 


1.470 


8 


1.920 


9 


2.430 


10 


3.000 


II 




12 


4,320 


13 


5,070 


14 


5,680 


15 


8,750 


IB 


7,680 


17 


8.S70 


16 


9,720 


10 


10,630 


20 


12,000 



Beyond 20th level, the buyer should negotiate a 
price on a case-by>case basis. 
Range: Touch. 
Duration: fennanenL 
Magle Realatancc: Not applicable. 

Enchantment 



Enchantment Is the arcane art or creating 
magical mixtures, substances, and Items of all sarts. 
II in similar In some respects lo alchemy, but utilizes 
magic rather than the alchemist's projection of will to 
,-utilevr llir desired result. 
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Note that a single charnc ter can only carry 
seven ninglc llems<in his <ir h<r ]wr^n jiI l Inn-. 
Additional items earned become temporarily non- 
functional until such lime as the bearer relinquishes 
a sufficient number of excess Item*, 

Encilanters of the New Age an- tw\ nr.irly 
capable as were the enchanters of the- Archaen Age, 
No one know* for certain what the most powerful 
Archaen artifacts may have been capable of. but 
modem enchanters do recognize that Archaen objects 
do not count against the limit of enchanted items a 
single person can carry al one lime. Enchanted lie ma 
from the Archaen Age often have powers that cannot 
be easily duplicated, If they cam be riuplh nt«i ai all. 
hy modern rin-li.inlrfs 

It Is assumed thai enchanter* have access to 
their spell books when enchanting Items. If they do 
not have their spell books with them, they take a -3 
on alt enchantment rolls. 

For all Uie spel ta listed below with the word 
"Enchant" In the title, ns* the fallowing rules. 

• A single hern can only have one enchantment, A 
■word, for instance, cannot be both +2 and 
Imbued with arcane power. 

* When railing for the enchantment, a partial 
success means that the spell lias failed, but not 
utterly. If the enchanter continues working on 
the same enchantment without a break, he or 
she can gel another roll after the specllled time 
without having to provide another set of Ingredi- 
ents. If the enchanter does anything but dupli- 
cate the original process, the Ingredients arc lost 

r Ingredients: For each level of the enchantment 
attempted, the process cosLs 1 00 g J, tn raw 
Ingredients, otLs. Incense, and other parapherna- 
lia. 



Level of Bncluint merit 


Selling Price of Finished 




Product 


1 


170 g,t 


2 


3S0 g.l. 


3 


630 g.l, 


4 


920 r.1. 


S 


1,250 g.l. 


6 


1,620 g.l. 


7 


2,030 g.l. 


i 


2,480 g.l. 


0 


2.970 g 1. 


10 


3.500 g.l. 


1 1 


4.070 g.l. 


12 


4.680 g.1. 


13 


5.330 g.l. 


14 


6.020 g.1. 


15 


6,750 gl. 


16 


7,520g.l. 


17 


8,330 g.1. 


18 


9. 1 80 g.l. 


19 


1 0,070 gX 


120 


1 1.OOOgX 



• Time An enchantment take* 2 weeks per 
level to complete. 

• Selling Price: If the enchanter wishes to sell 
on Item to a merchant, the merchant will 
likely pay the following prtce: 

For Items above 20th level, the enchanter 
slmuM iw.gotJ.ilr on ri i :-am -by-case basis. 

Create Magical Inks 

Creates 1 ounce of magic ink, enough Jbr 
one spell on one scroll. 

Ingredients: ] dram exomorph pigment, one 
tlr.im iKJwdered silver, one carat of powdered 
diamond, and five ounces of septa Ink 
Cost: 26g.L 
Time: I day. 
Selling Price: 33 g.l. 

Create Potion 

This Is basically the same as the alchemical 
skill Concoct Cotton, only magical means are 
used to enchant the mixture. Time la rre.Ur Is, 
twice as long because enchanters are not as 
specialized In potion creation as are alchemists. 

Create Powder 

This la basically the same as the alchemical 
skill Concoct Powder, except that magical means 
are used to enchant the mixture. The time to 
create Is doubled because enchanters are not as 
specialized In potion creation as are ak he mis Is. 

Create Quicksilver 

Q ulcksllver Is a magically animate liquid 
metal used in the making of vials for holding 
vitriol, as well aa In other magical operations. 
This proce ss creates 28 drums of quicksilver. 

Ingredient*: Seven ounces of powdered 

silver, seven drams or powdered contrary 

vine, and one carat or powdered black 

diamond. 

Cost: 15| g.L 

Tim*: 2 weeks 

Selling Price: 250 g]. 

Enchant Elemental Armor 

Creates a set of armor that makes the 
wearer Immune to damage from on* elemental 
type. To use this enchantment, the enchanter 
must know the aura spell from the op p os ed 
element, For Instance, In make armor that 
provides Immunity to heat and fire, the en- 
chanter must know the spell Aquamanllc Aura. 

This enchantment Is always cast at lOlh 

level. 
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Enchant Magical Armament 

This expensive and untt-consuming ritual 
Imbues a weapon, shield, or set of armor with a 
bonus to damage, to protective value, or lo points 
of damage slopped, Enchanting an armament 
also reduces Its weight by 50%. 

The Enchant Magical Armament must be 
cast at a level 4 Umea the bonus the armament 
will have. EnrhanUng a weapon lo +1. for ex- 
ample, la a 4th-level spell. 

The bonus given to a weapon adds to lis 
damage with each hit. The bonus for a shield 
increases the number subtracted from attackers' 
to hit rolls, A + 1 shield, for exam pit, makes 
attackers sutler a -3 penalty on attacks instead 
of the normal -2 for a regular shir kt. The bonus 
for armor adds lo the number of points of 
damage It stops. If is possible to enchant a robe 
or set of clothes, In which case the clothes wfll 
stop a number of points, of damage equal to their 
bonus. 

Enchant Magic-Powered 
Weapon 

This en Than Linen I Imbues a weapon with a 
magical force. This force damages the target 
every tlrnr the weapon lilts. ellrv livery doubling 
damage from the Weapon, For example, a 
pyromanuc spear docs 2d8 damage, half of which 
Is heat damage. The enchanter must be famfhar 
with the type or magical force with which the 
u.T,i|Kin Ih \o br Imbued; specifically he or she 
must know the bolt spell of that field of magic. 
Only bolt spells can be used to power a weapon. 

The level or the enchantment depends an 
the size of the weapon enchanted, specifically on 
the damage It indicts. The level equal* double Ihe 
sum of a weapon's minimum plus maximum 
damage, a* the following chart Indicate*: 




Enchant Amulet 

Amulets Increase the wearers resistance 
roD* against hostile magic. The bonus associated 
with the amulet Is added lo every resistance roll 
versus magic that the Wearer makes, If a spell 
does not offer a resistance roll, however, the 
amulet has no effect. 

The level or Enchant Amulet needed to 
enchant an amulet la 3 limes the bonus the 



aniulel will pmvktr For example, a +3 amulet would 
require a dth-levd Enchant Amulet. 

Enchant Ring 

Imbue* a ring with a specific spell so that the 
wearer can use that spell three times per day. The 
level of the enchantment required equal* the level of 
the tpeD times 3. Putting a 3rd level Arcane Bell Into 
a ring would therefore require a 9th -level enchant 
roent 

Enchant Garment 

Imbues an Item of apparel, such a* a boot or 
rkkik. with * ma^ir-al :»ir.i Umi brni-flts the wearer In 
one af the ways described below. 

Attribute Enchancement 

These garments give the wearer a bonus on an 
attribute designated by the enchanter, except that 
tills basic magic Is unable lo Improve a character's 
W1L or INT. The level of the enchantment equals Ihe 
bonus cn the attribute limes 5, That means a belt 
thai provides a *2 lo the Wearer's CON woukl require 
a lOlh-k-vel enchantment. 



Skill Enhancement 

This enchantment Imbues an item of apparel 
with a skill so that the wearer functions as if he or 
she had a skill of that level. Note thai this does not 
add to a skill that the wearer already has; 11 only 
provides for a skill that the character doesn't have. 
For instance. Cloves or Bow Use +2 would give the 
wearers +2 skill with a bow, lo which DEX would br 
added as normal. An archer with a +10 skill rating 
with Ills or Iter bow would neither be helped nor hurt 
by the gloves, but someone with a +l skill or no skill 
at all would he raised to +2. These enchanted Items 
can never provide the ability to cast spells, speak 
languages, or know foots. Instead, they make wearers 
feel as If a given action were natural to them. 

Only the more basic skills, such as standard 
weapon use, Stealth. Disarm/Detect Traps, and so 
forth can be Imbued in a garment. Skills such as 
Mandaquan, Sixth Sense, and Concoct Potions 
cannot be Imbued In a garment. 

The level of the enchantment needed is equal to 
the bonus on the skill limes 3. 



Enchant Staff or Wand 

An enchanted staff or wand allows a character 
to cast a specific spell 1 0 times per day. A single 
Wand can be enchanted with up to 3 different spells, 
and a single stalTwith up to 6 dllTerenl spells. Each 
spell must be enchanted separately. The level neces- 
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•aiy to enchanl a wand or staff Is equal tn 6 umca 
the level of the apdl. 

In addition, a staff may be enchanted an an 
armament through the Enchant Magical Armament 
or Enchant Magic-Powered Weapon spella. 

Enchant Thaecian Orb 

This ability is known only to the Tharrians. 
A Thaeclan orb presents an Illusory scene that 
maybe static or moving, simple or Intricate. IV Ir^i-I 
of the enchanl mm! depends on the image implanted 
wllhln llir i> r li. E-'nr exiunpk. i .flrnplr. ^<lh Im.Lfje 
would be level I, An average Image that moves about 
for a minute [ ] 0 rounds) would be level 13. Use the 
following chart In determine the level of enchantment 
necessary for a ghrn Image. 

Static Imagery: 

Simple: level 1. 

Average: level 3. 

Intricate; level 5. 

Motion: 

If the Image moves, add +1 level per round that 
the scene Lasts. 



Geomancy 



Conjure Earth 

Allow* the caster (o conjure up to 10 cubic feet 
per level of elemental earth, which can lake one of 
the following forma: 

■Dus [cloud. Obscures vision. 
•Mud. Can mire mounts, wagons, and oilier 
objects and creatures. 

•Stone: Can take any shape desired: a wall, 
ramps, stairs, and so forth- The alone can withstand 
4 points of damage per level be lor* shatterlng- 
Range 1 0 feet per level. 
Duration: ] round per level 
Magic Resistance; A STR roll with th<- spell's 
level as a penalty allows a character or creature 
to pull free from the mud. Otherwise, none. 

Earthfoxm 

Allow;, tSr-niiKUH-eni U) change their bodies, DUl 
not their fwhssesslons. Into bulky, vaguely humartoJri 
forms ntarir of r\r rwnt,.il earth, Tin- ([eomanre rw ran 
pass through stone and soil at normal walking 
speeds. In Earthform, gcomancers can move up to 
50 feet per round (SPO -5), carry up to 25 pounds per 
level of (he spell, and fight In combat, Their combat 
rating and damage equal the spell's level. If the 
gooiiMftcrr dors not have unarmed combat, he or she 
must roll With IdlO rather than ld20 In combat, 
(jeaiiitivrcrv In Earth form cannot, however, manipu- 



late objects such aa weapons, nor can they cast 
spell*. 

Range: Affects the caster only. 
Duration One round per level, 
Magic Resistance: Not applicable. 

Earth track 

Allows the caster to see the tracks left by 
the passage of creatures or conveyances over or 
through the earth. 

Rang*: 100 fee L 

Duration: 1 round per level. 

Magic resistance: Mot applicable. 

Asm*: Cast In reverse, this spell allows 

one creature or conveyance per level to leave 

no trace on the earth. Their tracks can only 

be found by an Earlhtraek spell of equal or 

higher level. 

nonpar Touch. 

Duration. I hour per level 

Geo mantic Aura 

Covers the geomancer with a field of 
geomantlc force that absorbs damage thai the 
geomancer would otherwise take, After absorbing 
4 points per level it dissipates. The aura does not 
protect against poison gas and the like. 
Range: Self only. 
Duration: 1 round per level. 
Magic Resistance: Not applicable, 
Nsvrrsv; Dispels auras of the same type If 
the aura Is of lower level than the reversed 
spell. 

Range: Touch- 

Duralwn: Instant. 

Magic R**Latanc*: Noi applicable. 

Geomantlc Barrier 

Creates a two dimensional, translucent wall 
ofgeotnanUt fort e up to 6 feet In each dimen- 
sion. If curved into a cylinder or cone, its maxi- 
mum diameter la approximately one arid a half 
feet per level The barrier blocks the passage of 

solids, IlijllUls, ;13li| £;iS.r-» a* Well As Violent 

magical energy, such as bolls. Once created, the 
barrier Is immobile. 

Range: 10 feet per level. 

Duration: 1 round per level. 

Magic Resistance: Not applicable. 

flnimr The reverse destroys any barrier of 

the same type If it Is of lower lew] than the 

reverse spell. 

Range: Touch. 

Duration.' Instant. 

Magic Resistant-*: Nat applicable. 
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Geo man tic Bolt 

Hurls a bolt orgeomantic force thai does 
144 damage per level. 

ACeomanUr Boll does H damage per Ici-el 
id air-related creatures, such a* Mr de mentals 
and acramancere In Wlndform. but doe* -1 
damage per level la earth -related UUtllTCt. A 
Geomantlc Bolt does double damage la art 
AermiJantlc Barrier or Aura of lower level, but 11 
does only half damage to Ac romantic Auras and 
Barriers of higher level 

furagc: 1 0 feet per lew I. 

Dun tl on. Instant 

Mafic Reilitin£«: A character targeted by a 
bolt can gtve up his or her next action to 
dodge the bolL The target makes a UEX mil, 
and avokls the bolt It Lhe roll matches, or 
exceeds the r aster's roll to east the Spell, 
Hrwent: Cast In reverse, this spell r.mre]^ 
one bolt of the same type and of lower level. 
1 1 la difficult to cast the reverse effectively 
because the reverse must be cast just when 
the other belt Is being cast. 

Geomantlc Divination 

Allows the easier to determine wHeilier a 
|uVi|Kw«t r tnirse of action is lll-aspected (likely to 
produce unfavorable reaulLa) or well-aspecled 
(likely to produce, favorable results) In the ele- 
ment or earth. The spell lakes into account 
earthquakes, the favorable nature of the terrain, 
the presence of earth demons and subterranean 
creatures, and so forth. It cannot take into 
account Imminent ambushes by (lying creatures 
or Lhe hidden Intention* of a character's sup- 
posed allies. The geomancer must study the 
earth (or one round per level lo casl Lhe spell, 
lhe spell only takes Into account Incidents up to 
one day per level in Lhe future. 

Range: Indefinite. 

Duration: Instant, 

Rmmrm: By casting the reverse or this spell, 
a geomancer can determine a course of 
action thai Will not be predicted by a 
Groinanllc Divination of equal or lower level, 
I ji [i i cine I Hug |vr level i ,in 1 i- civt-t <-. I I >v 

this spcIL 

Rangm: Touch- 

Duration; 1 hour per level. 

Pass Through Earth and 
Stone 

Allows one being per level tu pass through 
earth and stone at normal speed. 

Range: The people affected must be within 
10 (eet of Ute caster. 
Duration I round per level. 



Magic Resistance: A wil roll at least equal to 
the roll to cast the spell can resist the spell's 
effect if the recipient wishes, 

Transform Earth anil Stone 

Altera the suhtfU^mv of up to 10 cubic feet per 
level of earth or stone. Specifically, Lhe geomancer 
can turn rock to mud or dust, mud to rack ordusL 
OT dug t to rock or mud. 

Range: 1 0 fecL 

Duiation: l m mule per level. 

Hagte Resistance: Not applicable. 



Invocation 



Invocation is a fie Id of magical study based on 
the worship of one or more drvlne entitles from whom 
(he spells of Invocation are derived. Failure lo 
observe the requirements of the caster's patron deity 
may resull In the kxw of apcllcasLind ability for ,i 
duration deirrtnlned by the gamexnastec, based on 
the seriousness or the offense 

Note that only priests and acolytes of a cull or 
religion may learn these spells. 

Absolution 

Grants absolution to an Individual whu \\in> 
ofTended Lhe invocators deity through such actions 
as desecrating a holy area, speaking lhe deity's name 
in vain, killing the deity's worshipers, and so forth. 
Once absolution is granted. u« deity and lhe deity's 
avatars or minions will not punish lhe recipient for 
trie transgression. Typically, the raster require a 
some act of penance lo prove thai lhe character Is 
worthy of absolution, such as a service to the religion 
or a gift Lo the temple. If a priest attempts Lo absolve 
someone whose act of penance Is not sufficient In the 
eyes or the deity for the transgression in question, lhe 
spell automatically falls. The greater the transgres- 
sion, the higher the level of spell needed Lo absolve 
the guilty party. 



Trans- 
gression 

Petty 

Minor 

Moderate 

Major 

Grievous 



Minimum L*vel 
Absolution 

1 

fi 

10 

IS 

20 



Petty tran.tgrcsslons cover acts such as. thinking 
"Impure* thoughts, Minor transgressions cover acts 
such as missing a mandatory religious service. 
Moderate transgressions cover acts such as hreaklng 
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rule* of persona: behavior, Major transgresslona 
cower arts such as blasphemy or stealing from a 
temple. Grievous transgressions cover acts such as 
lulling priests, defiling temple*, and apostasy. 
Range: Touch. 

Duration Permanent, as fat ;«.•- the swain act 

in qur.nl |r>n Is concerned. 

Magic Reslatancc: Not applicable. 

Banish 

Forte* a jummorted rrMtnir, undead being, or 
extra-dlmenslonal entity from OV raslfr'* presence, 
provided the creatures are of equal or lower level 
than the spell. If Ihe spell targets multiple creatures, 
only those whose total levels are equal to or lower 
than the spell's level nre banished. The lowest -level 
< real u res are the first to be affected. 

Runic 10 feet per level. 

Duration: Instant, 

Mafic Resistance: Only altects creature* of 
equal or lower level, 

Bless 

Bestows one Individual with a +1 bonus with 
any specific skill, as long as that skill is used far the 
benefit of the religion. Defense of the easting priest is 
generally regarded as 'far the benefit or the religion." 

Rings: Touch. 

Duration: I hour per level 

Magic Resistance: Not applicable. 

Consecrate 

blesses an HH of Up to 10 square feet per 
level. The priest must worship regularly In the area 
to maintain the consecration. All Iwlkver* In that 
area receive a bonus on defense rolls against enemies 
of Ihc church and attack rolls directed against 
Invader*. The bonus equals +1 per 5 full levels of the 
spell. Multiple Consecrate spells are nol cumulative. 
II lakes one hour per level to Consecrate an area. 

A priest can only maintain one consecrated area 
at a time. 

Range: "Ihe caster must perform a Special 
religious service in die area to Consecrate 11. 
Duration: Until the priest no longer frequently 
worships in the consecrated area. 
Magic Resistance: [f the area lias previously 
Ik-cii Consecrated by a priest of another deify, 
even if that Consecration is no longer active, the 
new Consecration must be of at least the same 
level to take effect. 

Conversion 

Converts unbelievers to the tenets or the priests 
religion. To cast the spell, the priest must employ all 
of his or her powers of oratory and persuasion for 10 



rounds. Naturally, the spell falls If the subjects 
cannot understand the priest or if they are 
otherwise occupied and do not listen. The 
Aamanlana have found It expedient to have a 
generous length of stout cord on hand to aid In 
L impromptu Conversions. 

Range: Affects everyone within 20 feet of the 
easier- 
Duration: lYrmanenl. 

Magic Resistance: Each target who hears 
the spell receives a Wl L* level roll <o resjst. 

Divination 

A spell of DMnauon may reveal one of the 
fallowing types of InfarmaUon: 

•Fale: Information concerning an event 
that has already taken place, such as the out- 
come of a battle, the condition or location of an 
Individual, and so on. 

•Wisdom: The advisability of a proposed 
Undertaking. 

•Destiny: The likelihood of a certain event 
hapten! rig m the future, or an indication of the 
future condition of a spei iili- jktmoii, place, or 
thing. 



Level 



5 
la 



15 



20 



Clarity 

Vague sensation. PER roll to gel 
anything or value. 

General "He's alive. - "Don't go north. 
Complete, "He's hurl, bul will 
survive.' "Enemies wait to ambus h 
you to the north." 

Detailed. "His arm is broken, but he 
Is well enough to travel/ Ten Ur 
and forty Darkling* are waiting to 
ambush you In Kuger Pass." 
Explicit. "His arm is broken, but 
Slnriaraiih who think he la a 
Cymrtllan adventurer are tending 
to htm. If they find out his true 
Identity, they will Imprison him.* 
*An Ur warlord named Agar has 
nine other Ur and forty Darkling* 
under his command. He has spies to 
track your movements and Intend* 
to ambush you in Kuger Pass. He 
haa a magic talisman that protects 
him from magic* 



Faith Healing 

Allows the priest to "lay on hands* and heal 
up to 4 hit point* of daaiuige per level. Woi k.-> on 
any type of animal or physical sentient being, but 
not on elementals, plants, and so forth. Casting 
(he spell requires i round per level, 

Range: Touch, 

Duration Permanent, 
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li^gk Rc«i.t»n«: K for some reason Ihc 
target wants ta resist, \\ WII. mil ;it leiist 
equal in the roll to cast the spell prevents the 
a pell from taking effect. 

Ritual of Purification 

Clean&cs nny one object, person, or crea- 
ture of malign magical Influences. The Ritual of 
Purification dispell chums, betes, spells, signs, 
wards, curses, and so forth thai are on Ihc 
person or item. First, the lowest level Influence Is 
dispelled, and then the second lowest, and bo 
fin ih, uriUl ;M are gone or until Uie cumulative 
level dispelled would exreed the level of the 
ritual, For example, a lath-level Ritual of 
Purification could free someone from a 4 th- level 
Curse or a dtn-level Conversion, but If both were 
on the same person, only the 4lh-level Curse 
would be dispelled. 

Rang*: Touch. 

Duration: Permanent. 

Magic Resistance: Not applicable. 

Sanctify Cult Article 

This spell mimics the enchantment spells of 
Enchant Amulet, Enchant Armament, Enchant 
Ring, and Enchant Staff or Wand, During the 
course or the apell the deity invests these Items 
with hbi or her power, so (iiey Income holy items 
and are not for na|r, Willi each level of ability 
gained, starting at first, a priest may attempt to 
sanctify one Item. The process lakes 4 weeks per 
level, but requires an Investment of only 10 g. I. 
per level for Incense, donations, sacrifices, and so 
forth. 

Range: Touch. 

Duration; Permanent. 

Kftglc Resistance: Mot applicable!. 

Sanctuary 

Protects any area that wot] Id IH within a 
circle up to 5 feet in diameter from minis km by 
others. Only those whom the priest permits may 
enter. Others suffer Ld4 damage per level tn the 
attempt. It lakes one round per level to create 
the sanctuary. Most priests cast this spell before 
going to sleep for the night. 

Ranger Centered on the caster. 

Duration: The spell lasts until the easier 

lenurs the ;trea. 

Haglc Resistance: Anyone who can make a 
WIL roll with the level of the Sanctuary as a 
[twdifler can fin.-r. but will >I>!1 i! ,■ hill 
normal damage, 



Word of Command 

Alluw* the l iititer lo compel a single creature lo 
obey a spoken command. The command may only be 
a Single word, such as "stop,* "surrender," or "be- 
£01 le " i", Word of Command cannot cause harm In 
and or Itself, but It can have some nasty side effects. 
The command 10 "die" Would have no effect, but the 
command "Jump,' tf given lo someone standing on 
the edge of a cliff, mini 1 1 well result In premature 
expiration. 

Range: 10 feet per level. 

Duration: One round per level. 

Magic Resistance: A Wl t.+leve I roll, minus the 

level of the Word of Command. 



Mysticism 



Alter Density 

Allows mystics to change the density of their 
bodies and accouierments. By making themselves 
lighter, they gain the ability to walk on water or even 
air, as the aeromancy spell Wind walk, or to pass 
through physical barriers. In this form, they are 
impervious (o physical damage. If they make them- 
selves heavier, they cannot move, but will slill be 
impervious to physical damage. In neither case can 
they cast spells or pick up objects. 
Range Self. 

Duration: I round per level 
Magic Resistance Nn| applicable. 

Astral Projection 

Allows the Caster to project his or her con 
Ar-kiiisrttwi in antral form, leaving behind Ihr physical 
IkxJv .in<l material possessions. Enchanted Items, 
which have an astral form of sorts, may be brought 
along into the astral plane. While In astral form, thr 
caster Will be able to see clearly for great distanced on 
the astral plane, and will also be able to perceive 
events transpiring on the material plane, though wllh 
somewhat less clarity; PER rolls are necessary to find 
the caster's way nround and notice what Is happen- 
ing on the material plane, 

On the astral plane, the mystic may meet astral 
entitles, dreamers, and other beings. Alt these brings 
Will seem physical to the astral mystic, and they will 
be able to Cause and sustain damage exactly as 
ma tcrtnl being* would on Primus. 

In irhiifon 1i> the material plane, the mystic can 
move up to 25 mph (220 feel per round. SPD +6} on 
the astral plane. 

Like splrttforms, aslral erthlles cannot be >een 
by Individuals on the uni1rftn| jilmir, nr> r can I hey 
interact with physlciil object* or beings except 
through psychic abilities or spells of mysticism, If 
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the caster's astral form la slain on the astral plane, 
his or her physical self will also perish. On the oilier 
hand, an astral traveler may be stranded In 
noncorporeal form If his or her physical body Is slain 
on the material plane. 

Rujo: Self only. 

Duration; 10 minutes per level. 

Magic ReiltUnce Not ;i|>pl liable 

Expanded Consciousness 

Allows tti* caster lo del eel physlr.il, ethereal, or 
astral presences, locale lost or hidden objects and 
persona, dcln I iil.i^U.iJ rm.ui.sl inns, or comimmlcale 
empathlrally with any slnftk RenUent Ltfeform that Is 
willing lo do bo, 

Range: 10 feel per level. 

Duration: 1 round per leveL 

Magic Rc»I*Ibjicc: Nol applicable, 

Mind Over Body 

Allows the mystic to block out physical discom- 
fort or all sorts, Including pain, hunger, thirst, and 
fatigue. The mystic needs no food, drink, or rest for 
the duration of the spell. Once the spell ends, 
however, the mystic must Immediately Ret norma] 
sustenance and rest or lake I d4 damage, per day that 
the .spell liialrd. In addition, Hie mystic cannot cast 
this spell again until an amount of lime equal to the 
spell's duration has passed, For example, IT a mystic 
goes lor three days without food and rest, he or she 
must eM and rest normally Tor three days before 
casting tills spell again. 

Huft: Self only. 

Duration: 8 hours per level. 

Magic Resistance: Not applicable. 

Mystic Aura 

Covers the mystic with a field of mystic force, 
absorbing damage thai Ihc mystic would otherwise 
take. After absorbing 4 points per level. It dissipates. 
The aura does not protect against poison gas and the 
like, 

Range; Self only. 

Duration: 1 round per level. 

Magic Resistance: Not applicable, 

AAvrw: QLspels auras of the same type If the 

aura la of lower level than the reversed spell. 

Range Touch. 

Duration: IrcsUnl. 

Magic Resistance: Nnt applicable. 

Mystic Bolt 

Hurls a ball of mystic energy thai does 1 d-i 
damage per level Damage Tram a Mystic Boll Is 
always subdual damage: see "Rules for Combat" In 



Chapter Two, A Mystic Bolt, unlike other bolls, 
can affect all splriiforms, 

Range: 10 feet per level. 

DitntlaD.: Instant. 

Mafic Resistance: A character targeted by a 
boll can give up his or her next action to 
dodge the bolt. The target makes a DEX roll, 
and avoids the bolt If this roll matches or 
exceeds (he caster's roll to cast the spell. 
JUwrwt Cast In reverse, this spell cancels 
one bolt of the same type and of lower level. 
It Is dime ult to cast the reverse effectively 
because (he reverse must be cast Just when 
the other bolt la being cast. 

Mystic Barrier 

Creates a tao-mrnenalonal, translucent wall 
of mystic force that can take any simple form, up 
to 5 feet per level In each dimension. If curved 
Into a cylinder or cone Its maximum diameter is 
about one and a half feel per level. It stops aU 
magical and physical force, absorbing 4 points of 
damage per level, at which point It dissipates. 
Once created, the barrier Is immobile. 

Rang e: 1 0 Fee t per level. 

Duration: 1 round per level. 

Magle Resistance: Not applicable. 

Read Inanimate Aura 

Allows the mystic to read the auras of 
inanimate objects. Each round the mystic may 
ascertain one fact about one object, though he or 
she may read several objects during the course of 
die spell. The facts that can be attained are as 
follows: 

• Whether the Item Is magical. Roll versus 
the mystic's magic rating for more In formaUon 
about the type of magic the tlem uses. 

• What the object's powers or properties 
are. If the properties are magical, use the same 
modifiers and llmJI;ttk>n? described In the 
wizardry spell Analyze Enchanted Item. 

• What any inscriptions mean. If the 
Inscriptions have been encoded by Encryption, 
then the Read Inanimate Aura must be of higher 
level than the Encryption to read the Information. 

• Approximately how old the object la. 

• Who the last person lo touch the item 

was. 

• Whether or not the Item Was Involved In 
any emotionally charged events, such aa a 
murder, and what happened during those events. 

Range: Touch. 

Duration: One round per level. 
Magic Resistance: Nol applicable, except 
thul sprlU stirh as Enm'ptNiit tuny blor'k tlir 
attempt lo read certain Information from an 
object's aura. 
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Read Living Aura 

Allows the mysllr lo see the auras of those 
within 20 feeL Each round the mystic can gain 
one piece: of Information about one person. The 
Information Is limited lo the following 

• Whether tlie person is possessed. 

• Whether the person is III. A medical skill 
rail la needed lo determine the type of illness. 

• Whether the person Is being influenced 
magically, A roll versus the mystic's magic rating 
Is needed lo determine (he nature of the influ- 
etu-e, 

* What the person's basic nature Is. 

* Whether the person Is mentally 111. 

♦ What stale or mind the person is in. 
Rufe: AJTects the mystic only: auras can be 
seen up to 20 feet away. 

Duration: | round per level. 
M*glc Realatane*: Targets who make a PER 
roll, i>r nMtii- i-.tiiiiu ri>ll fi>r speJksutcra, pUJ 
notice that their auras are being read and 
can resist with W1L rolls that at least match 
the mystics roll to cast Read Living Aura. 

Soulsearch 

Allows Ihe raster to intuitively locate any 
stngk living entity with whom he or she has 
communed or simply conversed Al least once 
before. The spell acts as a type of homing beacon, 
guiding the caster to the intended subject. 
Ruga: 100 miles per level. For lln-sr 
purposes, one planar layer In the Omnlversc 
counts as 400 miles, To find someone on an 
.■idj.ic<-nl plane therefore requires a 4lh-level 
spell. Finding someone two planes away 
requires an 8 Lh level spell. 
Duration: 1 round per level. 
Magic RHiituca: None, though spells or 
devices that protect against scrying will 
thwart this spell 



Natural Magic 



Knowledge of natural magic Is passed on by 
oral tradition, There are no scrolls of natural 
magic. 

Calling 

Alliiw^ the caster to Issue an etnpathic 
summons lo any single individual, type of 
animal, or variety of ambulatory plantlHe. The 
subject perce Ives the natural magician's sum- 
mons subllmlnalry and, if neutral or friendlv 
toward Ihe caster, feels a need to go to the fasti! r. 
The subject Intuitively knows approximately 



where the raster Is. but no actual rtirs^iqr r,m 

be sent to IhesLihJecL 

Range: 10 in lira per level. 
Duration: I hour per level- 
Magic kealatanee: Not applicable. 

Camouflage 

Allows one being to blend Into any natural 
environment, becoming Invisible to the naked eye. As 
long as recipients remain stationary, they will not be 
seen. If they move about, they receive a + 1 0 bonus on 
any Hide roll*, or thov trying to spot them receive -S 
on their PER rolls, as appropriate. The spell cannot 
be cast on a being that weighs more than 200 
pounds per level. 
Range: Touch. 
Duration: I turn per level. 
Magic Resistance: Not applicable, except lhal 
spells such as Rei'e.dmetii n an spul llir camou 
flaged being If they are of higher level than the 
camouflage spell. 

Commune with Nature 

Allows the natural magician to enter into a 
trance and comimin Urate With the natural spirits that 
Inhabit any living environment. The spirits of plants, 
stones, streams, me Wind , animals, and so forth can 
be contacted It take* ]d4 rounds to enter Ihe 
trance. This spell does not guarantee that the 
elemental spirits will want to talk to the caster, nor 
evrn lhal ihey have anything to say. They will 
certainty prove hostile Lo anyone who has been 
abusing the N>t<»ir.il environment. 

Range: Affects the caster only: spirits can be 

contacted within 100 yards per level, 

Duration: 1 round per level. 

Magic Realatane*: Not applicable. 

Elemental Aura 

Covers the natural magician with a field of 
natural magical force, absorbing damage that the 
magician would otherwise lake. Alter absorbing 4 
points per level. It dissipates. The aura does not 
protect against poison gas and the like. 

Range; Self only. 

Duration: 1 round per level. 

Magic Realatane*: Not applicable, 

Reverse. Dispels aura* of the same type If Ihe 

aura is of lower level than the reversed spell. 

Rangm: Touch, 

Duration: InslanL 

Magic Resistance: Not applicable. 

Elemental Bolt 

Hurls a bolt of elemental energy that does Id-1 
damage per level, ll does * I damage per level to 
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creatures from any plonr other than the elemental 
plane and Primus. 

Riqt: 1 0 fee t per JewL 

Duration Jus Lin I. 

Magle Resistances A character targeted by a 
bait can gtv* up his or her next action to dodge 
the bolL The target make* a DEX roll, and 
avoids the bolt LT this roll matches or exceeds the 
caster's mil lo cast the apelL 
Rmnw: Cast In reverse, this spell cancels one 
bolt of the same type and of lower level. It la 
rlll'tiridl Id r.iHl liir reverse- elTerlivrly twciuse 1h«- 
reverse must be cast Just when the other bolt Is 

being cast- 
Elemental Barrier 

Creates a two-dimensional, translucent wall of 
elemental force up to 5 feel In each dimension. IT 
curved Into a cylinder or cone, Its maximum diameter 
Is approximately one and a half feel per level. The 
barrier block* the nonage of solids, liquids, and 
gases as well cm v|nlmi iim^ii-.iI mcrgy. such as 
balls. Once created, the barrier la immobile. 

Ku{t: 10 feet per level. 

Duration: I rrmfid per level. 

fcfagic Resistance: Not applicable. 

Jteueraer The reverse destroys any bander of the 

.-i.iii in lypc if It Lb of lower level than the reverse 

spell. 

Rang*: Touch, 

Duration: Instant. 

Magic Resistance Not applicable. 

Holistic Analysis 

Allows, the caster to Identify the nature of any 
no n magical physical, mental, or spiritual ailment 
afflicting a single, living subject. The caster must 
study the subject for ] round per level. 



Ailment 

Petty 
Minor 
Major 
Serious 

Grievous or Bizarre 



Minimum [^etcl, 
1 

s 

10 
15 
20 



Petty ailments cover such tilings as a cold. Minor 
ailments cover auch things as heavy gulll. Major 
ailments cover auch things as a wasting disease. 
Serious ailments cover such things as insanity 
Induced by drugs. Grievous oilmen Is cover audi 
things as an ejiolic disease or the effects of a bizarre 
poison 

Ring*: Touch, 

Duration: The spell takes 1 round per level lo 
cast. Knowledge la then gained inatantly. 
Uaglc Resistance: Not applicable. 



Locate Element 

Locates any single type of natural element 
specified when the spell Is cast. The spell can 
locate natural ores, uncut gems, water, lire, 
quicksand, and so forth. It cannot detect any 
material that has been worked or used by 
Intelligent beings, such as weapons, camp fires, 
or water in waters kins, The spell tells the 
natural magician the direction, approximate 
distance, approximate amount, and purity of the 
material lo be located. 

Range- 1 00 yards per level 

Duration: 1 round per level. 

Magic Resistance: Not applicable. 

Regeneration 

Heals up to 2 hit points per level of physical 
damage for any living being, 
Rang*: Touch. 
Duration- Permanent. 

Magic Re*l*tar»e«: A W|L roll ul least equal 
to the roll lo cast the spell will resist it if the 
recipient wishes. 

Rein carnation 

Allows the caster to hasten the natural 
process of reincarnation for any creature or being 
that has died within the past I hour per level. 
The raster has no control over the nature or type 
of the subject's next reincarnation, which may 
take the form of a plant, animal, insect, or other 
life form native to the region in which this spell is 
cast Rather, the nature or an entity's next 
incarnation is generally determined by the 
manner Irk which the subject lived Its previous 
life; negative or evil entities tend to devolve into 
lower life forms, while positive or good entitles 
lend to evoke Into higher life forms. What kind i>f 
form a particular entity will takr K up lo u fair 
ruling by the CM in all cases. 

The reincarnated being must make a 
critical auccesa on a Wit roll to retain any 
memories of the past life; add the level of the 
spell lo this W1L roll. 

In any case, the subject of Hie spell will he 
reincarnated as a newborn somewhere within 
luo inllch, of the sfn-lkastrr and at some time 
over the next seven days. When that happena. 
the speBcasler will have a dream or vision of the 
reincarnated subject It is then up lo the caster 
to And the reincarnated being based on what he 
or she knows of the area. 

Range: The deceased being must be within 
10 feet. 

Duration: [nalarU. 

Magic Resistance: Til* deceased being must 
make a Wit mil to resist the Reincarnation. 
Subtract the level of (he spell from the roll. 



Magic 



151 




I 

1 

i 

I 

1 

1 

I 

I. 



Timelines 

Allows tli* natural magician to sec the faint 
traces that All things, leave as they pas* through 
tlrnu. With this spell, the caster can visualize up 
to ten minutes Into the past per level. The 
Images are generally hazy, but can Include all 
KDKt that the natural magician has. 

RiAjt; Detects events within 5 feet per level 

of the raster. 

Duration It tAkes I round per hour to 
the past. 

Kaglc KevbiUace: Not applicable. 



Necromancy 



Skill of Necromancy 

Create Death Mask 

This skill Is » secret art known only to the 

HjiJiii i i ■ » ~ -: 1 1 'innsiiTiS. 

TbK nbllHv allows thr necromancer to 
create a death mask: that provides a +2 bonus on 
reactions from creatures from the lower planes. 
Because of the difficulty entailed In this action, 
there Is a -5 penalty on the roll. 

Ingredients: Iron mask, plus various sacri- 
fices to spirits of the lower planes. 
Cost: 4,000 l; I. 
Time: 2 months {14 Weeks}. 
Selling Price: 5,000 £.1. 

Spells of Necromancy 
Animate Dead 

Reanimates the remains of a deceased 
Individual. The animate corpse has the same 
base stats thai the Individual bad In life, with the 
following exceptions: for each day that has 
passed since the being died, subtract 1 from INT, 
E'ER. W1U CHA, UF_X. and SE'D. Round up; If the 
being has been dead for two days and four hours, 
subtract 3 points from those stats. Because It 
cannot feel pain, the animate corpse has a +3 
modifier to STR and CON. The spirit of the 
deceased actually returns to ,mlm-»lr Its fwmrr 
body. The reanimated being iikhK^s u WIL roll (at 
lis reduced WIL) to see how much of lis former 
life It can recall. The being needs a full success 
Tor hazy recollection and a critical success for 
perfect recollection. 

The reanimated corpse lacks any volition of 
Its own. Furthermore. It must perform on* 
service per level or the spell for the necromancer. 
Range: Touch. 



Diumtfen: 1 week per level, after which putrefnc 
lion catches up with the deceased. If the necro- 
mancer tries to animate the being again. Its slats 
must be adjusted for the intervening lime. Hie 
spirit also leaves the corpse when it has per- 
formed one service per level of the spell for the 
necromancer. 

Magic Resistance: The deceased spirit can 
resist the spell with a WIL + level roll using 
unmodified WIL; subtract the level of the spell 
from Ihe roll. 

Contact Lower Plane 

Allows the necromancer to communicate with 
entitles from the lower planes. The caster must use a 
reflective surface, surh as a mirror or crystal, in 
which lite image of the entity contacted appears, the 
caster may establish contact with a specific entity, as 
long as he or she knows that entity's name. Other- 
wise the spell contacts a random being cm that plane. 
A partial success means the necromancer has 
contacted the wrong entity on the plane In question. 

For the duration of the spell, the necromancer 
can speak with ihe contacted being, who can also see 
the caster. The contacted being, however. Is under 
no obligation to speak. The more powerful the entity, 
the jess likely It will comply with requests for Infor- 
mation. The necromancer must convince the entity 
that the Information will be put to appropriate ends, 
such as slaying the righteous, corrupting a religion, 
causing disorder, or effecting similar evils. Necro- 
mancers who do not team the Value of courtesy and 
patlenr* In the appUraLlon of this spell may receive 
unwanted guests some dark night. 

Below are the planes that the necromancer can 
contact, along with the beings that live there and 
their motivations. 

■ Thm Chaos Dimension The planr of denim is. 
a realm of raging anti-elemental forces ruled by the 
entity known as Aberon. He wishes u> destroy the 
existing order of things and bring about entropy and 
disorder. He |s also in constant conflict with 
Did bolus and Ihe shallan. [f ihe nec romancer does 
not contact Aberon, he or she will likely contact one 
of the quasi-elemental demons that populate this 
realm, 

• Tft* Nightmare Dimensions The plane of 
nightmares, ruled by Noman. He spreads fear 
throughou t the myriad planes of existence, although 
he can only dlrocuy affect those who believe In him. 
He also opposes Dreamweaver, ruler of the Dream 
Dimension, If the necromancer contacts a random 
member of the Nightmare Dimension, he or she most 
likely ron tacts one of the horrific pseudo-demons 
that rule there. 

• Oblivion; The plane of the shaitan. ruled by 
Dlabolus. He It usually sinister but sometimes 
performs good deeds, perhaps in an attempt to regain 
the status he had before being cast down from the 
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heaven*. If the necromancer does not contact 
□tabolus. Ik Of she probably ran tacts one of the 
diabolic shnltan. 

• Omiuu. 1 Omnus Is the realm of occult knowl- 
edge, believed to be Inhabited by none atlur Ui »n 
Destiny, whose book describes the life nf each living, 
being. Anyone who tries to contact Omnus sees only 
one of the plans'* nine galea. As far as anyone 
know*, no one has ever round a way to penetrate the 
twites or gain entrance to Omnus by other means. 

• Th* Underworld; The land of the dead, ruled 
by Death himself. While he l» not evil. Deaths 
predilection for taking tlie living to his realm has not 
won htm nuuiy admirers outside of Rajanistan. He Is 
served by Destiny. The necromancer may also 
i-OiiLii 1 T-iryx on this plane. Taryx. the Scavenger of 
Souls, Is the patron deity of the SUyx. While most 
believe Tnryx is the minion or Death, the Stryx insist 
that the opposite Is closer to the truth. Either Death 
orTajyx Is likely to share information that swells the 
ranks of the departed. A random contact with the 
Underworld most likely puts the necromancer In 
contact with one of the spirits of the dead. The 
chance that such a contact la valuable, tel alone that 
the departed spirit can speak a language known to 
the necromancer. Is slim at beat 

Range- Indeflnltr. 
Duration: 1 round per level. 
Magic Resistance: Not applkrabls, 

Necromantic Coercion 

Allows the necromancer to Impose his or her 
will on a single subject* which Can be a person, 
animal, animate plant, or summoned being. The 
creature cannot be commanded to harm ilselT 
directly, such as by leaping ofT a cliff, but can be 
ordered to attack superior opponents or surrender iQ 
the enemy. It Is exceedingly difficult Id coerce a 
creature to do something that Is unnatural to il. such 
as trying to force a snake to open a door latch. 

Range: 10 feet per level. 

Dura lion I round per level. 

Uagle Resistance: The target may resist With a 

successful W1L + level roll, but must subtract the 

level of ihe spell from the mil. 

Energy Drain 

Drains 1 hit point per level from the subject of 
the spell and adds an equal number to a designated 
recipient The bit points lost are treated as mm rial 
damage while the hit points gained are only tempo- 
rary, lasting no longer than a day. These extra hit 
points are the first to be lost to damage, so If a 
iiccruiii.uicer gains 5 lilt points and then loses :i 
points to damage, he or she loses only the remaining 
2 paints when the spell ends, which Would take him 
or her back to the original number of hit points. If the 
necromancer had lost 5 or more hit points, then none 



wmdd It IuhI at the end of the spell, sLnce the 
necromancer would already have lost all the hit 
points gained by the spell, 

The drained hit points can only be given to 
a similar recipient For example, a necromancer 
could drain hit petals from an animal and apply 
them to his pet drac, while another could drain 
them from a sentient being and apply them to 
herself Extra-dlmenslonal beings cannot be 
drained In this way. 

till points gained from multiple spells are 
not cumulative. If a necromancer first gains 5 hit 
points from one casting of Energy Drain and then 
casts another for 7 hit points, he or she will gain 
only a lota] of 7 hit points from both spells. 

Mfiny necromancers find draining enerigy 
pleasurable, and some become addicted to the 
process. 

Range: Touch. 

Duration: One day: stolen energy dissipates 
at midnight 

U*«le Resistance: if the Lirgel's W1I. mil 
matches or exceeds the necromancer's roll to 
cast the spell, the spell falls, 

Necromantic Aura 

Covers the necromancer with a field of 
n ecro m an tic force, absorbing damage that the 
necromancer would otherwise take. After absorb 
|ng 4 points per level, the aura dissipates. An 
aura does not protect against poison gas and the 

llkr. 

Range: Self only. 

Duration: 1 round per level. 

Uagle Resistance: Not applicable. 

Reverse: Dispels auras of the same type 

ortiy, and only if the aura Is of lower tevel 

than the reversed spell. 

Range: Touch. 

Puratton: InatanL 

Mat/ia Hcsihtancc: Not applicable. 

Necromantic Bolt 

Hurls a bolt of necromantic energy that 
does Id4 damage per level. It does +1 damage 
per level to beings from the positive energy plane. 

Range: 1 0 feel per level, 

Duration; instant 

Magic Hcilstanee: A character targeted by a 
bolt can give up his or her next action to 
dodge Ihe bolt The target makes a DEX roll, 
and avoids the bolt If this roll matches or 
exceeds the caster's roll to cast the spell. 
Reverse: Cast In reverse, this spell cancels 
one bolt of Ihe same type and of lower level. 
It Is difficult to cast the reverse effectively 
because the reverse must be cast just when 
the other boll Is being cast 
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Necromantic Orb 

Creoles a visible, magical *eye" an the 
caster's palm i>r liirehead, This eye can see 
astral, ethereal. lin. r Nht<\ and hidden thlng.i. 
[hose things hidden by magic of equal or greater 
level than the orb are not detected. 

Range: The eye sees up to 5 feet per level. 
Duration: I round per level 
Magic Resistance: Not applicable. 

Necromantic Barrier 

Creates a two^dlmejutfonal, translucent wa]] 
uf riecm-manllr force, up to rt fret In each dimen- 
sion. If curved Into a cylinder or cone. Its maxi- 
mum dlame (cr Is approximately one and a half 
Teel per level The barrier blocks, the passage of 
solids, liquids, and gases as well as violent 
magtcal energy such as bolls. Once created, the 
barrier Li Immobile. 

Range: 10 feel per level. 

Duration: I round per level 

Mafic Rebalance: Not applicable. 

iteuersc: The reverse destroys any barrier of 

the same type If It Is or lower level than the 

reverse spelL 

Rang* Tbucb. 

DUratiom InstanL 

Magic Resistance: None. 



Primitive 
Enchantment 



Knowledge of primitive enchantment Is 
DM fled on by oral tradition. There are no scrolls 
of primitive enchantment. Note that Lngredlenta 
for primitive enchantments are very rare In the 
civilized cultures ofTallslanla, and must be 
collected by the character al substantial risk 
unless considerable funds are expended to obtain 
them, 



Primitive Enchantment Skills 

Concoct Herbal Medicines 

The ability In concoct herbal remedies tor 
moat types of relatively minor ailments, diseases, 
and Injuries. It takes one day for the enchanter 
to concoct and administer the medicines- Once 
they have been administered, the player rolls 
versus hla or her skill rating with a -5 modifier 
because many of the so-called rnedlrlnes may 
actually prove poisonous. 

Concoct Kesh 



The secret of making lotah la known only by the 
WlichfdJkofChana. 

Kesh allows a character to see invisible and 
astral presence* and even to enter other planes of 
existence. The Wltchfolk are loath to share this 
valuable substance with outsiders. 

lugfedlenl*: Roots of one full-grown Jabutu 

plan t. six drams of powdered bone, and a dram 

of dual from a tomb or graveslle. 

Time: Seven days. 

Yield: Three ounces of kesh. 

Concoct Magical Pigments 

Ingredients: One ounce of Various colors or clay, 
one drain of the caster's blood, two ounces of the 
Juice of crushed berries or (lower*, and two 
ounces or water. 
Time: One day. 

Yield: One dose [four ounces) of magical pig- 
mentfl. 

Concoct .Poisons 

This skill has Lhe same parame. tern as the 
alchemical skill though different Ingredient* may be 
used and it takes twice as long l« c rr;Ke the poisons. 

Create Juju 

Jujus are zombies, mindless entities that can 
only be controlled through the use of graven Images. 
Sou I stun en .irr employed to confer sentience lo these 
creatures; the stone is placed in the Juju'o skull 
cavity, and Its eyes and lips are sewn shut to prevent 
the escape of the soul essence. 

Ingredients: A recently deceased corpse and a 

soulstone. 

Time: I day. 

Yield: One Juju under the control or a specific 
graven Image, lhe Juju's level Is half the Jewel of 
the being from whose body It was made. 

Create Sou [stone 

Soulstones are devices used to Imprison wan- 
dering souls such as splriuorms. the astral bodies of 
dreamers, and even the spirits of Individuals under 
lhe InlhlAftre of kesh or some other mind expanding 
substance. 

Ingredients: A black diamond or black opal of at 
least thirteen carats, one dose of kesh, and a 
dose of magical pigments. 
Time: Seven weeks. 

Yield; One soiil.slone thai can trap one wander* 
ing spirit. 

Make Enchanted Stem 

This operation Is the primitive magic version of 
<hc Mowing e rich. in 1 1 ri m L .stirlb; Km hml Garment, 
Enchant Magical Armament. Enchant Magtc-Pawcrrd 
Weapon, EnchanL Rinr,. mid Enchant Amulet. No 
rules are provided for selling these items because 
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almost all primitive enchanters live in simple commu- 
nities where family ties, barter, and duties to the 
tribe take precedent-* over economic*, 

lap wll ents: I dote of magical pigmen t» per 

Icwel. 

Tine: 4 week* per level. 

Yield: A* per ihe appropriate enchantment spell. 



Pyromancy 



Conjure Fixe 

Allow* the pyromancer to conjure 10 cubic fret 
per level of elemental fire, which can Lake one of the 
following farms; 

•Smokm: Obscures vision or creates choking 
fume*. 

•Heat; Protects the area from natural Cold and 
mngk-d raid of equal or lower leVeL 

■ftrcr Forms a barrier In (he shape desired. 
Those who contact the wall take Id4 ekiniFige per 
level, The wall can withstand 4 points of damage per 
level before going ouL 

Range: 1 0 feet per level. 
Duration: 1 round per level. 
Magic Resistance: Not applicable. 

Control Fire 

Allows the caster to control 10 cubic feel of fire 
per level. The pyromancer can divert fire, extinguish 
Are,, or dlpserse or divert smoke. 

Range: 10 feet per level. 

Duration: InslanL 

Magic Resistance: The spell will not affect 
magical fire of equal or higher level. 

Fixeforzn 

Allows pyromanccrs to change their bodies, but 
not Lhrlr accoutenmenLs, Into cohesive fire. In this 
form, pyromancers cannot cast spells or carry 
objects, but they can speak, move at will, and flghl . 
In combat, pyromancers have combat ratings and 
damage levels equal to the level of the spell. If the 
pyromancer does not have unarmed combat, he or 
she must roll with Id 10 rather than ld20 In combat. 
Pyromancers in F Lit form can move up to 50 feel per 
round (SITD -5). 

In Fire form, pyromancers are vulnerable to fire 
BuecUng spells such as Control Fire, but only If those 
spells are of higher level than the Fire form spell. 

Range: Self only, 

Dtuallon: I round per level. 

Magic Resistance: Not applicable. 



Fire safe 

Renders one item or being completely 
Immune to fire and heaL Up to 1 cubic fool per 
level can be thus protected. 

Range: Touch. 

Duration I round per level. 

Magic Resistance: Not applicable. 

Fire track 

Allows the caster to identify the tracks (eft 
by Are elcmcntals and other fire-dwelling crea- 
tures who have passed by within the last I hour 
per level. 

Range: 100 fee L 

Duration: 1 round per level. 

Rwrw The reverse of this spell allow* one 

fire dwelling creature per IrvH to leavr ir.n ks 

thai can only be delected by a Flretrack of 

higher level, 

tianye, [bUCa. 

Duration: l hour per level. 

Py romantic Aura 

Covers the pyromancer with a field of 
Pjto mantle force, absorbing damage thai the 
pyroinancer would otherwise lake. After absorb- 
ing 4 points per level. It dissipates. The aura docs 
nol protect against poison gas and the like. 

Range: Self duly, 

Duration: I round per level. 

Magic Resistance; Not applicable. 

Knwrw: Dispels auras of the same type if 

the aura* are of lower level than the reversed 

spell. 

Range: Touch. 

Duration.- Instant, 

Magic Resistance: Nol applicable. 

Pyromantlc Bolt 

Hurls a bolt of pyrcmantlc energy that does 
ld4 damage per level, tt does +1 damage per 
level to watcr-relaled creatures, such as water 
elemental* and aquanwur- rs In Walerform. bu1 
It docs - 1 damage to (Ire- related creature*. 

Range; 10 feel per level. 

Duration: Instant. 

Magic Resistance: A character targeted by a 
bolt can give up his or her next action to 
dodge the bolL The target makes a DEX roll, 
and avoids the bolt If this roll matches or 
exceeds the caster's roll to cast the spell 
Rcuerse: Casl In reverse, this spell cancels 
one boll of the same type and of lower level, 
1 1 is difficult to casl the reverse effectively 
because the reverse Dual be cast just when 
the aUicf boll ks being easL 
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Pyromantlc Divination 

Allows ihe pyromancer to determine 
whether a proposed course oT action to lU-apccted 
(likely to yield negative results) or well -aspectcd 
(likely to yield positive results] as Tar as fire to 
concerned. The spell takes Into account the 
hkrlih<Knl of lorrM fires. Volcanic activity, arson,, 
and the Intervention of Art-dwelling creatures. 
The pyromancer mint study Ore or smoke for ot\r 
round per level. 

Range: Indefinite, 

Duration: Takes Into account events up to 1 
day per level In the future. 
Magic Realatane*: If cast In reverse, this 
spell reveals a course of action that will not 
be detectable by Pyromantlc Divination spells 
of equal or lower level. Up to I being per 
level can thus escape detection Tor 1 hour per 
level. 

Pyromantlc Barrier 

Creates a two dimensional, translucent wall 
or pyromanuc force up to 5 feet in each dimen- 
sion, if curved into a cylinder or cone, its maxi- 
mum diameter la approximately one and a half 
feet per level. The barrier block* the paaisgf of 
solkto, liquids, and gajirs .is well as v|«j]ni1 
magical energy such as bolls. Once created, the 

barrier Is Immobile. 

Range: 1 0 feet per level. 
Duration I round per level. 
Magic Resistance: Not applicable. 
Reverse; The reverse destroys any barrier of 
(he same type IT It Is of lower level than the 
reverse spell. 

Range : Touch. 

Duration, Instant. 
Magic Rcristanc*: None. 

Transform Fire 

Allows the caster to turn fire In &mokeor 
smoke to tire. Affects up to 10 i.uble In- 1 jkt 
level. 

Range: 10 Jeet per level. 
Duration: 1 round per level. 
Magic He*l»l*nce: Not applicable. 



Shamanism 



The art of shamanism to passed orally from 
rnristcr to apprentice. Aa such, there are no 
scrolls or spell books ofshamanisUc spells. 



Altered State 

Allows the shaman to enter a trance In which 
he or she can see invisible, astral, ethereal, or hidden 
tilings. Those things hidden by magic of higher level 
cannot be delected. 

Range; 10 feel per level. 

Duration: I round per level. 

ft&Kgk Resistance: Not applicable. 

Chant 

Allows the caster lo Instill spiritual strength in 
allies, giving them +1 on all rolls, or cause enemies to 
heroine dispirited, giving them - 1 on all rolls. 
Ranger 10 feet per level. 

Duration; I round per level, during which lime 
the shaman must continue chanting. 
Magic Resistance: A Wit, mil at least equal to 
the shaman's roll In cast the spelt will allow a 
character to resist the spell's effects. 

Commune with Spirits 

Allows the shaman to see and speak with 
frpirltforms of all kinds. Including elemental spirits. 
Ranger 10 feet per level. 
Duration: I round per level. 
Magic Resistance: Not applicable. 

Dreamwalker 

Using thto spell, shamans enler a trance and 
send their spirit selves. In astral form, to the Dream 
Dimension. There they can enter the dreams of 
others and interact with the dreamers. They may 
encounter astral entitles and various splritforms as 
welt. 

Range: Indefinite, 

Duration: 1 round per level. U lakes at least 1 
round to walk to the Dream Dimension and at 
least one more to find a particular dreamer. 
Magic Keaiatancc: The dreamer may wake up If 
he or she makes a W1L roll that matches or 
exceeds the caster's roll to cast the spell . 

Fast Traveling 

Allows the sJwnan lo travel at maximum speed 
without tiring, This spell works when the shaman Is 
In either human or Totem Animal form. After the 
spell wears off. the shaman must wall one hour per 
Level before casting the spell again or take Ld4 
damage per level from exhaustion. 

Range: Self only. 

Duration: 1 hour per lewet. 

Magic Resistance: Not applicable. 
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Spirit Aura 

Cowers the shaman wlLh a field af spiritual 
fern;, absorbing damage thai the shaman would 
otherwise take. After absorbing A points per level. It 
slK^lpiitr:H. The aura does not pmleH agaluM poison 
jjas and the like, 

R&ngc: Self only . 

Dura li on. l round per Jevel- 

ftisglc Resistance: Nol Applicable. 

Rwtm; Dispel* auras Of the same type If the 

auras are of lower level than the reversed spell. 

Rang*: Touch, 

Duration.' [nslanL 

Magic Reslsfancs; Not applicable. 

Spirit Bolt 

Hurls a bolt of spiritual energy that does 1A4 
damage per level. H does + J damage per level to 
splrltfonra. II has no effect on any beings without 
souls. 

Range: 10 fert per level. 
Duration: InstanL 

hfsgle Resistance: A character targeted by a 
bolt i an £ivr u|> tils, or lier nexl ni linn lit dixl^r 
the bolt. The targel makes a DEX rati, and 
avoids the boll If this mil malch.es or exceeds I he 
raster's roll to cast the spell. 
Reuerae Cast In reverse, ihls spell i;inre1\ nur 
boll or the same type and of lower level It Is 
difficult to cast Ihe reverse effectively because the 
reverse must be cast Jusl when ihe other bolt is 
being east. 

Spirit Barrier 

Creates a two-dimensional, translucent wall or 
spiritual force up to 5 feci In each dimension. If 
curved Into a cylinder or cone, lis maximum diameter 
ts approximately one and a half feci per level, The 
barrier blocks Ihe passage of solids. liquid 1 -, and 
gases as well as violent magical energy such as bolts., 
Once created, the barrier Is Immobile. Splrllforun 
may not cross ihe Spirit Barrier. 

Range: 10 feet per level 

Diuation: ] round per level. 

Magic Resistance: Nfjl apiilh ,d>le. 

Reuerw The reverse destroys any barrier of the 

same type If It is of lower level than the reverse 

spell. 

Rang*: Touch, 
duration: titalant- 
it<i<ju? Resistance: None. 

Spirit Track 

Allows the caster to see the spiritual trmi-M left 
by Ihe passage of astral, ethereal, or spirit creatures. 
The caster can see traces left by beings trial pas sed 
by up to 1 hour per level In the past. 



Range: 1 " feet per leveL 

Duration 1 round per level. 

Reoerse: The reverse of this spell allows one 

being per level to leave tracks thai can only 

be detected by a Spirit Track of higher level. 

Rang*: Touch. 

Duration: I hour per level. 

Sfut/ic Hestsrartcer Not applicable. 



Totem Animal 

Each shaman has one totem animal, 
chosen from those that inhabit the shaman's 
land of ortgLn. This spell allows the shaman to 
assume this animals form and abilities. In totem 
form, the shaman can fast only the following 
spells: Altered State. Fast Traveling, and Spirit 
Track. 

Range: Self only. 

Duration. 1 turn per IcVeL 

llagic Resistance; Nut applicable 



Spellweaving 



Spelhveavtng Is an ancient magical art of 
unknown origin. Unlike spelts In oiher fields of 
magical study, spells from ihls field are sung 
rather than recited, and take far longer to cast- 
ten rounds per level. As practitioners or a Strictly 
oral field of magic. speUweavers have no scrolls 
or spellbooks. 

The advantage to this form or magic Is that 
speUweavers are able to work In unison, combin- 
ing Ihe Lr ability levels to weave spells of very high 
Level, Any group of speUweavers casting a spell 
together must designate a leader tor thai a pell. 
The leader may coordinate a song that includes 
up to one spellweaver. Including the leader, per 
point of magic rating, and may only coordinate 
speUweavers of equal or lower level. Effectively, 
then, the rn.iMnuun Irvrl of a spell that a 
spr I (weaver can coordinate Is hi* or her magic 
rating squared. 

The peaceful Sawila of the Crescent Isles 
are the only known practiUonere of this ancient 
and melodious form of magic. Among other races, 
only the Bodar are capable of learning this field 
of magic. 

Skill of Spell weaving 

Make Sawila Wind Charms 

These Intricate devices, constructed of 
if.s.ini.itit rainbow kra scales, resemble beautiful 
wind chimes. The Sawila arrange these charms 
In various sequences, hanging them from trees, 
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hut.i. itrid sc forth. When blown by the wind, Ihe 
Sawtla wind rhamis create magical effects similar 
lo a first - level Song of Harmony bul effective only 
within ears ho L 

Ingredients: Rainbow kra. scales and Other 

raw materials. 

Coat: 25 ,; i 

Time: 1 year (49 weeksl- 
Selling Price: 2.000 gj, 

Spells of Spellwcavlng 

Song of Calling 

In Mills In any type of creature or being the 
desire La come to the spelhveavers. The subject 
of the ape]] does not know toward what It Is 
heading, but simply feels on urge to travel toward 
Che speilweavera. If the song leader knows of an 
Individual, he or she call dlrecl the spell to call 
the person. Otherwise, the closest representative 
of the type or being called will come under the 
cited of the spell. 

Range: 1 mile per level. 

Duration: The urging lasts I day per level. 

or until the called being finds the 

spettweavers, 

Majle Rating; Hie target may reals! with a 
WTL + level roli, wlUi the level of the spell 
subtracted from the roll. Even a partial 
success allows the target lo resist, the call. 

Song of Disharmony 

Allows the spel (weavers lo sing a song of 
discordant tonality that causes those who hear II 
to become confused and disoriented. Ships' 
navigators become lost while under the Influence 
of Ihls spell, effectively preventing thrni from 
coming unhidden lo the Island home of the 
Sawila. 

Range: Up to 1 mile per level. The song 
leader can restrict the direction of the spell 
so that, lor Instance, It carries only to points 
west Of the speHwcavers, In thl* entire area, 
the song can be clearly heard. 
Duration: As long as the Singing lasts. Each 
hour, Ihe spelhveaver with the lowest CON 
must make a CON roll, Failure means the 
spell ends. Subtract from the mil the 
number of rolls already made, so the 
spellcaster would gel a -4 penalty on the fifth 
roll and a -9 penalty on the tenth roll. 
Magic Resistance: A W1L + level roll resists 
the effects, but the subject must subtract the 
level of the spell from this roll. Each person 
in the area of effect must make a roll each 
hour lo see If he or she has rec ovtred from 
disorientation or become disoriented, On a 
partial success, the subject remains In the 
same stale. A partial success Is c<**\ enough 



to prevent disorientation, bul not good enough to 
snap out of It once a character has become 
disoriented. 

Song of Forgetfulness 

Causes being 1 * lu forget any rveitl or incident 
thai the song leader desires. 

Range: Affects all designated creatures within 
100 feel per level 
Duration: Permanent, 

Magic Resistance: Each affected Individual may 
resist with a WTL + level roll, from which he or 
she must subtract tlir lev el of the spell. Charac- 
ters can avoid the spell's effects by stuffing wax 
In their ears or otherwise blocking their hearing. 
Note that unless otherwise specified, spellweaver 
Spells cannot be negated by blocking hearing. 

Song of Fruitfutness 

Causes trees cr plan La to bear fruit or seed 
according lo their natures. This spell cannot affect 
the same tree twice in one day. even Lf the spell Is 
casl by different speltwcavers, 

Range; The maximum area affected Is 10 square 

feet per level. The song leader must be within 1 0 

feet of this area. 

Duration: Permanent. 

Magic Resistance: N'ikt ,| ptlcable. 

Song of Harmony 

Creates a song of pleasing tonality that causes 
those who hear it to become peaceful and friendly. 
Wild animals are sometime* drawn to this song, 
which they find soothing. 
Range: 1 mJlr per level. 

Duration: At king as the singing lasts. Each 
hour, the spellweaver with the lowest CON must 
make a CON roll. Failure means Ihe spell ends , 
Subtract frum the roll the number of rolls already 
made, so Ihe spellweaver would get a ■ 4 penalty 
on Ihe fifth roll and a -9 penally on the tenth roll. 
Magic Remittance: A being can resist with a 
successful wil. + level roll, from which he or she 
musl subtract the level of the spell. 
Characters can avoid the spell's effects by 
stopping their ears with wax or otherwise block- 
ing their hearing. 

Song of the Sea 

Calms rough waters, changes the dlrecUon of 
ocean currents, and lowers tides swelled by storms, 
as directed by llir song leader. 

Range: Affri ts n circle with a radius Up to 1 mile 

per lewL 

Duration: As long as the singing lasts. Each 
hour, the spellweaver with the lowest CON must 
make a CON roll. F.ilJure means the spell end*. 
Subtract from the roll the number of rolls already 
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made, so the spell caster WuiiM get a -4 penalty 
on the fifth roll and a -9 penalty on the tenth roll. 
Magic Rc«ljtu»; Not applicable. 



Talismancy 



Talismaucy Is the art nfluck manipulation. Hie 
M;iruk;uis l**lieve that luck comes tn two polarities: 
fortune, or Hood luck, and misfortune, or bad luck. 
Tills man ctra attempt to attract and control Fortune 
while simultaneously trying to repel misfortune. All 
Marukans— talismaiwen tarluded— labor under an 
ancient corse that brought misfortune upon their city 
many centuries ago and has never been removed 
even to the present day. 

Spells of TaJlsmancy 

Analyze Curse 

Arudyxes the exact nature and level of a curse 
afflicting an object or Individual, The spell works 
only on curses or equal or tower level. Details of the 
curse include ;uiy unique way that this c urse can be 
broken. Par instance, this spell might reveal that a 
father's curse will last until the afflicted person 
returns the goods she stole from her sister. 

Rung*: Touch, 

Duration: Instant 

Uaglc Resistance: Not applicable. 

Appraise Luck 

Allows the lalisinancer to determine ihe amount 
of fortune or misfortune associated with a specific 
action in the near future. In game terms, the 
gatiiemasLer set retry rolls d20 for lite a( templed 
action and tells the lalismanccr whether the action 
will be very mlsfortunale (on a rull i>f' I i). slightly 
mlsfortunale [roll of 6-10i. slightly fortunate [roll of 
1 1 - 1 5], or very fortunate [roll of 16-20}, If the action 
is attempted, the player does nol roll for the action, 
but Instead uses the number that the game master 
has already rolled, to which normal modifiers are 
added. Be aware that this spelt does riot judge the 
outcome of an action, only the amount of fortune or 
misfortune that affects |C [fa character attempts to 
disarm a particularly intricate Kasmiran death-trap 
that has a -30 difficulty modifier, even a *very 
fortunate" determination may still result In a parti id 
su< rrsa. which K IkllI enough to set the trap off. 
Appraise Luck only covers a single action governed 
by a single die roll, not something king- term nice pi 
Journey or a battle. 

The spell only works on very specific courses or 
action, such as attempUng to bribe a specific Larder 
guard. I L will reveal nothing about "the next time I 



■wing my sword" or "the next Ume I make my 
Bribe roll.' 

Range: Touch. The Lallsmancer can ascer- 
tain his or her own luck or someone eLse'a. 
Duration: Indefinite. Once the determlna- 
Uftn !a made, it holds true no matter how 
long a character Walts to ac t. 
Magic Resistance: Not applicable. 

Detect Curse 

Allows Ihe caster to sense the negative 
energy given off by cursed people, Items, or 
areas. Tf the curse Is of lower level than the spell, 
the tallsmancer Will also know the C line's 
approximate level. 

Ranger 10 feel per level. 
Duration: I round per level. 
Uaglc Resistance: Spells such as Conceal- 
ment may block tills spell, but only if they 
are of equal or greater level. 

Fortune 

Allows tallsmancers to attract fortune to 
themselves or one other being. The recipient 
recleves +1 per four Ml levels of the spell on all 
Action Table die rolls. Thus an 1 Ith-level fortune 
would only grant a +2 bonus. MulUplc Fortunes 
cast on the same character are not cumulative: 
only the one lhat offers the highest bonus 
functions, 

Ranger 10 feel per level. 
Duration: I round per level, 
Iftaglc Resistance: Not applicable. 

Misfortune 

Allows the taJlsmancer to attract misfortune 
to one being. The recipient receives a -1 penalty 
per 4 full levels of the spell on all Action Table die 
rolls. Multiple Misfortunes cast on the same 
character are nol cumulative: only the one that 
offers the greatest penalty functions. 

Rtnjc: 10 feet per level 

Duration: I round per IcveL 

Magic Resistance: A. Wit. roll a I leant equal 

to the spell roll will resist the effects. 

JRemowe Curse 

Allows the tailsinancer to remove any curse, 
malediction, or murrain from any single being, 
area, or object Only curses or a lower level than 
the spell are negated, Unfortunately, the curse 
that afflicts Mnruk has never succumbed to this 
spell; It must be powerful Indeed. 

Range: Touch. 

Duration: Permanent. 

Magic Resistance: Not applicable. 
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Talisman lc Skills 

Appraise Charms 

Use of tlilA skill determine* the aullim 
licity. properties, age. place of origin , and basic-; 
value of any charm or lajisrnan, 

Create Charms 

This sklD allows the talis man cer to create 
minor charms that protect the user from a 
specified threat or malady. albeit only minor 
ones. There are a* many types or charms as 
liirrr ;irr irilimr rninplaJnt*. Lrvc ] i.qr1l rift rhanns to 
protect the wearer from gout, rheumatism, 
receding hair. flatus, dropsy, and night dank 
ness. 

Ingredients: 1 g,l. worth of raw material.-*. 
C**t Negligible, 
Tuna: I day. 
Selling Price: 2gJ. 

Create Lack Medallion. 

The ability to create Marukan luck medal- 
lions. Though only simple Ingredients, generally 
lead, are used, the process la long and involved 
because the talisman cer must slowly ■bleed ofT 
some of his or her own fortune in order to Instill 
it in the medallion. Only a full success or critical 
Mures* means the item Is functional , though 

Minuk.Lii;. luiVr Ik-pji klUJVsIi In *HI r]ir prwIuHt- 

of their unsuccessful attempts, 

Ingredients: Simple metal such as lead. 
Cast: Negligible. 
Time: 2 weeks. 
Selling Price: 36 g.1 



Technomancy 



Hir Held of technomancy combines certain 
practical me thoda and afranoLoglrs that arc 
believed to date back to the Forgotten Age. 
Knowledge of technomancy has been passed 
down to each succeeding Rene ration by the early 
ancestors of the Yaaaan race: there arc no written 
treatises or manuals on the subJecL 

Since technomancy uses only skills and not 
spells, technomancere cannot use scrolls to 
Improve their abilities. 

Skills of Technomancy 

Assemble and! Disassemble 

Tills Is the .ibllkty la dismantle or put 
together any type of device or structure thai has 



removable parts, including siege engines, convey- 
ances, trap mechanisms, automatons, and so forth. 
The time required to wemhfc or disassemble varies 
according to the object's size, complexity, and overall 
condition: the gamemasters decision should be 
based on prevailing circumstances. In any case, a 
technomancer can accomplish the task in less than 
half the time It would lake a member of any other 
profession. 

Elemental Actuator 

Allows the technomancer to successfully use, 
repair, or create an elemental actuator, which can 
produce a focused stream of elemental fire, earth. Ice, 
or lightning Isee "Materia Maglca" In Chapter Six). 
This device Is essential to more advanced 
technomantlc work. To use it successfully only a 
partial success is necessary, To repair one requires al 
least an hour, the propel tools, and a full success on 
the Action Table. 

Ingredients; 1 ,000 g.l. worth of raw mate rials. 

Time; 14 Weeks of work in a we 11 -equipped 
shop and a critical success on the action table. 

Design and Modification 

This is the ability to design new devices or 
modify existing devices or mechanisms as desired. As 
a general rule, simple designs or modifications can be 
completed in I- 10 hours, while projects of great 
complexity or size may lake from I 10 weeks or 
mote: the gamemasiers ruling should be bused on 
such considerations as the availability of materials, 
the extent of (lie desired modification , the degree of 
complexity, labor requirements, and so forth. 

Read Schematics 

This is the ability to read schematics and 
diagrams of all sorts. Note that this skill does not 
Include the ability to decipher actual writings or any 
symbol thai is not dlrecuy related to some aspect of 
construe Don. design, or maintenance. 

Repair Mechanisms 

Using their elemental actuators and elaborate 
uh:I HIIk, Yun;,,hi IrdiiioinaiMSWi ;ir>- capable <jI 
rlT<-i Unjf repairs on practically anything thai has 
moving parts, and most things that don'L This 
Includes Wlndshtps, essence accumulators, 
levttauonals, land conveyances, waterborne craft, 
tools, Weapons, leather goods, glassware, pottery, 
and even torn fabrics. Generally speaking, only Items 
that have been destroyed beyond repair cannot be 
fixed byaYassan technomancer: tlus is at the 
gamemaster's discretion. Conversely, the Yassaa are 
equally adept al destroying or disabling mechanisms, 
It I hey so choose. 
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Structural Analysis 

This Is the ability to determine the structural 
Integrity of any devt re. mentvunsm. LmlldlNii. convey- 
ance, or other object. Through analysis, a 
lechnomanccr la able to assess any of the following 
■ General age of the strut- turr, 

• Overall condition of the structure. 

• Method of construetlon used, 

• Any weak points or other deficiencies. 



Thaumaturgy 



Thaumatur is a field of magical study that 
combine* certain aspect* ortethn«ttuir>t-y. wizardry, 
and an advanced form or alchemy; some scholars 
believe that the field 1* an offshoot or the lost ml of 
sorcery. The field has seen many advances Jn the 
past twenty year* as thaumaturges have begun to 
disc over more about their fabulous art. 

Thaumatuxgic Skills 

Create Thaumaturgic Wand 

The thaumlurglc wand, or caduceus, is the 
Ihiiumnt urge's most Important tool. It la used to 
activate the Innate properties of various types of 
essences, and Is vital to all lhaumalurglcal opera- 
tions, Only a trained thaumaturge can utilize the 
properties of a thaumaturgic wand. These devices air 
rarely made for sale, as those who use them know 
how lo craft their own. 

Ingr tdients: One pound of red iron, ten carats 

of powdered diamond, ten drams of powdered 

field, and a dram of quintessence. 

Cost: 302 g*l 

Tims: Seven weeks. 

Derive Distillation 

Distillations are ihauinaturglcalty concentrated 
essences of otherwise elusive substances such m 
colors, scents, tastee, and even sentiment*. These 
exotic ware* were once popular during the Arrhaen 
Age. and were used lo enhance the ambience uf 
gardens, pleasuredromes, and so forth. Hie contents 
of a single, 1 'dram vial are sufficient lo affect an area 
equal to 10 feel In diameter. The effects last for one 
hour, or until neutralized. Characters can resist 
sentiment* with a WlL roll. 

Only Phanlaslans know how to derive distilla- 
tion* of mental stales, such as sentiments. 

Thus: I day of work with access to an essence 
accumulator. 



Roll: A partial aucee** on uV tv^urr 
Accumulator skill, and al least a partial niece** 
on this skill to derive 1 dram of distillation. 

Selling Pries: 24 g I. 

Derive Dream Essence 

Only the Phantasian* know the secret* of 
deriving dream essence. 

This Is the skill or concentraung the stuff of 
dreams Into a liquid that gives powerful dreams 
to the Imbiber. 

Time : Two days of work With access In an 
essence accumulator and to the kind of dream 
you want to create. 

Roll: At least a partial success with the 
Essence Accumulator skill, and at leant a partial 
success on this skill to derive one dram of 
distillation. 

Selling Price: 66 gL 

Derive Elemental Essence 

Elemental essences are concentrated 
elemental force* that are derived through the use 
of an essence accumulator. The procedure entails 
the use of a minute quantity or quintessence, 
which Is used lo place the desired elemental force 
In suspension and transmute It to solid, liquid, 
or gaseous form, as desired. The captured 
elemental essence, collected and distilled by the 
use of an Intricate system of alembics, is then 
contained In spheres, flasks, or capsules of pure 
amberglass. 

Elemental essences can be used for peace- 
ful purposes, such as starting a fire with a drop 
of essential fire or keeping food cool with a dram 
or elemental Ice. hut often they are employed as 
weapons such a* the following: 

• Jted atenoett liquified, essentia! fire. 
Each pint causes IdIO damage to everyone 
within 10 feet of Its release and start* fire* on 
anything flammable. 

• BIu* Bmoc; Essentia! Ice. Each pint 
cause* Id 10 damage to everyone within 1 0 feel, 

• YMtou* ftanpsrv Cass Hied, essenua] 
sulfur. Each pint, when released, produces a 
coherent gas roughly filling an area 10' x 10" X 
10'. All Lhose in this area take ld4 damage per 
round from contact with the substance and from 
breathing IL 

• Storm Crystal: Used lo power land-arks, 
windshlps, and such. 

Ingredients: A mtnule quantity of quintes- 
sence, plus the raw materials from which the 
essence will be made. 

Cost: Generally 10 g.l. 

Time: Seven days or work with access to 
an essence accumulator. 

Roll: At least a partial success with the 

BfSeiU r Aci-iitrUllHiiT mil. ,md -U 1<mM .\ f>:irU.-il 
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success on this skill to yield one pint of elemental 
essence. 

S^Ulntf PHcc: 200 g.l. 

Deriue Quintessence 

Only the Dracartnn* know how to derive 
quintessence. 

Quintessence is an elusive substance that 
resembles a shimmering powder It Is that 
portion of the essence that determines the phase 
of matter such as solid, liquid, or gas Whe ti 
activated by a thaumaturge wand, quintessence 
can tte used to alter the nature or large quantities 
of Inanimate matter, turning solids into liquids, 
liquids Into gases, and so forth. A single dram of 
quintessence Is sufficient to affect up to 10' x 10' 
x 10' of matter 

Time: Five days work with access lo an 
essence accumulator. 

Roll: At least a partial success with the 
Essence Accumulator skill, and at least a partial 
success on this skill to derive I dram of quintes- 
sence. 

Selling Price: 130 ,\ I 

Essence Accumulator 

Knowledge of the use and construction of 
an essence accumulator, a device that extracts 
essences, or the basic stuff of which all matter Is 
composed, from the ether. It can be adjusted so 
that it extracts elemental essences, distillations, 
dream essences, or quintessence. 

A thaumaturge must roLl a partial success 
with this skill lo operate an essence accumulator. 
In addition to the roll for the specific product the 
thaumaturge Intends to produce. To repair one 
requires one hour and a Full success. 

Ingredients: 800 g.l. worth of amlx-rglass 
alembics, piping, and ptslals, find 2UCJ £.1 wurlli 
of silver spigots, fastening, and framework. 

Timet 14 weeks of solid work. 

Roll: A critical success must be made with 
this skill. 

Selling Price: 3.500 g.l 

Thaumaturge Spells 

The thaumaturge must use a eaduceus, or 
thaumaturglc wand, to perform any 
ihaumaHirgtc spell. 

Concentrate Matter 

Allows the caster to compress up lo one 
cubic foot per level of pure, InanLmatc mailer Into 
a lhaumaturgtcal concentrate. A full cubic foot of 
matter yields one dram of concentrate, When 
reconstituted by the the reverse of this spell, the 
matter expands lo lis previous form and size. 



Mailer that L* mlxnl wllh other autatanrca cannot be 
concentrated. 

Range: 10 feet per level 

DiuEtion: Permanent, 

Uagle Resistuiee: if the Item Is enchanted, 

subtract the lev*-] of lli<- s|x*il riLeh;ut1iiig It from 

the roll lo cast the spell, 

Gassify 

Changes solids or liquids to gaseous form. Up 
to one cubic foot per level of inanimate matter can be 
affected. The materia] retains properties such as 
color, temperature, and any poisons or other special 
qualities. The reverse of this spell returns gasslfled 
matter lo Its original form. 

Range: Touch with the caduce us . 

Duration: PermancnL 

Iflkglc Resistance: If the Item Is enchanted, 
subtract the level of the spell enchanting It from 
the roll lo cast Oie spell 

Liquify 

Changes solids or gases Into liquid form. Up to 
one cubic fool per level of Inanimate matter can be 
liquified. The material retains Its properties in liquid 
form. The reverse of Oils spell returns liquified 
matter lo Its normal form- 
Range: Touch. 
Duration: E^ermanenL 

Magic Rml*tsnee: If Use linn Is mrhiinled. 
subtract the level or the spell enchanting II from 
the roll lo cast U]e spelt, 

Locate Substance 

Allows the thaumaturge to use his or her 
thaumaturglc wand as a dowsing rod lh.it can locale 
any single type of Inanimate substance. 

Range: Detects the substance within 100 feel 

per level. 

Duration: I round per level. 
aCaglc Resistance: Mot applicable. 

Quantitative Analysts 

Allows the caster to determine the exact compo- 
nents of any Inanimate substance. Including gases, 
liquids, solids, alchemical or magical mixtures, 
alloys, and so forth. This spell does not tell the 
thaumaturge the properties of a mixture, such as the 
effects of .in unidentified potion. taut only the compo- 
nents of the substance. 

Range: Touch with Ihe caduixus. 

Duration: 1 round per level. 

Magic Resistance: Mot applicable. 

Solidify 

Allows the thaumaturge to change gases or 
liquids Into solid form. The spell can affect up lo I 
cubic foot per level. It lakes one round per level Co 
cast the spell. Those unfortunates caught in the 
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solidified matter nauivlly expire In short order from 
lack of air. 

Liquify or Gasaify can reverse this process. 
Range: Touch with the caduceus. 
Duration: Permanenl. 

Magic KnlitiiiH: A DEX rod at least equal to 
the spell roll allows a character to dodge out of 
the area that la solidified, provided there la room 
to dodge. 

Thaumaturgic Aura 

Covers the thaumaturge with a, field! of 
thaumaturgic force, absorbing damage thai the 
thaumaturge would otherwise take. After absorbing 
4 points per level. It dissipates. The aura does not 
protect against poison gas and the like. 

Huge: Self only. 

Duration; 1 round per level. 

Magic Resistance: Not applicable. 

Rtuerm; Dispels auras of the same type If the 

aura.* are of lower level than the reversed spell. 

Range: Touch. 

Duration: Instant, 

Maoic Resistance.' Not applicable, 

Thaumaturgic Bolt 

Hurls a bolt of UVil turfile rnergy that does 

Id4 domnge per level, ll dor.i *| damage per Jevrl 
against Inanimate objects. 

Range: 10 feel per level. 

Duration: Instant. 

Magic Resistance: A character targeted by a 
bolt can gtve up his or her next action to dodge 
the bolL The target makes a DEX roll, and 
avoids the bolt if this roll matches or exceeds the 
caster's roll to cast tile spell. 
Raunt; Cast In reverse, this spell cancels one 
bolt or the same type and of lower level. It Is 
difficult to cast the reverse effectively because the 
reverse mutt be east Just When the other boll Is 
being cast. 

Th a ti ma t urgic Barrier 

, Creates a two-dimensional, translucent wall of 
thaumaturgic force tip to 5 feet In each dimension. If 
curved Into a cylinder or cone. Its maximum diameter 
la approximately one and a hall feet per level The 
bnrrHT 1>|ih k.'j Uir pas<viiy nl 'solkK l|pji»-|-.. :m<\ 
gases aa well as violent magical energy such as bolts. 
Once created, the barrier Is Immobile. 

Range: 10 feet per level. 

Duration: 1 round per level. 

Magic Resistance: Not applicable. 

Rwro The reverse destroys any barrier of the 

same type If It is of lower level lhan the reverse 

spelL 

Rang*.- Touch. 
Duration,- InslanL 
Muyic Resistance: None. 



Witchcraft 



Witchcraft Is the study and practice of the 
eldnlrh arts of magic, as (hey were observed In 
ancient times. Practitioners often gather in 
esbats. or coverts, and engage In pagan rituals 
dedicated to the Forgotten Cods or Tails Ian La 

Bewitch 

Enables the witch to haunt the dreams of 
one person, allowing the Victim no rest or sur- 
cease. The witch must enter ■ trance every night 
to haunt the person's dreams, and he or she can 
only haunt one person at a lime. The witch must 
also have some sort of item belonging to the 
victim, such as fingernail clippings or a stolen 
ring. Each night that Ihe witch casts tills spell 
and the victim fails la nuixessfulry resist, the 
victim loses 1 from WIL, Each night that the 
witch falls In cast the spell or the victim resists, 
the victim regains 1 WIL point- Once the victim's 
WIL drops below 0, he or she must make a 
successful WIL roll Just to perform any action of 
consequence. A failed WIL roll means the Victim 
Is too depressed to take action. If at any time the 
victims WIL drops to - 1 0, he or she loses the will 
to live and a Imply dies. 

Range: 10 miles per level 

Duration: Indefinite. 

Magic Resistance: The Victim can reals! the 
effects with a WIL + level roll. Subtract the 
level or the spell from the roll. Roll each 
night that the witch casts this spell. On a 
partial success, the character neither loses 
nor regains a WIL pomL On a full success, 
the character regains a WIL point rather than 
losing one, 

False Dwcomer 

Invests an object ohip li> S pounds, per level 
With a false magical dweomer or aura. Those 
who can detect magic will perceive the Item as 
magical, although sjwlh Mich a* the wizardry 
Bpcll of Analyze Enchanted Item will reveal no 
specific powers related to the Item. 
Range: Touch. 

Duration: 10 rounds [I minute) per level. 
Magic Resistance: Not applicable. 

Eldritch Aura 

Covers the witch wlih a field of eldritch 
force, absorbing damage that the witch would 
otherwise lake. After absorbing 4 points per 
]tVf], II dlssljiales. Die aura does nd protect 
against poison gas and the like. 
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Rujc; Self only 

Duration 1 round per level. 

Magic Rcilitucc; Nol applicable, 

Nawm: Dispel* aims of the same type IT 

the auras are of lower level lhan Hie reversed 

spell. 

Rang*: Touch. 

Duration: I cistanL 

Maffia RmsUtancm: Nol applicable. 

Eldritch Bolt 

Hurls .i bolt of eldritch energy that does 1 d-t 
damage per level. 

Range: 10 feet per level. 
Duration: Instant. 

Magic Resistance: A character targeted by n 
bolt can give up his or her next action to 
dodge the boll. The target makes a DEX roll, 
and avoids the bolt If this rail matches or 
exceeds the caster's roll to cast the spell. 
Kfumt: Cast Ln reverse, this spell cancels 
one bolt of the same type and of lower level. 
It Is difficult to cast the reverse effectively 
because the reverse must be cast just when 
the other bolt la being cast. 

Eldritch Barrier 

Creates a two dimensional, translucent wall 
of eldritch force up to 5 feet In each dimension. If 
curved Into a cylinder or to nr. |t.> maximum 
diameter Is approximately one and a half feet per 
level. The barrier blocks Ihe passage of solids, 
liquids, and gases as Well as Violent magical 
energy such as bolla. Once created, the barrier la 
Immobile. 

Range : 1 0 feet per level. 

Duration: 1 round per level. 

Utfgle Reaiataaee: Nol applicable. 

Reverse: The reverse destroys any barrier of 

the same type If It Is oHower level lhan the 

reverse spell. 

flu^pe; Touch 

Duration.' Instant. 

Wuuicr Ri'*.±\tuncv None. 

Fascination 

This spelt forces all within range to Watch 
the witch with rapt attention, fascinated by 
whatever he or she Is saying or doing, 

Range: Affects a sphere up lo 5 feeL In 
diameter per level centered an the easier. 
Duration: 1 round per level. 
Magic Resistance: A W1L roll at least equal 
to the roll to cast the spell allows a character 
to resist the spell. 

8«erst: Called Ennui, the reverse causes 
those wlthtn range to regard the witch, or 



one other individual whom the witch must 
touch when casting the spell, as someone of no ^jrr-it 
in te real. 



Healing 

Heals 1 hit point of damage per level. K works 
on animals, but not on plants. 

Range TOUCH. 

Duration IVnnanent. 

Magic Resistance: Nol applicable. 

Rwtk Called Harming, the reverse does 1 

po| nt of damage per level. 

Magic Resistance; Not applicable, ibou^h Lin- 

target can avoid the witch's touch. In combat the 

witch must score a hit aa (f rnaklng an unarmed 

attack. 

Jinx 

Sets loose a minor spuitform that hounds the 
target of Lhe spell, wreaking mischief. Targets receive 
• 1 on all Action Table rolls, and find themselves 
suffering numerous minor mishap? and rnlafnrt Lines, 
at the gamemaster's discretion. The witch must have 
some Hem belonging lo the person Ln order t« 
the Jinx. 

Range: 1 0 miles per level. 

Duration: I day per level. 

Uagfc Resistance. A WU. f level roll allows lhe 

victim to resist Subtract the level of lhe spell 

from the resistance roll 

Rcv*r**: Undoes a Jinx of lower level. 

Range: Touch. 

Duration: Permanent. 

Malediction 

The target of this loathsome spell suffers a 
variety of minor ailments, such as warts, carbuncle*, 
sores, halitosis, digestive problems, thinning hair, 
and so on. For each month thai lhe target fails to 
resist, he or she lose* a point of CHA, Ai-IGCHA, 
the sufferer Is so hideous and disgusting that all but 
111 r closest friend* ami relatives rtmsl m.ske a Uill. roll 
even to bear his or her presence. The witch must 
have something that belongs to lhe target 

Range: 10 miles per level. 

Duration; Link-finite. 

Magic Rcaiatcncc; When Ihe spell Is firs I i a.it. 
Hie target makes a CON + level roll, subtracting 
the level of the spell from the roll, Even a partlo] 
success keeps him or her from contracting the 
disease. If the target does succumb, each month 
hr or she make* a t:ON" + level roll, subtracting 
the level of the spell from the roll. On a critical 
success, he or she shakes off the spell and 
recovers at a rate of I CHA point per month. On 
a normal success or partial success, he or she 
does not lose a point of CHA. but Is sUll under 
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the sprll's. effects and must roll again next 
month. 

Rivtrw: Colled Release, the reverse slops a 
Malediction and lets (he character recover 1 CHA 
per month unli] back to normal, It works only on 
Maledictions of lowe r level, 
Rang*: Touch, 
Duration, 1 Permanent 

Obsession 

Afflict* the target with a powerful craving or 
desire, such a* the urge to Chink to eweess. a sudden 
interest In some other person or ohjeit, or an over 
whelming feeling of generosity. If restrained by right - 
minded friends, the obsessed character Is fully 
capable of becoming violent 
Range: LO feet per level. 
Duration 1 round per level. 
Magic Resistance: A Wit + level roll, minus the 
level of the spell, allows a character to resist If 
the craving la strongly against the nature or 
habit of the character, the gamerruistrr ran nllow 
a bonus on the roll. 

Hiiume: Called Disinterest the reverse breaks 
any Obaesnkw of lower level, 
Rangm Touch. 
Duration, Permanent 

Passion 

1 nstills ardor or lust In a designated subject 
The object of the romantic interest Is determined by 
the Witch. 

Ranger 10 feel per level, 
Duration: 10 round* (1 minute) per level. 
Magic Resistance: A W1L + level roll, minus the 
level of Ihe spell, allow* the character In resist If 
Ihe object of desire b Inappropriate, the 
gamemaster may assign a bonus on this roll of 
up to +10 for an ugly, unhealthy member or a 
different sentient specie* and the nonpreferred 
gender. 

Riwtw; Called Abjuration, the reverse Mip 
presses romantic Interest that one person would 
Otherwise have for another. 

Rej uvene sconce 

Restores vitality lost to strenuous activity, lack 
of sleep, or Intense concentration. It does not allow 
,i -ippllr;isirr \o regain the capacity to cast addition a] 
spells. After an Individual has bencfltrd omr rr»ns 
the spell, further casting* In the tame day have no 
effect. 

Range; 10 feet per JeVcL 
Duration: 10 rounds per level 
Magic Resistance: Not applicable. 



Rcwrsr; Called Efireebfement, the reverse 
Urea the target who receives -1 on all Action 
Table rolla. 

Majrut Resistance A CON + level roll, 
minus level of the spell, allows a character to 
resist 

Khab do mantle Divination 

Only the Ononis can learn this spell. 

The rhabdomancer can consult minor 
spirits to learn secrets. If the secret Involves 
knowledge that the spirits are not likely to have, 
they will travel In search of the the Information. 
The higher Ihe level of the spell, the more power- 
ful a spirit the rhabdomancer can contact and 
the more information n will have or be able to 
acquire. The rhabdomancer can ask only one 
question of the spirit contacted. 

To determine whether the spirit can answer 
the question, make a roll on Ihe Action Table and 
add the level of the spell, The following chart 
Irnllr-.tlM what kind of tnfoj tnallan will lie pro- 
vided at each level of the spell, 



Level 


Information 


1 


Petty. 


s 


Minor. 


10 


Moderate. 


IB 


Major. 


£0 


Vital. 



Petty Information Includes such questions as 
'What is behind this door?" Minor information 
Includes such questions as "Where does the 
magician Tandala hide her valuables?" Moderate 
Information Includes such questions as "Where is 
Ebo Inoma?" Major In formal ion Include such 
questions as "Who stole the Wand of Bedazzle - 
merit?" Vital Information includes such ques- 
tions as "What Is tile magician Tandala s greatest 
weakness?" 

If the Information is difficult to come by, 
assume that the spirit can determine It only If the 
level of the spell Is twice that of a normal spell 
1hat raukl gain the Information. For Instance, if 
II would lake a 5th-level Cryplomantlc Analysts 
to decode a magically encoded text U would take 
a 10th level Khabdomantir Divination to do the 



The spirits can obtain Information 
about anything within 10 miles per level. 
Duration: One quesUon. 
Magic Resistance: Not applicable. 

Safekeep 

Protects one Item Willi a magical aura. 
Anyone who touches the Item without the witch's 
permission receives I point of damage per level 
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per round of con Lac L The Ltrm can weigh up to 
10 pounds per level. A witch can only Safe keep 
one Hem al a Lime. 

Hanger Touch. 

Duration: Permanent, 

Miglc Rcilitucc Nol applicable. 

Weird 

Invents an object with n quasi -elemental 
thai returns the ohjeel la the owner an command 
whether It has been lost, stolen, dropped, or wen 
thrown. Only If the object Is willingly glvrri away 
will the quaal-ele menial leave Lhe object. 

Coat: 10 g.E, per level worth of fiih Le h a] a 
Time to create: 1 Week per lews I. 
Selling Price: A uiu l> i.<u lyphally charge 
25 g. I per level Id Weird an Item, though Tew 
people want anything my re than a lst-level 
Weird. 

Duration: Until the Item Is willingly given 
away. 

Range; The witch must touch the Item Lo 
place the Weird. The return capability works 
as long as the llrm Is within 1 mile per level. 
Magic Resistance: Not applicable. 



Wizardry 




Wlzai rlry Is a traditional magical Field of 
Study practiced by magicians from Zandu lo the 
Quan Empire. 

Analyze Enchanted Item 

Allows the caster lo determine the 
properties, level, and uses of an enchanted Hem. 
The caster musl hold the |lrm In order lo analyze 
it. The hLgher the levrl a( llir Nprll, I In- more 
advanced Hems the wizard can analyze. To 
analyze an llem. the spell must be at least equal 
to the Item's level or the level of the enchantment 
used to rreaie 11, as apjim|u late, iterns currently 
in use In Talislanla are easier to analyze than 
Archaen artifacts that were constructed with 
]n>werful and mostly liirgulleu menus; such 
artifacts require an additional penally of al least - 

10 lo analyze. Should lhe wizard ever stumble 
across an Item fnnn another plane Or dimension, 

11 may prove especially difficult to analyze, even If 
It ltn 4 l particularly powerful; such Items require 
nil additional penally or - 10 to -20 an the roll. 

Range: The wizard must touch the Item lo 
be analyzed for the duration of the spell. 
Duration. The wizard musl concentrate for 
one round per level of the spell. 



Modifiers If Urn >,,*■! ] f ;l || f , ,y„ ;i„ |(rm. lhal 

particular wizard cannot achieve a ittttrr resuli 
without casung an Analyze Enchanted Item spell 
of a higher level. For example, If Zaveron falls ills 
roll to determine an Item's properties with a 5th- 
level spell, he would only be allowed another 
chance If he casta spell of 6th level or above. His 
staler, however, would still be able to determine 
the object's pni]w riles with a 5th- level spell, or 
maybe even a lower one if lhe item is simple 

enough for such a |<jw-|eVel spell, 

Items specifically designed Id foil analysis may 

llti tu .1 prji.ilty nf In I :> lilt l]ie n 1 1 1 . Mir 

(jamemaster should not tell the wizard that there 

Is a penalty, lull should apply II wllliou! Hm- 
player'a knowledge. 

lflahapi The Wizard gels misleading Information 
about the object's powers. This misinformation 
could be dangerous. The game master should 
make the wizard's roll If there is a chance for a 
mishap. If the result K .t mishap, the 
gamemaster should provtde the false livformaUon 
as If it were Irne, without telling the playrr ili-*i 
the roll was a mishap. 

Partial Success Provides a vague Idea of (he 
item's powers. 

Critical Success.: Reveals subtle details as to 
tlie Item's function. For some complicated Items, 
a subtle function such as this may be vital to 
using lhe device properly. 

Animate Object 

Moves an object or being through the air or 
across the ground. The spell affects up to 10 pounds 
per level, and allows the wizard to control lhe Item to 
a range of 10 feet per level. Moving (he llem requires 
concentration on the wizard's part, though he or she 
can leave H hanging In air and turn his or her 
attention lo other matters. The llem can move at up 
to SPD 0 (100 feel /round), but It Is capable of much 
quicker actions for very short periods, making (his 
spell useful for using Weapons In combat. It would 
take a very h Igh • level spell to launch a spear down a 
corridor fast enough to do a lot of damage, but the 
wizard could move the spear slowly lo within striking 
distance and then cause It to make brief, quick 
strikes at the target, 

The device gives no feedback lo the wizard other 
lhari that given through normal senses. If the wizard 
uses (Ills spell to send an I tern down an unseen 
corridor, he or ahe will not be able lo tell whether It 
has hi I an obstruction wf (haul hearing a "thunlc* 

To wield a weapon effn lively In combat requires 
a level al least equal to the STR requirement of the 
weapon. For example. It would take a 7th- level spell 
lo use a glanl-slzed sword. When trying to use a 
wi-.ipon in <-<iinbat. (be wizard rolls lo hit normally, 
but uses I'KH r.uher Lhan DEX as a modifier lo his or 
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her combat rating. A wizard with no combat a kill 
rolls IdlO Instead uf IdlZu f»r 1w hlL roll*, 
Duration: ] round per level 
Range: 10 fwl jier Irvrl. 
Modifiers U the wizard Is manipulating the 
object rather than Just moving |t from place to 
place, the effective level or the spell Is one-half 
normal. For example. If a wizard uses this spell 
to draw a bow, nock arrows, and lire them, 
rather than simply move the bow through the air. 
the spell would be effectively one-hair the normal 
iMdL 

Hl»h«p 1 Inject moves erratically and 

violently for the duration of the spell. 
Parti*] Success; Moves the Item at halt speed 
up to half Ihe range for half the duration. 
Critical Sueeeaa: Mcives the Item up to double 
speed. lt> tjcMihlr range, fur double the duration. 

Arcane Aura 

Surrounds the wizard with a faintly glowing 
aura of arcane energy, All damage that would 
normally ailed the wizard hits the fUtra Instead. The 
aura ran withstand a total or 4 points per level before 
dissipating. The aura cannot protect the wizard 
against poison gas. drowning or similar sources of 
dia comfort- 

Range: Protects the caster onry. 

Dura lion: I round per level, 

Magic Resistance: N«l applicable. 

Reverse: Cast in reverse, this spell dispels any 

Arcane Aura of lower level It has no effect on 

auras from other fields of magic 

Range: Touch. 

Duration: Inslanl. 

Magte Resistance: N'ot applicable. 

Arcane Blade 

Allows the caster Id conjure a four-fool blade 
comprised of eldritch force. If used as a weapon. H 
does 1 cl4 damage per level. It can harm creatures 
111, it are unaffected by normal weapumy 1ml viilnn 
able to magic. The user must roll to hit as If using a 
nonnal blade. The blade *wlnks out" if It loses 
contact with the caster. The blade can be used for 
purposes other than combat, such as prying open 
doors and such. For purposes i,C tic li-rtiiHiin^ 
breakage-, It has armor equal lo the spell's level and 
hit points equal Lo five limes the spell" a lew I, 

Range: The blade appears in Ihe wizards hand. 

and winks out If it loses contact wllh the wizard. 

Duration: 1 round per level. 

Mishap: Uncontrolled arcane energy courses 

through Ihe Wizard's body, doing Id4 damage per 

level of die attempted spell. 

Partial Buccew Blade has h.ill armor, hall hll 
points, and half duration. 



Critical Success: Blade has doublr armor, 
double hit points, and double duration. 
Mafic Resistance: None. Opponents may 
-re ,l i " I In* effect* of this spell in combat ihe 
sainr way lliry "n-iilsp the effea'a of a 
Thrall's blade: with speed, skill and a 
sturdy shield. 

Arcane Bolt 

Hurls a bolt of arcane energy from the 
caster's outstretched hand or wand, doing ld4 
damage per level. 

Hange; Id fi-H per level. 

Duration; In stars L 

Ml&hap: llmtiu^oHrd arcane energy courses 
through the wizard's body, doing Ld4 damage 
per level or the attempted spell 
Partial Succeu: The bolt does half damage. 
Critical sutceas: The bolt does 2d4 damage 
per level. 

Magic Resistance: A chanicler may attempt 
to dodge the bolL The dodging character 
must make a DEX roll, and dodges the bolt 
on ly if this roll at least equals the wizard's 
roll to cast the spell. A character must give 
up his or her next action to dodge the bolt, 
Reverse.' Cast In reverse, this spell cancels 
one Arcane BolL It is difficult to cast this 
reverse spell effectively because the Wizard 
must cast It Just as another wizard Is 
launching an Arcane BolL 

Arcane Barrier 

Creates a translucent, two-dimensional 
shield of arcane energy that can take whatever 
simple shape the easier desires. The barrier can 
be up to 5 feet per level In either dimension, and 
It can be curved Into a cylinder or cone, The 
barrier must be created In a sturdy form. U 
cannol lean without souk type of support. If It 
crosses open space, such as a pit or chasm, then 
both ends m List be on solid ground. 

This barrier prevents passage of physical 
objects and energy as well as violent magical 
energies such as bolls. It does nothing against 
nubile magical energies such as Spellbind spells, 
After taking 4 points of damage per level. It 
dissipates. Prudent Wizards will note that the 
barrier also prevents the flow of air. 

Once created, the barrier Is Immobile, [ike 
any other wall. It uin be climbed, but It cannot 
be toppled. 

Mlahap: Uncontrolled arcane energy courses 
through the wizard's body, doing 1 d2 damage 
per level of the attempted spell 
Partial success: The barrier stops only 2 
points of damage per level. 
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C rilical Succe**; ihe I s. i r rler Stops 8 pcln ts 
of damage per Wrl 
Range: 10 feet per level. 
Duntiw I mind per level, 
liable Resistance: Not applicable, 
Retwra*; Cast In reverse, this spell cancels 
one Arcane Barrier of lower level It has no 
effect on barriers from other fields of magic. 

Aura of Enchantment 

Imbues any nonliving, nonmagleal object 
with a temporary enchantment of + 1 . This bonus 
applies to damage Tor weapons and to Ihe 
number or points stopped by armor The spell 
can affect up to 5 pounds per level, and lasts 5 
rounds per level While the bonus may be small, 
this spelt comes In very bandy against those 
creatures that are only hurt by magic weaponry. 

Range: Touch. 

Duration; 5 rounds per level, 

Miahap: The spell does I d6 damage per level 

to the Itrm. Srr llir armor ami llLt poln* 

ratings for Items In Chapter SLx. 

Partial Sii£ccw: Half duration. 

Critical Sucee**: +2 enchantment Instead 



Concealment 

Hides magical emanations, making litem 
undetectable to a wizard's ability to sense magic 
and to spells such as Analyse Enchanted Hem. 
Subtract the level or the spell from a wizard's 
PER roll to delect magic In the a/Tec led object. 
Alrto require* an Analyze Enchanted Item spell 
greater than the level of this spell to analyze any 
feature of the Item. 
Rartgc: Touch. 

Duration.: I hour per level of the spell. 
Mishap: The attempt to hide magic actually 
dampens the wizard's own magic. Subtract 
the level of the spell from the wizard's magic 
rating for the next 24 hours, A character left 
with a magic rating lower than I cannot cast 
spells. 

Partial Succcsv: One half of effective level. 
Critical Success: Double effective level. 
Itimr— : The re-verse is called Kevealmenl, 
and is mentioned later in this section. 



Conjuration 

Allows the wizard to create a nu^Liril n-pika 
of an Inanimate object or Living organism. An 
Inanimate item Is limited to I foot per level in 
each dimension and SO pounds of weight The 
Hem must fit both size categories to be created. A 
1st level sp«u could conjure a 50 foot rape 
because it would fll In a l x I'x V space. The 



conjured rope would be lightly rolled when It ap- 
peared, A living thing Is limited to 10 pounds per 
level. AH living things created are 1st level. Conjured 
living things have those abilities natural to them. 
Including speech for sentient beings, but they have 
no magical or alchemical abilities. Conjured living 
things react to the wizard normally, not following 
orders any more readily than would any other 
member of that species. Sentient conjured brlni^ 
may react lo their sudden existence with some 
measure of surprise. 

The easier must be familiar with the object or 
creature to be conjured. If Ihe wizard tries to make 
an exact replica of some other item or person, such 
as a key. the caster must make a PER roll to get the 
replica Just right. If the conjured Item Is complex, 
such aa a Kasmlran trap, the caster must make an 
appropriate skill roll, such as a roll versus Arurk n . 
to make It turn out rl^hl. 

This spell cannot, create magical or alchemical 
Items or creatures. 

When the duration of the spell ends, the 1U in 
disappears completely, even IT It has been consumed 
or mixed with other male rial. That means a charac- 
ter can cat conjured food all day and never get 
sustenance or gain welghL 

This spell Is especially useful for conjuring 
small, useful Items for temporary use. such aa ropes 
lo Male a Wall, tools to repair armor in the wilds, or 
replacement weapons for those that have been lost or 
broken. 

Ingenious Wizards can use this spell for many 
sneaky purposes, For example, a wizard could steal 
■ i key. rrwke a replica of It, and then return the 
replica so the key is not Immediately missed. When 
the spelt ends, the replica disappears, but the wizard 
has got the original. To interrogate a prisoner, the 
shrewd wizard hangs the captured being over a cliff 
by a conjured rope. If the prisoner doesn't talk soon 
enough, the rope will di:,ap|*rar. and he or she will 
(all. 

Range: The item or being appears anywhere up 
to 1 fool per level distant from the caster, 
Duration: 1 round per level. 
Mishap: An explosion of raw energy and simple 
matter erupts al the point at which the thing was 
to be conjured. The explosion does 1 d4 damage 
per level to everyone within 5 feel of the blast. 
Partial Buceeaaj The conjured Item Is flawed. A 
sentient being may be insane, a rope too weak to 
support much weight, or a sword dull and benl. 
The gamemasler may wish lo make the spell roll 
far the wizard and not tell the player thai the 
spell was only partially successful until the 
characters find out for the msc tves , 
Critical Success: Double normal duralkm. 
Magic Realatancc: Nol applicable, 
fi™™. CasJsrt id I ronjuml lie tils of equal in 
lower level within 10 feet per level to disappear. 
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Dispel Magic 

Allows the wizard to dispel other spells. The 
spelt lo be negated mini be less than hair (lie level of 
this spell. To dLspel ■ Gui-level ciyptomantlc spell of 
Encryption, for example, would require an 1 Ith-levH 
Dispel Magic. 

Mishap: The wizard loses half the sprite level 
from his or her magic rating for 24 hours. 
Partial Sue ecu: Only dispels magic below one- 
third the spell's level. 

Critical Success: Dispels magic below two- 
thirds the spell's level. 
Range; lOfeeL 
Dur«t|on- Instant. 
Mbjj lc Resistance; Not applicable. 
Rmmram The reverse, Forliry Metric, protects a 
■pell from Dlftpel Magic spells of equal or lower 
level. 

Duration: 1 day per level tor until the base spell 
ends]. 

Dwindle 

Allows the caster to decrease the size of any 
creature, reducing lt.i bright by per kvrl of the 
spell. A lOlh-level spell, therefore, would shrink a 
character to one-half normal nlz£- The spell has no 
effect on hit points, ai tributes, or other factors, 
though carried equipment shrinks along with the 
subject of the spell and the GM may rule that scaled ■ 
down weapons do proportionals ly If** damage. If I wo 
Dwiiid le spells are cast on the same creature, only 
•he highest level or ihe two Likes rfTrrl. 
Range: Touch. 

Dura Hon: 10 rounds per level. 
Mishap; Random growth and sbrl nhlng affect 
either the caster or the target. Various body parts 
grow and shrink out of proportion with each 
other, up to the limit of 5% per level of the spell. 
If you get a Mishap with a F>ih -level spell, your 
right arm might grow 25% while your right 
fingers shrink 25%, The resulting imbalance 
subtracts the level of the spell from all the 
affected being's rolls on the Action Table for the 
normal duration of the sprll. 
Partial Success: The subject only shrinks half 
the normal amount. 

Critical Success: hrjuhk nnrm.il duration 
Reueraw; Counters Dwindle spells of lower level 

Illusion 

Creates sounds. Images, smells, and so forth 
that have no basis In reality. These sensations are 
"real* In that they actually affect the senses of those 
around them, but they have no physical counterpart 
and are Incapable of causing damage. "Belief Is 
Irrelevant aa far as these illusions are < <mh m nrvl 
Everyone with sight will be able to see them, and 



knowing lhat they are Illusory does not make 
them go away. 

Ihe moat basic illusion is a static, visible 
phantom, a three dimensional Image with no 
physical substance. This basic type of illusion is 
useful for making an Illusory Hoar over a pit or 
creating the illusion of a glowing globe, which 
would actually shed useful UghL 

Fur rimrr fKimplrx Illusions, the wizard 
must accept penalties on the roll to cast the 
spell: see the modifications below. 

Under no circumstances will Illusions have 
direct, real e fleets If they are offensive or defen- 
sive fijK-lls 1h.il would prr-vrnl or cause damage. 
An Illusory fine will make you (eel warm, but it 
will not keep you from freejing lo death. It will 
also hurt If you stick your hand Into It. but it will 
not cause you damage. An illusory Door over an 
open pit however, may cause Incidental damage 
if you step on it and fall right through. 

The wizard must be familiar with Ihe Item 
mimicked by the Illusion. If the raster has never 
seen an exomorph, he or she will be unable to 
create a believable Illusion of one. If a wizard 
tries lo make an Illusory duplicate of a specific 
person or Item, be or she must make a PER roll 
to nuke a good match. 

Range; I loot per level. 

Dux* lien 10 rounds per level. 

Modifier* Subtract 1 from the roll to cast 

the spell for each of the following appropriate 

Linn-line™ 

* Illusion includes sound. 

* Illusion includes taste. 

* Illusion includes smell. 

■ Illusion include* heat or cold. 

* Illusion Includes texture. This Is only 
possible ir Uierft Is ilready a physical 
object underlying the illusion. An 
illusion on its own has no substance or 
texture. You can use Illusory texture to 
make a smooth surface seem rough. You 
cannot, however, create surfaces where 
none already exist. 

■ Illusion Is complex, like a page of 
writing. 

* Illusion can move on Its own. 

* Illusion Is tied lo an object or being, 
and moves with that being. 

For example, you must subtract 2 from your 
casting roll If you want to make It seem like 
you have a fever; -1 for the illusion of heal, 
and -1 for the Illusion to be tied m your 
forehead so that II moves when you move 
your head. An illusory lire would necessitate 
a -4 penally for sound, smell, heat and 
movement. You might be able to gel away 
with just heal and movement lor a fire, but 
people might be suspicious about a lire that 
nevrr cr-AEtkk.ii and doesn't smell of arnoke. 
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Dispels All Illusions of equal or 
lower level within 10 fret per level or (he 
spell, 

Invisibility 

Renders one person or object InvlaJhle. up 
lo 1 cubic fool per leVrl, If the larget Is a pernon, 
All llema carried when the spHI is raat arc 
rendered invisible, though Ihey become visible 
;i^iLijii nr>cr tliey Iravr contact with the Invisible 
character. Objects picked up do not become 
Invisible, even if Ihey were previously invisible 
but had been set down. Similarly, substances 
like blood become visible when they break 
contact with the Invisible character, which could 
possibly allow enemies to track a wounded 
Invisible character. 

In combat. Ihe Invisible character receives 
+5 on his or her tomlxit rating until an opponent 
makes a critical success on a PER roll: one roll 
per round I* ;i I lowed. Those creatures that rely 
more an sound or smell than on sight may 
receive bonuses on this roll. Once the roll Is 
made, the attacker has a general klea of the 
character's presence, and the Invisible combatant 
receives only a +2 lo his or her < ■rnnbal nitln^ 
against that opponent. 
Range: Touch. 
Duii lion: I round per level, 
lilahap: The caster disappears entirely from 
the world. Whether the caster ends up on 
some other plane of existence or simply 
disappears entirely remains Up to the CM. 
Partial Succua: A hazy Image of the 
character or object remains. Only a partial 
success on the PER roll Is required to spol 
the character. 

Critics] Succcm: Double the duration. 
Ifagie Resistance: Not applicable. 
Reverse: Makes the target stand out so that 
he or she Is unable to hide, blend Into a 
crowd, and to forth, 

Levitation 

Allows ihe caster lo move through the air. 
Ihe wizard moves up to 100 feet per round CSPD 
0]. The wizard must concentrate to alter his or 
her acceleration. For Instance, you could head 
north at maximum speed and then concentrate 
on other matters. You would keep moving at that 
speed unUl you concentrated and made yourself 
move at a different speed or In a different direc- 
tion. The wizard can carry up to 10 pounds per 
level. Including armor, gear, and so forth, 
Range: Self only, 
Duration: I round per level 
Mlshnp Mimical force buds the caster 
through the air 10 feet per level In a random 
direction. The wteard takes d4 damage per 



level, possibly mare If he or she has the misfor- 
tune to find his or her trajectory Intercepted by 
an unforgiving object or surface. 
Partial Succcm: One half normal duration. 
Critical Success: Double normal duration. 
Magic Resistance: Not applicable, 
Rwrrw: Subtracts the level of the spell from the 
rolls that opponents make to move, shove, lift or 
t arry the caster. 

Magic Portal 

Allows the caster to create an opening In any 
nonliving, nonmagica! material or substance. Maxi- 
mum diameter Is 1 foot per level, and maximum 
depth Is 1 inch per level. Much to the frustration or 
wizards through the ages, this spell allows either 
complete success or nothing. When cast on a barrier 
Uw thick fur Uie level of the *ne|| lielng used, this 
spell has absolutely no effect. You cannot use It to 
cut through a one-fool thick wall 4 Inches at a time. 

When the spell wears ofT. the surface returna tn 
normal. Anything sticking through Ihe portal at thai 
time la trapped there. Provided a living creature has 
air lo breathe, it survives unhurt, but that section of 
it lhal was In the portal la trapped. 

When the affected surface return;,, 11 nils Its 
normal area save only that space occupied by some 
thing else, [f you held a barrel perpendicularly 
through the space created by a Magic Portal, even the 
space within tike barrel would fill up. 

Range: The affected surface may be up to I foot 

per level distant from the wizard. 

Duration; I round per level 

Partial Succcm: One -hair normal duration. The 

game master should roll on the Action Table for 

Ihe wizard and not reveal the spell's degree of 

success, so that Ihe player does not know 

whether the portal will last the normal duration 

or half the normal duration. 

Critical Sutceu: Double norma) duration, 

llagic KesUtaace: Not applicable. 



Radiance 

This spell has several applications, among til em 
the reverse form. Darkness, 

* Sphere o/ Light Cast on a wand . slalT. or 

iiUum <ilijci !, lhli N|ie|l nIiiiIm Unlit Ukr ii lurch. 

Range: Touch. 

Duration: 10 rounds per level. 

Hiahap: Hlnnlin^ U^lit strikes Ihe caalcr. who 

must make a CON roll to resist being blinded for 

1 round per level or the spell. 

Partial Success: Half duration. 

Critical Succcm: Double duration, 

• Sunt of Light: Creates a momentary burst of 
brlghl light In the face of one target, blinding him or 
her. 
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Rattjtc 10 r.-r i per level. 

Duration: Blindness lasts I round per level. 

Miahap. The light explodes in the caster's face 

and causes Its normal effects. 

PutlsJ Succcu; Blindness lasts half normal 

duration. 

Critical Succcm; Ullndness lasts double norm.iL 
duration. 

Magic Resistance: A CON roll equal to or belter 
thun (he roll Id cast the spell resists Its effect*. 

• Darkne**: This effect Is the reverse or the 
Radiance spell, causing darkness to nil a circular 
area with a radius of up to 5 feci per level. It will 
negate .ill natural li)»ht and all magical light of equal 
or lower level. Creatures with a natural ability to tee 
In the dark cannot see In this preirrnaiiiral bj:itk- 
ness, but those creatures with supernatural ability to 
see In the dark can see normally. 

Range: 1 0 feet per level, 

Duration I round per level. 

Mishap: Blinding iighi strikes the caster, who 

must make a CON roll to resist being blinded for 

I round per level of Ihe Spell. 

Partial Success H.tlfOie iiorma I duration. 

Critical Success: Double the normal duration. 

Magic Resistance: None. 




Revealment 

Allows the easier to see invlalhle rrealures. 

magical rmaiiallons. and the like. aB of which 

seem to glow In outline 

Range: 5 feel per level. 
Duration: I round per 1-rvH 
Ulshap: The wizard loses his or her ability 
to tec magical emanations for 24 hour*. 
Partial Succe»: The creatures and object* 
glow as usual, but the glow Is too faint and 
Inconstant to allow the wizard to gain any 
specific information about the creatures and 
objects. 

Critical Success: Double the normal range. 
Magic Realstaaee: Not applicable. 
Reverse: The reverse of this spelt Is Conceal - 
menU which It mentioned In In the spell 
descriptions above. 

Spellbind 

Allows Ihe easier to magically immobilize or 
silence one living creature or being. The subject 
remains aware, out can take no action without 
the caster's permission. 

While Ihe effect of this spell 1* very power- 
ful, Ihe generous magic resistance roll means 
that It Is dependable only when cast on relatively 
low level targets. 

Range: 5 feel per level. 

Duration: 1 round per level. 

Mishap: The wizard is spellbound for ihe 

normal duration of the spell. wlMi no rn;iin< 

resistance roll allowed. 

Partial Succesa: Spe]l lasts half normal 

duration. 

Critical Success: Spell lasts double ilni.i 
lion. 

liaglc Resistance: The subject can counter 
the effect With a roll of WTL + level, with the 
caster's W1L or level, whichever Is higher, as 
tlie modifier. 

Rawm. Counters Spellbinds and similar 
spells of equal or lower level. 
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The diverse itilmbiiajits ofTaltslanla exhibit an uncanny aptitude 
with regard to the making of a wide variety of tools, implements, 
and mechanisms. This Is particularly evident as pertains to the 
creation of devices intended to kill maim, and mutilate, a talent 
Jar which the Tallstanlans display a practically limitless degree of 
creativity and invention.* 

— Excerpted from the journals of the wizard Tamerllri 




This chapter describe* the most common pieces 
or equipment thai characters may wish to purchase 
and use. Magical device* of various types, particu- 
tarty the moat minor aorta, are relatively common In 
Tallslanta, a* ace product* made of exceptional 
me lab. As you will see. however, the large supply of 
these Items does not mean that their prices ate low. 
Beginning characters will have the basics of what 
they need, but to get those exceptional weapons, 
armor, and devices, they will have to save for a while. 

Also bear In mind that Items from all across 
I .ilinlanta are described together In this chapter. In 
certain areas, however, the prices tor some items are 
considerably hlgjier than listed here, if they can be 
found at all, If your character ts buying something 
unusual, check with your game master first to be sure 
that it is available in your area of Tallstanta. and 
what the price Is there. 

Monet and Wealth 

As In real life, characters in the game will need 
money to purchase food, clothing, equipment, a lid 
shelter. In Tallslanta, the rate of exchange la based 
on the gold lumen, a coin equal In value to ten sllvrr 
pieces or ore hundred rapper pieces. One Silver piece 
La worth t*n copper pieces. For game purposes, 
assume that twenty coins of any type weigh approxi- 
mately one pound (see Chapter One for a list of 
Tallslanum currencies). 

The cost of living In Tallslanta depends on a 
character's status and the lifestyle he or she wishes 
to enjoy. Use the "Incomes and Expenditures" chart 
on the I n I lowing page as a guideline. Note that 
characters must pay to maintain their upkeep while 



training or otherwise taking linir ntT front duties ihat 
cam them steady Income 

Those characters who live below their means 
may save money, but they may also find that their 
status In Ihe eyes of peers and potential employers 
may lSicj]]. In .LddlLlon, living -among those who are 
considerably poorer can put a character In dangerous 
Circumstances, as envy and greed have been known 
to overcome nekghboriiness on more than a few 
occasions, 

Niilr that the incomes listed In the i hart must 
be continuous in order lo allow a character to attain 
the niceties that go along with them. Spending 300 
g.L a week for two weeks does not allow a character 
to move to a better part of town, hire guards and 
servants, and gel a new. stylish w.anlml.*-. A-i a mlr 
of thumb, assume a character must spend 100 times 
the normal weekly expense in order to 'move up' to 
that level of Income. Once the character has made 
this transition, he or she must then make the 
necessary expenditure regularly in order C<i i-civer 
such expenses as taxes, rent fees, and pay for 
servants. For example, someone who wart?s 1i> lie 
'beyond considerations of cash* would have to spend 
.10.000 gt. setting up his or her place and then 300 
g.|. per week from then on. 

In civilized areas, a character can often invest 
capital and receive interest from those who borrow It, 
provided he or she has a considerable sum, auch as 
10,000 g.1. Generally speaking, a character can earn 
10% annual interest, though the chance of loss is 
always present. That means thai 50,000 g.l, Invested 
one time could produce a very Comfortable but not 
truly wealthy Income, a little over 100 g.l. per week. 
The dependability of these Investments la strictly tip 
to the CM. 
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Incomes and Expenditures 

l g.l./week: Din poor and miserable. A shame- 
ful number of laborers and servants live at this level 
even In prosperous nations such as the Seven 
Kingdoms, but the upper classes try not to let this 
fact preoccupy their minds. 

3 g.L/week: A comfortable life with some 
amenities, Unexceptional craftspeople and clerks or 
scribe* can hope lo maintain this type of lifestyle. To 
these people, the luxuries that make CymrtJ famous 
are unattainable. Any valuable Jewel ry or magic 
devices that these people have are moat likely heJr- 
looms. 

10. g.L/week: Very comfortable, with free funds 
for Inexpensive amusements, travel, and so forth. 
Skilled craflera and retailers alien attain this level or 
wealth, as do petty dealers In Illicit substances and 
specialist scribes, Successful adventurers usually live 
at (coal at this level, though many of them earn much 
more than Ihey spend, since they often stockpile 
money for an early retirement or save to gel the best 
armaments. Adventurers who live below this level 
find their persons frequently subject to the attentions 
of the unscrupulous and the greedy. Keep in mind 
that a longswQfd can be sold lo a fence for what 
amounts to several weeks' wage* fur a laborer, 

30 g.|./wr«k: Luxurious, but not extravagant. 
All material needs are seen to admirably with some 
r-X(x*nstve foods and amusements available. Natu- 
rally, a residence in a safe neighborhood and .1 
variety Of efllclent Locks come along with this level of 
luxury, Even a mediocre wizard or alchemist should 
be able to attain this level of living., along with 
administrator*, skilled silversmiths and Jewelers, 
wr 11 -positioned caravan mailers, and engineers, Al 
this level, a character first comes lo the notice of the 
upper classes, Albeit definitely as an Inferior. Many 
adventurers effect tills level of lifestyle as a Just 
1 ru-.ird for their dangerous work. 

10O g.l./week: Flamboyant, but many special 
magical charms or services are sUll noL commonplace 
In this lifestyle, A person at this income level can 
freely pursue one expensive pastime or Interest, but 
n*>t two or more. A servant or two, excellent clothes, n 
small house In a city or a large one In the country- 
side, and traps as well as locks to protect valuables 
are all available at this level, Diplomats, merchants, 
moneylenders, skilled architects, and litigators who 
cater lo the needs or moneyed Interests predominate 
In this class, 

300 g.]./weck: Beyond considerations of cash. A 
person at this Income level enjoys any amenities that 
a City like Cymril has to offer. Servants, 3 guard or 
two, intricate traps and locks, and nndung bul fine 
foods, drink, and clothing are expected of someone al 
tills level. Higher- ran king government officials, 
icrxwned architects, specialist engineers, and 
healers that specialize In the ailments of Ihe wealthy 
predominate In this class. Envy of those wealthier Is 
universal, as the 'almost* in being able to afford 
almost anything can become very annoying. 

1 .000 g.l./week: Incredible luxury and ostenta- 
tious wealth. With minor magics and charms for every 
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need or whim. Servants, guards, and a manse in the 
city or a huge estate in the country* klr. ran be 
expecled al this level of Income. The scrap* from a 
typical meal cost as much as a week's wages for a 
laborer, Highly successful merchants, powerful 
wizards, major dealers In contraband, and those who 
hiivr I uh' 1 riled great wealth are the most common 
members of this class. 

3.000 g.t./week: Bewildering wealth, generally 
enough to put the few people who attain It Into their 
own worlds, SevrrnJ residences, elegant conveyances, 
a healthy contingent of guards, plentiful servants- 
Including the moat exotic consorts — and considerable 
Influencc throughout various levels of society mark 
this class. Since scheming, greedy t on artists are 
willing lo work for years to gain such a persons 
confidence, paranoia Is a common downfall of these 
people. Successful Farad usurers, mediocre Farad 
monopolists, lspastan mercantilists, secondary 
dealers lit contraband, successful government 
officials!, and those who founded mercantile empires 
often find (hrmselv** al this level, 

10.000 g. I. /week: Obscene wealth, attained only 
by a handful. Utile olhcr than dealing In illicit trade 
can bring a character to this level of wealth In one 
lifetime. More often such fortunes are inherited, or 
come from profitable b us i nes s es acquired through 
yeans of work and scheming. l J eople at this Income 
level generally have several ]|tnr»r_s In a xnrtely "f 
lands, perhaps a small private army, loo many 
servants to know them all by name, and whatever 
addictions, hobbies, or diversions they desire. Farad 
monopolisl*, Quan nobles, central dealers In contra- 
band, and (hose bom into riches are the most likely 
to attain this level of wealth. 

Equipment Descriptions 

Weapons 

Barbed Rotas, 
Imrian. 



This unusual 
weapon, also known as an 
oc. Is employed by Ihe 
slavers of 1 curia. These 
devices have a tendency 
to become hopelessly 
entangled, and so must 
be carried In narrow 
wooden cases. On a 
partial success, they do 
hull" damage but do not 
entangle. On a full 
success, the thrower can 
choose to entangle Ihe 
target's arm* or legs In 




addition to normal 

damage. On a Critical success, the bo! a does double 
d.mi.t.v- .in. I riitiiuglri liir aims or legs, bringing the 
victim down. Extricating yourself from barbed bo las 
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is a Lticky and potentially painful process: you must 
make a DEXmU at least equal to ihe original tot to 
till wtih the betas, and any roll below this number 
Indicates you take another point of damage. An 
entangled character gels one roll per round. 

Blade Bracer, Kasmiran 

Hits device Is essen- 
tially an Iran bracer housing 
a Kasmiran spring- knife. 
The Weapon Is used by 
making a fl&L and lourhlng a 
trigger mechanism that 
extends towards the palm, 
The trigger releases a 
spring-loaded knife blade, 
which llles forth at the 
designated target 

Blade-Staff, Kasmiran 



Bm an. Mud People 




This device resembles a common wooden staff 
or walking slick. When the center section is twisted, 
blades hidden Inside either end of the staff snap Into 
place, enabling the device to be used as a spear. 

Blade-Star, Mondre Khan 

The Mondre Khan employ 
ilirsr ni/or-fi harp devices a* mis- 
sile Weapons and as culling Imple- 
ments Most measure about four 
inches arrow, 




Bow, Ariane 




The arrows or this bow .ire lipped with round, 
stone heads, and they itrr iwrd to stun miner than 
kill. Half the damage (hey do Is temporary, returning 
at the rate of I point per round once Ihe target ruts 
or Is Incapacitated. 



Broadsword, Za 

The Za broadsword 
resembles a heavy scimitar 
With a Jagged, saw-edged 
blade. This terrible weapon 
causes ragged wounds th.it 
take (w|cr .1* tun g a* normal 
or twice the usual amount of 
magical healing to heal. If a 
foreigner Is seen possessing 
a Za blade, the result wiD 
most likely be a dead for- 
eigner, 






Tills weapon Is a large dub fashioned from the 
lower section of a thomwood vine, and Is fearsome in 
appearance, with many six-Inch spiky thorns along 
lis length. 



Caltrop 

This device crmsisLi nffour IPJll 

spikes pointing out from a central 
t Hire |\mrrcl i»n i]w ground In great 
number, they an used to slow or 
channel enemy forces. Caltrops can 
be very effective versus steeds and 
beast-drawn conveyances. 



Capture Bow. Sat ad a 

These unusual weapons 
resemble heavy crossbows with 
a crude rre I -mechanism 
affixed Id the stock. The 
capture-bow (Ires a barbed bolt 
similar la a small harpoon with 
a line cfslmil whip rind 
attached to Its end. The barb 
snares the target on a hill 
success or critical success, but 
not a partial success. The 
Satada employ these cumber- 
some devices to snare prey or dismount riders 




Capture-Pole, tmrian 
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This device Is used extensively by hnrtan 
slavers. It consists of a long wooden pole and a pair 
of grasping "plncr rs" made of Iron or bone. The 
accompanying rope enables the user lo pull Ihe 
pincers shut around the Intended vlcUni, holding him 
or her fast. 

Clawed Gauntlets, Hajari 

These Items, also 
known as tkt-khar. 
leather gauntlets fitted with 
retractable, razor-sharp 
"claws," usually made of 
black Iron. Favored by the 
assassins of Rajanlstan, 
clawed gauntlets are em- 
ployed In pairs', Ihe blades 
are released by striking Ihe 
backs of Ihe hands together. 
Since clawed gauntlets look 
like ordinary leather gloves, 
they are considered Ideal for 
assassination attempts. 

Ch:iptiTf> 




Club, Ur 




Double-Pranged Spear, Gryph j^-r^m 



The Ur club to like a pokarm made Trom a haft 
of wood topped by ihc laloned pawof ayaksha, a 
rnountaln-dwelllng species of we it beast. Thto weapon 
to a mark cTalatu* among the Ur clan*. 

Correg. Imrian 

This weapon consists 
of a huge but portable 
tripod-mounted crossbow 
that Urea a barbed harpoon 
(ratling a card. It to used by 
the Imrlana lo snare larger 
slaves, such aa the Mud 
IVople, and to capture 
ocean kra. the giant, 
sightless eeto used to pull 
Imrtan coracles. On a full 
success or critical success, 
the harpoon's barb catches 
In the large t. giving the 
inirUii ;i i lium? in red tn r|ie tartjBl 



Crescent Knife, Aeriad 

This crescent -shaped knife has 
traditionally been used by the Green 
Aeriad ic harvest vfrkHa plants and 
Other crops. The Blue Aeriad later 
discovered that the crescent knife can 
alio he uteri ;»n ,1 NiKslte weapon, 



Crystalblade, Gnomekin 






The traditional weapon of the Gnomekin, the 
crystalblade to a short sword made of solid crystal. 
Ilir -ikirp. diamond -hard edge ran cut through hide, 

M( i.i^h 'il nifhd armor, or exosfceletal plates With 

rase; ant h armor slops half the normal points, 
rounded down. 



Da-Khar 

See clawed gauntlets, Rajan. 

Dart Thrower, Aeriad 

Dart thtowers 
are small, one handed 
crossbows favored by 
the Aeriad of Vardunc. 
Damage and range are 
abou t half that or a 
Standard light cross- 
bow. 




The duar to a two-pronged spear favored by the 
avian Crypto or the Tamaranlh forest. It can be used 
as a capture weapon, as a missile weapon, or to 
impale. 

Dragon Hunter's Harpoon, Sunra 




This barbed weapon has been used by Sunra 
dragon hunters since ancient times. 1 1 Is used 
primarily to deliver the deathblow to a sea dragon; 
this to considered the most honorable means of 
dispatching the prey. These harpoons are carved with 
elaborate markings and symbols used to indicate the 
owners status and clan afllliaUori. 



Fatchion, Kang 




Used by Kang heavy troops, the falchion's heavy 
blade is designed to cut through armor. En (he hands 
of a sufficiently strong warrior, the weapon 1 
punch through the stoutest battle armor. 

Flange Bow, Sea Nomad 




The flange -bow Is a curious type of li^ht cross 
boVf employed by Jie Sea Nomads of Oceanus. The 
weapon is capable of unleashing a half-dozen sea 
urchin quills wllh a single shot, but has an effective 
range of only about 100 feet, or 20 feel underwater. A 
flange-bow lakes 2 rounds to reload. 



Four Bladed Axe, Harakin 




known as a tarak. to a fmir- 

bladed. two- handed iron 
axe employed by the warriors of 
Harak. Only a very strong Individual 
can wield tlUs jmiwIejoUM we,ifMiu without looking 
extremely foolish. 
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Garde. Tazian 

Tile garde is a 
piece of spiked body- 
armor that Is usually 
worn on one aim. 
Garde can be used 
either for parrying or 
attack. The garde (■ a 
weapon much favored 
by ihe Thrall* ofTai, 
who generally shun 
other types or armor. 
Full garde is spiked 
body armor worn on 
bath the arms and legs (*cr "Armor"] 

Garrote 

The garrote Is typically a length of strong cord 
with a small wooden or bone handle tied to either 
end. It can be elTecllvcry used only from behind, by 
looping li over a target's head and pulling It lighl. 
Once a successful lilt Is struck, the fiarrole continues 
to do damage every round until the target La dead or 
has managed to escape. 

Givanga 

See throwing blade, Aiiazu, 

Ilurlant, Dracartan 

Hurtants are 
missile-throwing weap- 
ons employed by 
Dracartan desert scouts. 
This hand-held weapon 
resembles an arbalest 
and fires a bolt contain- 
ing a glassy capsule of 
elemental essence. The 
capsule sha tiers on 
contact, producing a one 
foot radius explosion of 
elemental force. Hurlants are military 
weapons, not legally available to civilians. 

Iron Boomerang, Ha r akin 

This device, also 
known as a Jang, Is a 
peculiar type of saw-edged 
honmening employed by 
the Harakin. IL Is usually 
made of black iron, jagged 
and saw- toothed along one edge, and weighs as 
much as three pounds. The Iron boomerang has the 
useful attribute of returning to Its user in Ihe event of 
a miss. Heavy glows or gauntlets must be worn when 
using this weapon. 



Iron Crossbow. Harakin 






This weapon, also known as a krth. Is employed 
by the Harakin wamtir tflbea. "Ilie device Utilizes iron 
spikes as bolts and takes 4 rounds to reload between 
shola. 

Iron Spear, Vajra 



This device is basically a solid I run spr-ar with a 
blade alone end and a hook al Ihe other. It Is 
employed extensively by the Vajra, who use It both as 
an excavating tool and as a weapon. 

Jang 

See Iron boomerang. Harakin. 
Khu 

See two-bladed knife. Harakin. 

Erin 

See iron crossbow, Harakin 

Mace, AHarce 



This mute Is topped by a smooth head of 
polished stone. It is used to stun rather than kill- 
Half the lUimiige done by these weapons Is temporary 
and returns at the rate of 1 polnl per round once the 
victim lakes time la rest or Is Incapacitated. 

Matsu 

See war club. Ahazu. 

Oc 

See barbed foola*. (iiirUn 



Pote-Hook, StryX 




These pokarms serve equally Well as 
striking mid sinibbmg Weapons. At the 
end of the Wooden hail is a large, hooked blade used 
for chopping, while facing the other way Is a sharp 
but nonedged hook. The Siiyx can use the hook in 
snatch unsecured bags Into the air and to grab and 
ciisrn 11 rtden. 
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Prod-HooK Orgovian 



Star-Thrower, Orgovian 



r 



3) 



Orgovian traders use these llems to control 
ihcLr unruly toper steeds. The prod-hook cad also be 
used as a weapon. 



Afondre Khan 




The Mondie Khan employ ilir:.r urUu looking 
hand weapons lit close combat against the Kang. The 
*aW-toothed bU<k l«va an awful, Jagtfed wound 
tha» Is 'lllTlrnlt to heal; twice normal lieallttn Is 
required to close wounds of this 40ft. 

Rod of A Ichemg 

This useful Item Is manufactured by the 
SLntUimna, It can be used to disperse any type of 
nlcheinUal dust or powder tn a Ave -foot radius. The 
Inside of the rod Is hollow and can hold tip to five 
vials. The spring mechanism that Is l4-«d to propel 
the contents Is of Kasmlnui make, and has a pump- 
mechanism that enables II to be reloaded once per 
round. The maximum rale or fire la once per round, 
and the effective range is 15 feel- _ 

Singing Axe, Yrmanian 

TYll» crude weapon, also 
known, aji a r'niii, Is a heavy, 
disk! Ike stone blade affixed la a 
long leather thong. II Is used by 
the WBdmen ofYrmajila. who 
employ It In two ways. Swung 
above the head, the singing axe 
Is »4sed as a hand weapon- U l» 
also of seme use as a hurled 
missile weapon. 

Slaver's Flait 





Popular among Farad slavemongcrs, these 
weapon* are like heavy versions or the cal-o'-nlne 
tails. Unlike a war nail, a slavers flail has leather 
cords rather than chains. 

Spring-Knife, Kasmiran 

This device resembles a. small scroll W|J 
tube made of metal or Ivory. When a hidden _ 
button Is depressed, a spring- loaded knife 
blade files forth from Inside the tube. 




The Orgovians favor these weapons, which 
rc*eiiibk light crossbows wlLh a deep groove cul Inlo 
the shaft. These devices are used to propel 3-lnch 
diameter spiked Iron halls called shooting stars, 

Tarak 

See four bLided axe, HarakJtl. 



Throwing Blade, Ahazu 

This weapon, also known as a 
gwanga. Is a heavy throwing knife 
favored tiy the Ahaiu tribes. Throwing 
blades are Ui rnwn. with an underhand 
motion, spinning the blade as II files 
through the air. 



Throwing Stick, Chart a 

The WUchfalk of Chana use these weighted 
dubs for bringing down prey. The WJtrhfolk typically 
wrap (lie handle In hide for decora Hon and a sun- 
grip. 



Tri-BoWt Aeriad 





Used primarily by Blue 
Aeriad scouts, the ul bow Is a 
light crossbow thai has been 
mod tried so that It can Are 0 
'clip* of three bolls or blunt quarrels: the latter type 
is used to stun. The bow has three strings, which ran 
be drawn together usinfc a mrUd "claw" Irver built 
inio the stock. Its rale of (Ire Is once per round. A trt- 
how takes two rounds to reload: one to drop ll) the 
clip, and one to affix a wooden clasp thai keeps the 
balls from falling out while the user Is airborne, 



Two-Bladed Knife, Harak&a 




This weapon, also known as a Jehu. IS used by 
the warrior tribes of Harak. Usually made of black 
Iron, the two-bladed knife does approximately twice 
as much damage as a standard dagger but also 
weighs iwice as jilulIi, It Is of no use as a missile 
weapon. 
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War Club, Ahazu 



This weapon, also known as a matsu. Is a long- 
hailed, two- handed war club equipped Wklh a 
rounded head of polished stone. The malsu's slightly 
flexible handle allows an experienced wiekler to use It 
Id deliver a tremendous blow similar In effect lo a 
heavy war hammer. 



War Flail, Danetek 




The native Weapon of the 
lizard clans of the Danelek. the 
war flail has a a lout handle Crafted from a land 
Lizard's thigh bone. Eight four-foot strips of land 
lizard hide are attached to It. each barbed with sharp 
nails and culminating In a razor-edged disk of black 
Iron. In skilled hand*, the weapon can accurately 
slice the exposed s&n or vitals of an enemy, Throe 
untrained tn Its use. however, must make; a DEX roll 
whenever they use It to avoid Wounding themselves. 

War Whip, Sat/ ran 

This device 
consists or a two -foot 
lunt handle wrapped 
with strips of hide and 
attached to a length of 
spiked iron square* 
linked together with 
chain. It Is very heavy, 
and can only be used 
by an exlremty strong 
individual. 




Whipsash, Maura 

Also called a VsaL this 
hunting Weapon consists «f 
three three- foot long b trips 
of hide tied together and 
wrlfthled on theLr ends by 
balls of black Iron or pol- 
ished alone. While one ball 
Is held In the hand, the 
other two are whirled, and 
then the entire weapon Is 
thrown to entangle a target 
On a partial success, the 
Manra whipsash strikes the target for half damage, 
but does not entangle. On a full success, the thrower 
ran choose (o entangle the target's legs or arms: 
entangling the legs will hnng down a running target 
On a critical success, the whipsash does double 
damage, entangles legs or arms, and brings the 
target down. 




Whipsash, Za 

The Za whipsash Is a bell worn by many 
members of the Za War clans. It Is made from six long 
strips of braided hide, the end* of which are tipped 
with 2-inch diameter iron balls. When removed, a 
whipsash can be used to entangle an opponent's 
weapon hand or legs, or as a weighted whip. It Is 
used tn close combat, not thrown. On a partial 
success, the whipsash strike* the target for half 
damage, but does not entangle. On a full success, the 
wlelder can choose lo entangle the targets leg or arm. 
On a critical success, the Za whipsash does double 
damage, entangles a leg or arm. and brings the target 
down, 



Wristblade, Za 

Wrislblades are studded 
leather bracers equipped With 
a row of rater sharp blades. 
They are used lo slash 
opponents In close combat 
and as handy utility knives. 



Armor 

Battle Armor, Rang 

Kang battle 
armor Is comprised 
of Interlocking 
plates of black Iron, 
or In the case of 
elite troops, red 
iron. The plate* are 
padded for comfort, 
and the joint 
sections lunged to 
allow for relative 
ease of movement. 
This form of armor 
Is very cosily to 
make, and is 
seldom available 
outside of tlie Quan 
Empire. 




Battle Harness, Za 

Za armor Is made from overlapping strips of 
land lizard hide studded with Irun b-:i|l> or sjiike* 
The harness lies In (he bark hy means of leather 
thongs strung through eyelets or hammered black 
iron. 
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Dragon Scale 

Armor, Sunra 

Sunn armor Is 
made from the sclntllhril 
scales of sen dragons and 
the eel-Uke predators 
known as rainbow kra. It 
is laugh and fairly 
lightweight, and will not 
rust wlvri exposed to salt 
water as metal armor will. 




Oarde, Thrall 

Thrall armor con- 
sists of spiked Iron plates, 
padded for comfort and 
a {fixed to the limbs by 
leather straps* Standard 
garde cover* the arm* 
only, while fuli garde 
covers the legs aa welt. 
Garde can also be used to 
parry blows and ta batter 
opponents In close 
combat. If the wearer Is 
trained In use of the 
armor through the skill 
Taztan Combat and Is 
actively defending, 
assume that he ar she can 
catch all blows on the 
a nn or. An untrained 
Warrior attempting to use 
tills armor, or a trained 
Thrall caugh t entirely by 
surprise, may find many 
of the blows landing an 
the un armored body or head. Willi the spikes re- 
moved, full garde is used for taumamenis and In 
train! ng. 

Light Body Plate. Aeriad 

Light body plate is mode from thin sheets or 
imported Dracartan red iron, a metal that weighs half 
as much a* common black iron, The plates are made 
in conform to the wearer's body and are attached by 
means of cloth Straps. 

Scale Armor* 
Gnomekin 

0 no me kin armor is 
made from the rugged 
scales of various subterra- 
nean be as In. 
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Spangalor, Cymrilian 

A lightweight and flexible form i>f metallic cloth, 
spangalor replaced light chain mesh sometime 
around the year 615 of the Mew Age. This material 
offer* the- t-nrif protection as mesh, but Is as light as 
cloth. Spangalor Is also valued for its decorative 
qualities, particularly the variety known as 
sfluersporfde. 



Siege Engines 

Battle Tower, Shadinn 

These black Iron- 
shod battle towers are Ihe 
centerpiece or the vast 
tribal army of the Shadlnn 
of Rajanlstan. They are 
asaemhkd on location and 
pulled by teams or twenty 
[and lizards. They are 
made of the finest materi- 
als available in the Jade 
Mountains, and have an 
annor ntlur r>f 5. 

The lowest lejd of 

tin" tijwn huusrs ;i 

bail la La or spruigal or an 
assault squad of thirty 
Shadinii warriors, The 
middle level Is for the use 
of a squad of twenty 
archers. The top level has 

a drawbridge -style ramp that can be lowered onto the 
lop of enemy embal dements. The lop can hold 
another twenty warriors, 

Sim: 40 feet tall. 15 x IS feet at ihe base. 

Speed: ft (4 mplil when towed by land- 
lizards, but only lor short periods. 

Fire-Thrower 

Fire- 
throwers 
are giant 
catapults 
used by the 
Arlmites, 
the Ur 
clans of 
Lrag, and 
the Kang. 
The devices 
employ fire- 
bombs as 
missiles: 
these heavy 
clay urns 

an wrapped In netting of animal hide and sinew and 
tllfod wiih a mixture of hot pitch, resin, spirits of 
alcohol, and various volaUle substances. The fire- 
bombs are Ignited just prior to firing, a maneuver 
entailing some small degree of risk, and burst upon 

L79 





I 



con Lac L wllh any solid object or surface, spewing 
molten pitch and (lames in a [hie -fool radius. The 
mix lure, called "Aiimlle fire/ Is notoriously difficult 
to extinguish. 

SLu: 25 feel long 

sp««d: Up lo -4 (7 mphl If lowed by ugrlplianls. 
bul only for short periods. 

Hurlant, Drtxcartan 

Hurlant* jut 
misslle-lhr owing 
weapons employed 
by Lhr Pra carta na 
of Carantheum- 
There are two 
lypea: the gLant 
siege hurlant and 
the smaller ship's 
hurlant. 

All hurlanta 
are made of span- 
oak and red Iron 
and employ mis- 
siles containing 
elemental essences. 

Siege hurlants employ as ammunition two-foot 
diameter sphere* of amberglass hurled In the mnriner 
of a catapult. The spheres break on contact, dispers- 
ing their contenls over a ten-foot radius. Ship's 
hurlants employ amber spheres half this size, with 
correspondingly diminished results. These devices 
in- fulrly compact and may be mounted. DO 
dunes hi pa and other large conveyances. 

Site: 30 feet |s lege) or 10 feel Jship's). 

Speed: Mot applicable: all hurlanls i 
stationary. 






The scourge Is a giant, wheeled siege machine 
employed by the lit clans ofUrag. The device consists 
□f a thirty- fool rotating spindle to which are affixed 
rows or spikes, rasps, scything blades, and ball' 
tipped chains. A team of forty or more slaves operates 
the winches that eel the scourge In motion, and the 
movement of the wheels causes the spindle lo revolve 
with great force. Scourges are mainly used against 
infantry and cavalry charges, though the devices are 
also employed to some effect versus wooden fortifica- 
tions. 

Size: 35 feet wide and 25 feet long. 
Speed: -2. 



Springal, Rajan 

A siege weapon 
Used by the Shadlnn. the 
ssprtngsJ consists of a 
tension mounted paddle 
and a pierced rack 
loaded with Javelins. 
When the device to fired, 
the paddle springs 
forward and drives a 
viflkv of Javelins toward 
the enemy. The weapon 
la very reliable and easy 
to operate, A smaller 
version of the weapon, 
called a deml -springal. 

-■ volleys of darts 
rather than javelins. Both are tripod-mounted 
devices. 

Maw 6 feet tall. 3x3 leet at the base, 
speed: Not applicable; both types are 

tfiaE|nri;n-y. 

Conveyances 

Barge Fort, Aeriad 

The flai-hcitamed barge fort Is an car-driven 

craft 
designed 
for river 
travel. The 
ship's sail 
Is used as 
an auxil- 
iary source 
<if prnpul 
s ton. 

according 
to the 
prevailing 
winds. The 
vessel's 
ii main mast 
la a Hiing 
vinrila 
plant. 

rooted firmly to the Inside of the hull. The fruit 
produced by the plant is a source or food for the 
crew. 

The barge fort's hull Is an Intricate latticework 
of vlnea, so tightly woven Lhat It Is completely water- 
proof. In combination with Lhe span -oak frame, this 
form of construction Is surprisingly lough and 
durable; as Long as the frame remains intact, dam- 
aged sections of hull can be regrown as needed. 

The barge fort's armament Includes four heavy 
balllstae and two light balltotae mounted topside on 
s wive Ling tripod bases. A crew of twenty- four 
artillerists operates the ship's heavy weapon a. The 
barge fort also has a reinforced prow, which may be 
used for ramming. 
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Up Id 60 feet Lout;: m.iylniuiii width Is 2S 
feet. 

Speed.: Generally -5 (5 to 6 mph] • downstream 
wllh tnllwlnd. up to +2 (16 mph). 

Coracle, Imrian 

tmrlan 
i tinirlrs are 
crude 

lm r.irii-nlllj 
vessel* used 
lo transport 
Imrian 
raiding 
partita, 
staves, and 

Other types of cargo. The vessels arc made from Lbe 
bom»s of giant km, which serve as the ship's frame, 
and from the in'* tough, scaly hide . which serves as 
ihe ship'* hull. The largest or these ships have (ore* 
or aOcnslles constructed of Ihe -samr ma te rials. 
Teams of chained kra provide ImpeUi s to the vessel. 

tmrlan coracles are neither very swift nor 
m.LiiruVrriiblr, [hr flexible construction of these 
vessels is an advantage In rough seas, however, and 
the use of kra allows cor.si- lo trvivrl .it tjoocl sjk-<-<I 
regardless of the prevailing winds, 

Six*: Up lo 80 feel long. 

Speed: Cruise at -3 (8 mph); the kra can be 
pushed up to +4 (20 mph) for a short lime. 

Dragon Barque, Sunra 



fe*L The ship's, armament also includes a pair of 
heavy balllsiae. Many of these devices Include an 
apparatus that allows them to be employed aa 
harpoons, a holdover from pre-Quan limes. 

Site: Up to 120 Feet long. 

Speed: Cruise at +1 (14 mph]: can go up to i 
(20 mph) In a pinch. 

Duneship, Dracartan 





Duneshlps are sail- powered land vessels used 
by the Drarartans of Carantheum as warships and 
general transport. The ship* are built of lightweight 
materials: span-oak plated Willi ;i ihlu c-oaUngofred 
iron for the hull, splnlfax or vlrldlan linen for the 
ship's complex network of sails, and woven vlrklia for 
the riggings. 

Duneahlps used by the Dracartan military ore 
usually equipped with hurlanls. additional armor, a 
crenelated forecastle, and room below decks to stable 
war steeds. Those used for transport are railed land 
bar pes, Most are equipped to haul cargo only, though 
some have accommodations Tor passengers as well. 
Dune-ships glide across ihe sands on specially 
constructed runners: they are powered by sad and by 
means of wind machines. Due to their size and 
limited maneuverability, duneshlps can only be 
employed in wide-open terrain, such as desert and 
barren wlkJeriands. 

Size: Up to 100 feet long. 

Speed: Cruise at - I (10 mph]: lop speed +6 [25 

mph). 



The dragon barques of the Sunra are among the 
mail colorful arid seaworthy of a(l Tallslantan 
WSlterbome vessels. The ancestors of the Sunra 
r<ui£ed f;a.r and wide In Ihese ships, hunting sea 
dragons for their meat and Ivory tusks. Sunra dragnri 
hunters who have escaped from the Quan Empire 
still make these vessels, which are armored with 
overlapping scales. 

Both the ancient and modem -day vessels 
Include a bellows-driven apparatus. Installed In the 
forecastle that enables Ihe ship \a "breathe* lire onl 
of a metal-plated dragon's moulh- Such lire does 
3d 10 damage within a range of approximately 100 
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Ice Schooner, Mirin 




These graceful vessels are designed to sail the 
Sea of |« and other frozen waterway*. They are 
constructed of span oak imported from lite 
Tamaranlh forest, with adainant-r-hased runners far 
skimming swiftly over Ice and snow. They arc buili In 
a variety of sizes and are used far transporting cargo, 
conveying passengers, and In warfare, 

[cr schooners are sail-powered and equipped 
with catapults and light balllsLae. The ammunition 
used for I lle*e wca|>uii» Includes Ice projectile*, 
adamant-tipped heavy Javelins, and Ice or ainberglaaa 
spheres Ailed with corrosive alchemical agents. The 
majority of these craft are similar to small merchant 
vessels In terms of cargo capacity and hull strength, 
but ore much swifter. 
Large Schooners: 

Sixer Up to SO feel long. 

Speed: Cruise at ■ I (10 mph|: top speed +5 
123 mph). 

Small Schooners: 

Sure: Up to 40 feet Jang. 

Speed: Cruise al +1 U 4 mph): tap speed +10 
(34 mpht. 



suited to traversing roads and hard terrain than the 
runners used by dunes hips, but arc less effective In 
sand. The umJerskle of the hull Is plated with black 
Iron, affording some protection from large rocks and 
rough terrain, 

Size: Up to 100 feet long. 

Speed: Cruise at -3 [B mph): lop speed +4 (20 

mph], 

C arrack, Mangar 

The M-uii^u" f«rntck, fas Lest ship on the sea, Is 
another good reason thai fewTalistantans regard 
■nMfitrlni! :ts a safe venture, Lhilll lor *pcecl. w llh ; i 
narrow hull and three masts, the cairack allows 
Mangar corsair* to overtake and board other sitting 
ships, Only a skilled crew can handle a car-rack 
property »0 that It can achieve Its top speed. 
Carracks are often armed with balllstae as Well as 
well-arrii«l cofriilnt. 

Sbje: Up to 120 feet long. 

Speed: Cruise al +3 (18 mph): top speed +6 125 
mph]. 



VI rid fa Barge, Vardune 




Vfrtdla barges are grown from virfdla plants, 
and will stay alive as long as they are kept In the 
water. A transport barge can carry four wagons, 
while the smaller passenger barge will hold twenty 
jiroplr 1 ri**^.e l.Kirges ate designed as rtver craft and 
are not suited for ocean use. 

Sheer Up to 75 feet long. 

Speed: Cruise al -2 (9 mph): lop speed + 1 (14 

mj'hl 



Land Ark 

The 
land-ark Is a 
type of 
wheeled 
sailing vessel 
adapted to 
overland 
travel These 
large craft are 
beal suited 
for transport- 
ing heavy 
loads across 
relatively flat 

retrain or roadways. Those utilized primarily lo haul 
.. .ir^it .irr Nil led land barges. Moiil Land -arks .uvl 
l;nnl 1 1. irges employ sail power to provide Impetus, 
augmented by wind machines as needed. These 
devices arc similar in function to die wind machines 
used on Dracartan dunes hips, and are powered by 
storm crystals. The ark's large wheels are better 
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War Chariot* Kang 




Kang war r harlots are drawn by teams of four 
anno red sLrklciM. THry lyjili-illy r;«rry :i rrew of six: 
two drtvers and four heavy crossbowmen . They are 
constructed of hardwoods Imported from the Jungles 
of C Liana, and reinforced with bands of red or black 
Iron. The wheels are equipped with rotating blades or 
spikes. 

Sl*e: tMO feel long. 

Speed: Up to +5 |22 mph). 
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War Chariot, Rajau 

The Rajan Army em- 
ploy* cq us -drawn chariota 
plated with black Iron. \ J 
Mad* by Shadlnn - JV*. 
am<Lh3. the war 
charters provide 
protection 
and a 
steady 
platform 
for Rajan 
archers, 

The chariot baa 3 crew of three: the driver, the 
archer, and a speanrarrler charged with defending, 
the archer. The black iron wheels are broad and wide 
In order to support (be chariot on the desert sands, 
ihr black iron plating grants Lhe chariot an armor 
Value of 6. 

Slxc: 5 feet long and 4 feet wide, not 
Including Lhe tongue. 

Spe ed: Up to +6 (25 mph). 

War Dragon* Kang 

Kang War dragons are heavy siege engines 
powered by clockwork mechanisms comprised of a 
haJTilng array or gears and drive-shafts operated by 
teams of Vajra engineers, These conveyances are 
protected by heavy plates or black or red Iron and are 
equipped With pairs of (Ire- throwers and sets of 
scything blndes, which arc used to cut through heavy 
vegetation or barricades. Kang crossbewmen man the 
arrowsLlL-i ih.U ]|nr r|thef side, while the commander 
rkles in the heavily aniwred conning lower. 

Six*: 25 reel Jong, 

Speed: Up Lo -S (6 mph], 




War Wagon, Kharakhan 

The war wagons or the 
Kharakhan tribes are ponder- 
ous vehicles built primarily 
for use in battle. 
Though not 
noted for 

tu-itl 

move- 
ment, 
these 
h cavity 

armored vehicles can be employed In all but the moal 
rugged if i run. A team of twelve land lizards or 
uj{rl]i]i:irjls provides tmpetuv Tlir lower re^r <j.'c lion 
of lhe vehicle la outfitted with a heavy, winch- 
operated ramp, allowing troops and cargo to be 

kiudrd or offloaded. 

The primary armament of a war wagon is Us 
heavy ballistae. which are positioned in the front, 
rrar, and on 1lic Hides, ofdie vehic le. "Ibr artillerist 
are enclosed within lhe vehicle and pro Ire ted from 
enemy mlsatte fire. A crew of 6-8 artillerists, a driver, 
and twu beast hundlrra will gear rally be stationed In 
Lhe middle and upper levels, where conditions are 
often nearly Intolerable due to heat and overcrowd- 
ing. A light ballisLa. mounted on a swivel atop the 
tower, augments the wagon's firepower. 

Sbse: 50 feel long 

Speed: Up lo -3 |S mph). but only for short 
distances. 
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Windrlgger 




Windship 



Wlndrltfgera are the smallest type or wtndshlp 
mad*\ most ranging In length from 15-20 feet. These 
craft were originally Intended for use as lifeboats on 
larger vessels such as the aerial warships employed 
by the Phantaslans. The ships proved quite versa Ilk 
and were soon adapted to other purposes as well. 

Wlndriggera arc swifter and much more maneu- 
verable than winds hips, and are considerably less 
expensive. The vessel* tic not without certain 
drawbacks, however. Wlndrlggers have an average 
cargo capacity of only about 1.500 pounds, and (ire 
not particularly sturdy- These vessels are also not 
well noted for their exceptional stability in -flight, a 
farl 1h.it neophyte astrogationfcsla would do well to 
keep in mind. 

SLte: Up to 20 feel. 

Speed. Cruise at +3 (19 mph|. maximum of +9 
(32 mphl: older versions cruise at -1 (10 mph|. 
maximum of +4 120 mph]. 



Windsk\jJ 




Windsklfls are small patrol windshlps used In 
the Grand Army of the Seven Kingdoms, Forty feet In 
length, the single- masted vessels are simitar Id 
traditional windshlps but are slimmer and rigged 
With fore and aft spttil[.i>; -^nk. Mir .« ni;mir m 
consists of a single forward- mounted heavy haUlsta. 
There Is a large forecastle cabin and three small 
cabin* wllhln the aftcasue. The standard crew 
consists of an aerial Captain, a first officer, a 
windpllol, and seven Cymrllian warrior ■ mages- 

Siu: 40 fool long, IS feet wide, and a top of 
the mast height of 35 feel. 

Speed: Cruise at 4-5 (23 mph), maximum of 
+8 (30 mph). 




These magnificent vessels were originally 
created by (he ancient Archaens as a means of 
traveling lo and from their fabulous sky-dues, in 
modern Limes, the secret of their construction is 
known only lo the Cyrnrtllans. Phantasians, the 
Farad, and the Rajans. who recently purchased 
outmoded windship arcanology from the Farad. 

Winclnhi^H arc capable of sailing through the air 
as sea vessels traverse the water. They are far from 
common in Tattdaiita, due hi large part to the 
prohibitive costs entailed fn their construction and 
maintenance. These vessels are sail powered, and are 
kept aloft by magical apparatuses known as 
Irvilullujuds: the moat sophisticated types are 
powered by enchanted crystals, though the outmoded 
flukl IcvHaUonals are still used by the Rajans. 

Wlth favt>rah|e winds, the older types of 
windshlps coukl easily Uavel over a hundred miles 
be tween dawn and dusk; the more modem types can 
travel at twice this rate. Even under the best of 
conditions, these ships can be difficult to maneuver, 
however, and a simple bunding Is often an event 
marked by considerable suspense. As windshlps are 
of necessity corustruclet I from lightweight materials, 
they are somewhat fragile and are capable uf sustain- 
ing only about half as much damage as a seagoing 
vessel of comparable size. Cargo capacity is likewise 
halved for these vessels. Accordingly, windshlps are 
considered frivolous and extravagant by most 
Tallslan Lans. who generally prefer sturdier and far 
less costly modes of transportation. 

Size: Up lo 50 feel long. 

Speed: Cruise at +2 (1G mph), maximum of +6 
(25 mphl: older versions cruise al -3 (8 mphl, maxi- 
mum r>F+2 116 mpb). 
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Windship of War 



Essence Accumulator 




These vcsseli ^to^jMI are the largest 
windshlps in exist- ^TjO j : _ ence. The ships air 
equipped wlLh six masts. Tour light 

ualllslae.. and Tour heavy balUsiae, Drop 

hatches built Into the 11*1 -bottomed hull allow Blue 
Aertad troop* or alchemical agents to be dropped 
upon enemy forces on the ground. The hull Ls con- 
structed In four levels, with sufficient space Id house 
a crew of over one hundred and filly. 

Six*: Up lo 175 feet long and 40 feet Wide. 
Speed; Cruise at +2 [16 mph), maximum of +5 
(23 mph); okler version* cruise at -3 (S mph). maxi- 
mum of + 1 (14 mph). 

Thaumaturgic Equipment 

Caduceus 

The thaumaturgic Wand, or caduceus. Is the 
thnumat urge's most Important tool. It K iwrd to 
activate the Innate properties of various types of 
essences and Is vital lo all thaumalurglcal opera- 
tions. Only a trained thaumaturge can utilize the 
properties of a caduceus. They are rarely made for 
sale, as those who use them know how to craft their 
own. 

Elemental Actuator 

The elemental actuator Was created by the 
V assail [echnomancers. The device rrseniblrM ;i fmir 
fool metal rod Inscribed with complex glyphs and 
symbols. An elemental actuator K a mulilpurrKise 
tool thai can be used to produce a focused Stream of 
elemental fire. Ice, earth, or Lightning. In modem day 
terms, the actuator Tunc Hons as a combination 
acetylene torch, refrigeration device, sand blaster, or 
arc welder, among other things. 

Like standard enchanted Items, elemental 
actuators are self charging. Unlike staves, rings, and 
such, however, there Is no limit to the number of 
times these Items may be used each day. Elemental 
actuators are of some use as weapons, doing del 
damage within a range of 10 feet, and Yassan gener- 
ally have no qualms about employing them In this 
capacity. These devices can only be employed by 
skilled tcchnomanrers using the Elemental Actuator 
skill. 

Equipment 




The essence accumulator Is a device that 
extracts essences, the basic stuff of which all matter 
is composed, from the ether. II can be adjusted so 
that II extracts elemental essenre.-i. < I l-.t Illations, 
dream essences, or quintessence. 

Magical Mechanisms 

Levitatianals 

LevHatlonals are 
Mi:i£JrA] devices used to 
imbue windshlps with the 
ability lo float In the air. The 
older version of this mecha- 
nism consists of a seven- 
Inch square crystalline cln*sl 
In which a small gold replica 

of a windship is suspended in a special liquid called 
levitational fluid. The newer version consists of a 
metal box containing an enchanted crystal and a 
single control lever, and is much more reliable. 

Both versions can only be made by a skilled 
artificer, r rirhniiter. or thaumaturge. In order to be 
cffecllvr. the levllaUonals must be Installed in a 
secure place below decks. Finding a qualified magi- 
cian or technomanrer to perform this crucial under- 
taking for less than one thousand gold lumens is a 
practical Impossibility. 

Wind Machine 





Wind machines, or wind funnels as they are 
also known, arc elaborate devices used to provide 
additional thrust for the sail- powered duneshlps and 
land barges of the Uracartans. Each consists of a 
complex network ol tubes, baffles, and Vents, all 
fashioned of red Iron, The devices are powered by 
storm crystals of solidified wind, which emit (prat 
gusts of wind as they are dissolved within the 
funnel's Inner mechanisms. The wind funnel Itself 
does nothing more than direct and regulate the 
powerful winds thus produced. Available only In 
CaranUieum, these Intricate devices can cast as 
(mu ll aa ei^ht thousand gold lumen*. 
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Enchanted Items 

The level of each type of Item described below is 
listed tor various re»on*. M»l Immediately, the 
enrhanlmeru level determines the price of the Item. 
In addition, an Item's level determines how well It 
resists magical attacks and Influence. 

Rrnieiuhrr llial a sltiklle clianu-ler can only 
cany seven magic Items at a lime. Any additional 
items become temporarily nonfunrlioii.il. 

Common Enchanted Weapons 

The moat common type of enchanted Weapon Is 
one that has been Imbued With a magical aura that 
enhances its sharpness, hardness, or other dominant 
characteristic, Thtt type of enchantment Increases 
the weapons nui-Xiinuiti damage by an amount equal 
to Its magic rating +2. etc,). These weapon* are 
also half the normal weight, which meant the STR 
required to use them drops by ] . The level or an 
enchanted weapon equals its bonus time* 4, 

Magic-Powered Weapons 
A weapon may be enchanted with one of the 
various types of magic power, such as eldritch power 
or mystic power. Damage totals for weapon* of tills 
sort ore doubled, with the type of damage determined 
by the spell used to power It, These weapons are also 
half the normal weight, which means the STH 
required to use them drops by I, 

Common types or magic-powered Items Include: 

Arcane Blade 
Astro man Lie Blade 
Eldritch Blade 
Eldritch Bow 
Mystic Staff 
Mystic Bow* 
Necromantic Blade 
Necromantic Axe 

■Victims reduced lo 0 hit points or below by a 
weapon Imbued with mystic power are stunned 
but not killed. They will recover hit points at the 
rale of I per round until they haw I hit point, at 
which point they are no longer stunned. 

The level of an |lrm Imbued with magic power 
equals Its maximum damage plus its minimum 
damage. An arcane dagger, for example, does 2dS 
damage, so It Is level 1 4. 

Enchanted Armor 

Enchantment Increases the maximum damage 
that armor can absorb. The bonus associated with 
the armor applies to the armor's normal protection 
capat-lly. bairhantnl rlolhlim srm-s lis a nubile farm 
of armor: IL stops a number of points equal to lis 
bonus, but It looks tike normal clothing and does not 
arouse suspicion the way a full set of battle armor 
can. 



Enchanted armor weighs half as murh ;,s 
tlunnal armor, so the STR required lo wear H Is one 
(MiJril Ipss thru] for unenchanled armor of ihe same 
type. Enchanted armor's level Is equal to Its bonus 
times 4. 

Enchanted Elemental Armor 

This armor completely protects the wr.net fi mn 
damage caused by one type of elemental attack: fire, 
water, air, or earth. This an nut \miia !.t ;i^.l|ii-i| 
bolts, elemental*, and demons related lo the specific 
element 

Enchanted armor weighs half tts normal weight, 
so the STR required to wear Lt is one less than 
imrjirhaitted armor of the same type. Riicliarkled 
elemental armor I* 10th level. 

Enchanted Shields 

Each +1 bonus Increase* the number by which 
the shield reduces attacker's rolls. A +2 shield, for 
Instance, reduces attackers' rolls by -4 Instead of -2 
for a nonmagical shield. The level of an enchanted 
shield \a 4 times lis bonus. 

Spell-Powered Items 

The most common sorts of enchanted Hems are 
those thai have been imbued with a single spell 
power. Many of these Hems are employed as spell- 
casting devices: Others, like Ihe Cloak of Levi UUih i , 
have self-contained magical properties. In all cases, 
the level of the enchanted Item determines the level 
al which It casts its spell. 

Amulets 

Amulets protec t Hie wc-nrer Irom hostile magic. 
The bonus associated with the amulet Is added lo 
any rolls to resLsl magic that the wearer makes. If a 
spell does not allow a resistance roll, however. Ihe 
arnulel does not ln-||i, 

An amulet's level equals 3 limes lis bonus. 

Apparel 

Cloaks, boots, gloves, and other articles of 
clothing may be imbued with magical power that 
Increases an attribute or skill. Examples of such 
Itrrns would Include a Cloak of Stealth. Gauntlets of 
Strength, Boots of Speed, and so forth. This function 
operates continuously. 

Cloves of Swordsmanship are popular among 
wizards who do not want to be bothered with learning 
how lo flghL A character wearing them gel* to roll 
Id20on Ihe Action Table Instead of Id 10, even If the 
character does not have even rudimentary combat 

The level of apparel that increases an attribute 
is 5 times lis bonus, 

The level of apparel that increases a skill is 3 
times Its bonus. 

Crystalomantic Crystals 

Created by Gnome kin crystalomanccrs. these 
crystals allow ihe user to cast spells of 
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CrystalomanUc Fore*. The type of crystal determines 
ihe s|k-II that can be cast, and the size In carats 
determines the lotal number of levels that can be 
used per day. For example, a 6- carat prtsmatlte 
crystal would allow Its user to cast a total of 6 levels 
of the Prisma Ute Force spell, which Is essentially a 
bolt. He or she could cast one Gth-levet bolt, a 4th- 
kve| bolt and two lat-level bolts, or any other combi- 
nation of bolts thai adds up In 6 lewis. 

The level of a crystaiomanlic crystal equals Its 
size in carats. Note that these devices are fashioned 
by cryatalomancers. not enchanters, SO the price for 
a crystaiomantlc crystal Is different from the price Tor 
a standard enchanted Item of the some level. 

Rings 

Rings can be Imbued with any single type of 
spetL The properties of these devices maybe utilized 
three times per day. The level of the ring equals the 
spell level times 3. 

Staves and Wands 

Staves and wands can be Imbued with any 
single type of spell, as per enchanted rings- A staff 
can also be made Into an enchanted weapon. 

Examples of Enchanted Items 

The following Is a list of various enchanted 
Kerns employed by the diverse peoples of Tallslanta, 
Some are quite common and can be purchased in 
almost any large Tallsjanlan city, typically through 
peddlers, charlatans, traveling mystic y., Hint magic 
a ho pa. Others can only be found In those refltons 
from which they originate, or can only be obtained 
from traders or merchants who visit such areas: the 
av* Nubility of any of these riirhantcd Minus u\> Co 
Lhe CM. The level oflhe Item and Its estimated 
minimum Value appevirs Immediately following the 
Hem's description. 

Aamanian All-Seeing Eye Amulet 

These potent 
devices enable the 
wearer to detect the 
presence of nonbel lever* 
at ranges or up to one 
hundred feeL Only 
faithful Warrior- priests. 
Inquisitors, and witch 
hunters of ihe 
Orthodontal Cult ran 
employ these amulets, 
which are available only 
through olJlclal theo- 
cratic sources. 

Level: I Oth level, 

Minimum value : G.ODO g.l. 

Aamanian Holy Symbol 

These pendants, which bear the Orihodoxlsl 
Cults "all-seeing eye* emblem, are fashioned of black 
Iron and painted with white lacquers. The devices 
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confers] m.i£lr resistance from 
rton-OrthodoxIst magic, but only 
to followers of the Aamanian 
patron deity, Aa the OnuilpO- 
tenL Aamanian holy symbols are 
available throughout Aaman, 
and are also sold by pilgrims 
seeking converts to the Orihodoxlsl Cult. 

LeveU 3rd level. 

Minimum vain*: 750 g.L 



Ariane Tamar 

These enchanted orbs of polished blue atone are 
used by the Ariane to record (heir experiences- Tamar 
come in many si/?*, iind ran :lI*> be employed as 
enchanted crystals. 

L*vel: I Oth level. 

Minimum value: 2.000 &L 



Arimite Lackstone 

These small stones, carved from a pale variety 
of cornelian, turn blood-red when exposed to toxic 
substances. It It the r- us torn In Artm to drop these 
talismans In food or drLnk prior to consumption, In 
order to guard against being poisoned by Revenant 
Cull LkSKASftlna. 

Level: 2nd level. 

Minimum value: 300 g,L 



Bodor Musical Charms 

These devices resemble 
hollow silver spheres, 1-2 
In i -lies In dUimeler, with 
prrfarated surfaces. When 
held to the ear, Ihe charms 
emit the most wondrous and 
suhth- mush . | In- t+rxlor use 
these charms to convey musical messages to each 
other and for their own amusement. The charms are 
Vidiied hy others purely Tur enterialn rue nl purposes, 
nr ;is nmvltH-M and curios. 

Level: 10th level 

Minimum value: 200 g,L 



Bracers of Levitatian 

These enchanted bracers are commonly worn 
by the Aeriad, a race of avian beings who are In the 
process of denslvlng Into a ground-dwelling species. 
The Items buoy the wearer, allowing him or her to 
float. Only the use of wings, however, allows the 
wearer to movie fi.irv.-irt I. An Acrfcul ran maintain a 
steady speed of 1 5 mph and can move twice as fast 
jSITJ +8, 260 feel per round] lor short periods of 
time. Note that it lakes an Aeriad with small wings 
longer to pick up speed than It takes a Stryx or 
Gryph. Bracers will only float lhe wrarrr phis an 
additional 50 pounds. 

Level: 10th level. 

Minimum value: 5,000 g. I. 
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Ghana Graven Images 

Graven images are crude, hurnanold doll-*, 
typically made of woven raffia or carved from var|t>u.i 

<x\*:; ni u-rKxi. These device* nrt uMd In the mating 

iiT i un,<v. mid hexe* ari l ' ■[» : iir- on ih<- principle • ■( 
"sympathetic magic, " by which damage done to (lie 
Imitge causes corresponding aitfTertnfi In the Intended 
victim. To use a graven Image, a character must have 
In tils or her possession same article formerly owned 
by (he Intended victim. When the owner attempts to 
use the image, he or she make* a resisted WtL + level 
roll, subtracting the targets WTL + level from It A 
success generally indicates 3d 10 damage, but a 
mishap means that owner lakes the damage. If ttir 
owner uses the Item more than once In a day. he or 
she receives a cumulative - I penalty on each succes- 
sive roll. 

l*tcI iSlh level. 

Minimum value: 5,000 g.L 



Ghana Shrunken Head Fetishes 

These grisly totems are made from the heads r>f 
slain s|jrUra*terB. They are capable of speech and .ire 
employed to converse with splritforms and other 
entitles originating fmm the lower planes. This ability 
should be treated the same as the necromancy spell 
Contact Lower Plane, with a maximum of 6 Limes per 
day; make a W1L roll to see whether the attempted 
Contact works. 

Level: lOlh level. 

Minimum value: :iQ0 g,|, 



UjaJJir Fetish Masks 

These devices, made of 
cured ahtni hide, confer a 
spec lfV: tonus on resistance 
roOo versus spells of magical 
influence and control. Dfafftr 
fetish masks are effective only 
if custom- made for Lhe wearer 
by a DJafflr wizard 

Level: Equal (o the 
bonus on the resistance rails. 

Iflnjmiim TSlue: 

Variable; depends on the level 
or the Item. 

Drxikh Enchanted Flute 

These bane (lute* are employed by Drukh 
shamans tn fltrtke fear InlO the hearts of their foes. 
Targets must make a W1L, roll to resist, subtracting 
the (lute player's WIL. or suffer a penalty of - 1 on all 
die rolls for as long as (he music Is played 

Lsv*l: 10 th level. 

Minimum value; BOO g.L 




Enchanted Crystals 

In the last twenty years, enchanted prlsmatlte 
crystals have become Integral to the sludy and 
practice of magic. Carved to exacting specifications 
and invested with magical energies, these devices are 
employed as a magical power source for windshlps, 
automatons, and mechanisms or as material compo- 
nents In certain types of spells. Crystals from the 
subterranean city of Dume are considered Lhe best 
materials far Lhe creation of these device*. 

Level; 5Lh level. 

Minimum value: 2,000 g.], 



Expansible Items 

These diminutive, Intricately carved items are 
■eld tn Cymrtl, Zandu, and Thaecta and are quite 
popular throughout the continent. After the user 
recites a secret command word, these Uny Items can 
be made to expand to full size or return to their 
original size, as desired, If there Ls not room in 
expand, the Item becomes malformed and Is perma- 
nently damaged. There are many types. Including, 
expansible swords, shields, wooden boats, hut*, iron 
towers, chests, ladders, and so forth. It Ls not pos- 
sible to make an expansible enchanted item such as 
a Wand of I Nub tan or Cloak oTLevllation. 

LflnL I Oth level. 

Minimum value; 5,000 £.1. 



Farad Protective Charms 

These devices are usually made of ({old, ivory, or 
silver, and may resemble small lockets engraved with 
R raff)ln»1 slgll or glyph. There are several types, each 
of which confers protection from a specific ailment or 
condition, such as seasickness. Jungle Tever, of 
romantic influence. 

Level; I st level, 

Minimum value: l00-5O0g,| r 

Farad Stave Collar 

These iron tores are inscribed 
will] ntagfe slgils and can be made 
to constrict about the neck of the 
wearer on command. The Famd 
sell the collars to lizulan slavers, 
the Rajans, and others. The collar functions at the 
level at which It was created. 

Level; 5Lh leveL 

Minimum value: 1 .200 g.L 

Jaka Luck Talisman 

These smooth stone pendants confer +1 m«rtr' 
resistance from curses and other forms of black 
magic, but only for their Jajta makers. 

Level; 2 ad In rl 

lilnimum iiltie: 50 g,l., mainly as a curto. 
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Magic Boxes 




benefits conferred by their luck medallion*, eondl- 
iinitK wrmlii tie even worse for IheLr people. 

Level: 1st level. 

Minimum value: SOg.L 

Muse Enchanted Instruments 





These- devices usually resemble small. Intri- 
cately designed chests or jewelry boxes, typically 
decora led with fine filigree and studded WlLh small 
gemslones. Some are bujjl to resemble clever puzzle 
boxes, with movable or expandable sec Hons, All 
manner of things may be contained Within a magic 
box; demons, deranged spirits, devils, extra -dlxnen- 
atonal entitles, gateways Into other dimension*, traps 
or tricks, spell effects, or Just about anything that 
can be imagined, In ancient tunes, these Items were 
employed by Archaen sorcerers to protect their most 
cherished possessions from would-be thieves. The 
devices continue lo be utilized to much the same 
effec t In the present age. 

Level: 5th level. 

Mtwliraiim TftJue 5, 000 £.1 . 



Mandalan Rune Stones 

Mandalan rune stones 
come In sets of ten small 
H,c<uirs. cn li shaped 
like a cube and 

<-i)^r.ived wllh 

different runes and 
slglls. Wlien tolled 
on a flat surface, the 
Mniir-is reve-al 
prophetic and often cryptic messages. The type of 
Information derived by this method Is at the GMs 
discretion. A character must know how to read the 
runes in order to obtain meaning from the stones. 

Level: 5th Level 

Minimum t*Iu*; 20O g.l. 



Marukan Luck Medallion 

These leaden lozenges, stamped 
with the symbol far the silver moon 
Tallsandre, purportedly bring the wearer 
a + 1 bonus to resistance rolls versus 
curses and maledictions, Many 
Thllilnn lann consider (he Marukan 
medallions spurious, citing as evidence 
the downtrodden condition of the 
Marukan race. The M.irukans defend the 
efficacy of their devices, claiming that without the 





The Muses of Aslor create enchanted gossamer 
harps, trtoles (three -stringed harps), and other 

slrlnged wooden Instruments, .ill of which run Ix* 

employed to effect emotional response* in an audi- 
ence; targets must roll versus W1L or feel saddens I. 
contented, passive, or passionate, as per the tnten- 
Uons of the musician, Only skilled musicians can 
employ these devices in such a manner. Bodor value 
the Muses" Instruments above all others, and will go 
to great lengths to acquire such Items. 

Level: 5th level. 

Minimum value: 1,000 g.l. 



Nagra Spirit Jar 

Nagra spirit trackers 
wear these small stone 
vials on cords slung about 
the neck or secreted in a 
bell or shoulder pouch. 
The Nagra clatm that 
these devices contain 
1 1 1 1- 1 1 Mini essences and 
confer protection from 
hostile ipjjllfonns of all 
sorts. The Nagra will 
share neither the secret of 
making these ftemi nor 
the Items themselves with 
others, 

Level: 1 5th level. 

Minimum value; A Nagra can get a spirit Jar 
(or 1 ,000 g.l,: others must bargain With thieves or 
Nagra who are betraying their people's secrets. 



Nefaratan Obsidian Mirrors 

These devices function as viewport* and/or 
gateways Into the Lower planes, and arc extremely 
rare outside of Ncfaralus. For reasons of their own , 
NcCaralan Black Savants occasionally sell obsidian 
mirrors to outsiders or trade them for captured 
demons, creatures for which the Black Savants have 
special Use*. Treat their effects as the necromancy 
spell Contact Lower E'tone, With no time limit. 

Level: 20th level. 

MintTTiixm value: 20, 000 g.t 
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Oceanian Weather Talisman 

The Sea Naniads 
□f Oceanua employ 
these shell-shaped 
coral talismans to 
predict charters |n the 
weather, which can be 
discerned according to 
shifts In the color of 
these finery crafted 
devices 

Level: 3rd level. 

ULnixttum value: SOOg.L. 




Saris i a Love Locket 

These hem-shaped silver or gold lockets art 
supposedly of use In securing the affection s of a 
lover. To employ the reputed properties of a love 
locket, the user must place some small »bjrri. <ji 1>K 
of material formerly owned by the subject Into the 
locket; the subject Is allowed to roll versus will rating 
to resist Ihe locket's enchantment, like moat Saris U 
goods, the efficacy of a love locket should by no 
■neons be taken for granted. 

Level; 3rd level. 

Minimum value: I DO g.L 



Phantasian Astromantic Globe 

These two-foot diameter globes are employed hv 
Phantaslan astromajiccrs to Indicate the relative 
position &f whulshlps while In flight. Though emi- 
nently useful, astromantic globe* arc difficult to read 
and occasionally yield unreliable results. The 
Phanlasians, alone know how to make these Items, 
which are in some demand In Cynirtl. 

Level: I Oth level. 

Minimum value : | n ,000 g. 1 



Rahastran Zodar Deck 

The. twt-nly i.tutJ Zodar deck Is employed by 
Rahastran cartomancers to predict the future, and Is 
also a game of chance. 

Laval: No level, magical only lo c arte man cera; 
Srr "Cartomancy" tn Chapter Five 

Minimum value: 2u g,| r 



Sou ran Dragon Icon 

These large 
medallions, fashioned 
of red iron alloys and 
cast In Ihe Image of a 
dragon's head, are used 
by ihe Saurans to 
mesmerise dragons so 
that they can be trained 
for use as steeds or 
beasts of burden. The 
icons arc not totally 
foolproof— the subject to 
allowed to roll versus 
will rating at a penalty 
of '2 to resist—and so 
should be employed 
with caution. 

Level: J Oth level 

Minimum value; 4,000 g, I 





Rajan Death Masks 

These Iron masks are 
employed by the necro- 
mancer- priests of the 
Nihilist Cull and are said 
to confer favor. In the form 
of a +2 bonus on reaction 
rolls, with spirit entitles 
originating from the lower 
planes. 

Leva]: I Oth lev el. 

Minimum value: 
7.500 gX 



Sarista Crystal Ball 

These six- to eight-inch dtamrtrr rrywfcd 
sphere* are used by the Sarista gypsy people to 
foretell the future. Shadowy visions appearing In the 
crystal purportedly offer cryptic clues to possible 
future events. H Is widely believed thai die majority of 
these llcms are fraudulent In nature, and are actu- 
ally Thaeclan orbs thai produce fanciful, illusory 
Images. 

Level: luth level, 

Min i mu m value; 2,000 gj. 



Sawila Wind Charms 

These Intricate devices, constructed or resonant 
ralnlbow kra scales, resemble beautiful wind chimes. 
The Sawila arrange these charm * In various se- 
quences, hanging them from trees, hula, and so 
forth. When blown by Ihe wind, the Sawila wind 
charms c reate magical effects similar to the Song of 
Harmony; treat this as a first -level spell effective only 
wilh in earshot Only the Sawila know how lo make 
these enchanted Items. 

Level: 5th level. 

Minimum value: 3.000 g.L 



Seeing Stones 

These six- to twelve -Inch orbs of polished 
crystal are used as communication devices by the 
Kasmlr, Farad. CymrlllanS, Quan. and others. Seeing 
stones permit visual and audio contact from one orb 
lo another, at range* of up to one hundred miles. The 
devices are activated by voice command and may be 
linked together Lo form communication networks of 
up to seven orbs. A seeing stone can only be used 
lhrce times per day, each for a maximum of ten 
rounds, 
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If desired, one of the rwrlnjj stones In any given 
network 1 1 my 1*> denl^r^ted a<* lise masirrorb for that 
group; ft can then activate all the other orbs an 
command. A single seeing stone la, of Itself, quite 
useless: these devices cannot be used as sollLary 
scrying crystals and must be employed In conjutic- 
ban With at least one other orb. Seeing stones made 
from Gnomekln crystal are regarded as the best 
devices of this sorL 

Level: 15th level 

Minim um value r 1 0,000 g. L. 



Spellstones 

Spellstones are prismatic crystals that have 
been Imbued with the most essential form of magical 
energy. These useful Items Increase the number of 
spells thai * magician can east by memory on a given 
day by an nrrwuni equal in one additional spell per 
level of the spellatone. Nole that n spellatone cannot 
be used in Increase the level of a spell, and that the 
magician must cany the spells lone on his or her 
person In order lo benefit from Its properties. Nolo 
also that a spellstone counts against the maximum 
total of seven magic Item* that an individual may 
carry. 

Spellstones require eight hours to recharge after 
being depleted of their power but retain their proper- 
ties indefinitely, The amount of power stored within « 
spellatone cannot exceed one level per 10 carats. 

Level: Variable level. 

Minimum value: 250 £.1. per level. 



Stryx Obsidian Orb 

These devices resemble crude ve re-tons of the 
standard seeing stone but generally have an effective 
range on the material plane of under five miles. Stxyx 
necromancers are reputed to Utilize more potent 
versions of this Item to converse with entitles from 
the lower planes. Like seeing stones, these devices 
can only be used three times per day. 

Level. |Slh level. 

Minimum veJue: g.QOO gX 



Sun ra Aqua man tie Globe 

These enchanted Items are similar In eHer.t lo 
the Phanlastan astro mantle ("lobes but are used lo 
Indicate a vessel's position at sea. The Sunra devices 
are considerably more reliable than their Phantasian 
counterparts. 

Level: 1 5th level. 

Minimum value: 15,000 g.L 



Thaccian Orb 

Thaeclan orba are amberglass spheres that may 
be Imbued with Illusory scenes and images thai ran 
be viewed by the holder. Only the Thnectans know 
the secret of creating these enchanted Items. 




Level: Level I la for a simple Image. 3 for an 
average Image. S for an Intricate Image. +1 level per 
round of action If the Image moves. 

Minimum Value: Price according to level , as 
per other enchanted Items. 

Ur Clan Icons 

These three - 
eyed stone Images 
are often worn as 
medallions by Ur 
shamans, who 
claim that the icons 
cause confusion 
among their 
enemies. This effect 
works at a range of 
20 Feet: targets 
must make a W1L + 
lew! roll lo resist, 

suhlrafiing the Icon's level from the toll The Icons 
are far from uniformly efficacious, thanks primarily 
lo the dubious talents or the Ur shamans who make 
these devices. 

Level: Variable. 

Minimum value: 250 gl, plus 100 times the 
square of the level: a 4lh -level icon, for example, 
would cost 1 .850 g.L 



Xanadasian Scrying Crystal 

These twelve- Inch diameter orbs are carved 
from massive blue diamonds and arc of themselves 
witrlh a considerable fortune. The Savants of 
Xanadas Use scrying crystals Id scan territories 
throughout the known world, noting their observa- 
tions in heavy, leather-bound tomes. Xanadaitan 
scrying crystals have an unlimited range and may be 
used any number of limes per day, though these 
Hems do iwi [kisses liner <linnTi¥hni:iJ c-:i|Kibililii"N 
These nearly priceless adjuncts are never sold or 
given away, and are almost never available outside or 
Xanadu. 

Level: 20th level. 

MM ""™ value: 30,000+ gX 



Yitek Talisman 

These black iron pendants are fashioned in the 
form of one-inch high pyramids and engraved with 
wards versus curses and hexes, The Yllek claim that 
their talismans confer protection from all curses that 
have been placed on tombs, crypts, and ancient 
ruins. 

Level: 10 th leveL 

Minimum value : 5,000 g. I. 
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Zcuidir Paradaxist Emblems 

These fcLtvrr medallions came In a wide variety 
of types and represent those virtues assacdald with 
the Ten Thousand., Lhe hoal of minor demigod h.. 
saints, and luminaries revered by the Zandlr 
Paradoxals. In essence, these devices function as 
luck charm*. conferring a +1 bonus on one die roll 
per day, 

Level: 3rd level. 

Minimum value: 500 R.L 



Alchemical Creations 

Alchahest 

TalhliinUtn ak'halMSl Is. ■ ttupeiful avkl; each 
"Mi- jilnl tlrtsr Is sufficient to dissolve up to one cubit 
foot or any nonmagleaJ substance. Alcahcsl Is 
usually ['onl.ihird In lials of dense amber crv&Lal, A 
direct hit With a full dose of alchahest will do -Id 10 
points of damage Id any Lvtng creature. 

Alchemical Solvents 

Tikes* caustic Liquids arc specially made to 
dissolve only a fl-pe-i- 1 fir- type of Inanimate substance, 
such as wood. Iron, <Unr»r. nr crystal. A single one- 
dram dose Is sufficient to dissolve up to one cubic 
fool of substance In approxlrnately 3 rounds. Note 
that there Is no alchemical solvent for ambcrglass. 

Amberglass 

Amberglass Is an enchanted material that can 
be used to contain alchemical and magical mixtures, 
essences, Spelt energies, and even certain creatures 
of a magical nature. This substance radiates a faint 
aura of magic. 

vitriol 

Vitriol is a powerful adhesive that can be used 
tn bond organic or Inorganic materials of any sort 
except for quicksilver; vitriol can only Ik- i-i>nLilnrd in 
vials lined with this magically animate metal. It 
li irrjens In one minute, creating a nearly unbreak- 
able bond Only alchahest wlO serve to dissolve this 
glassy substance. Ten drams of vitriol covets two 
Square feeL 

Elixirs 

Aphrodisiac Elixir 

Promotes ffellnti* i>f desire unless a sucresslul 
W1L roll Is made. Lasts one hour, Dos*: 8 drains (hair 
An ounce). 

Depilatory Elixir 

Removes hair an contact. In wide use among 
the Orthodojdsls of Aaman, Dose: 8 drams. 
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Heating Elixir 

Heals ten points of damage per dose. Doss; 1 

ounce. 

Medicinal Mixture 

L-ll Ji mixture Is generally' useful ag^lnM only .i 
smgle, specified malady: fever. Itch, nausea, insom- 
nia, depression, minor burns, and so forth. Unfortu- 
nately, TaUslantan nnvlklne is burdened by supersti- 
tion, specious theories, Ignorance, and more than a 
little quackery. To determine whether a mixture 
helps, roll on the Action Table with a -5 penalty. If 
the result Is a mishap, the mixture does more harm 
than good. A failure yields no result. A pari ul 
su< less means that some relief results. Only a full 
success Indicates that the malady is actually relieved. 

Medicinal Purge 

Rids the body of parasitic organisms within an 
hour. Dose: I ounce. 

Poison Antidote 

Reverses the effects of any poison or toxin, 
provided the antidote is delivered In tint. Dose: 1 
ounce, 

Soportfic Elixir 

Causes the drinker to fall Into a deep slumber 
lasting from two to twelve hours, unless a successful 
CON roll Is made to resist, Even a success on the 
CON roll leaves the target groggy, with a -1 on all 
actions. Unless an antidote Is employed. It will not be 
possible to awaken the sleeper while the soporific 
remains In effect. Dose: 8 drams. 



Poisons 

The victim of poisoning receives a CON roll to 
resist the effects. The list below describes results for 
failures and su creases on Ihls roll; the gamemasler 
may adjudicate the results of a mishap, partial 
success, or critical success, 

Black Mushroom Powder 

Causes severe hall urinations lasting about 
thirty minutes, irresisted, the hallucinations last one 
minute. Dose: 8 drams. 

Draconid Venom 

Causes scaring JmIu sulllrjrnl lo Incapacitate a 
Victim for d 10 rounds. If successfully resisted, the 
venom still causes a 'I on all Action Table die rolls. 
Dtrse: 8 drams. 

Paralytic Poison 

Causes paralysis tasting up to one hour. If 
resisted, the poison still renders the victim some- 
what sluggish [- 1 penalty to all die rolls) for ten 
rounds, Doss: 8 drams. 
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Poison Pouxler 

Sec *Powders.' below. 

Venomwood Resin 

Yields sufficient toxin Id coat one edged Weapon 
<+:jd 1 0 damage I, two arrows or crossbow bolts (+2d 10 
damage), or (our darts (+ldl0 damage). Note thai Ihc 
larger the weapon, the more venom It delivers and 
thus the more damage It doe*, The poison is good 
only for one successful strike, and cause* half lis 
usual damage irresisted, Das*: 8 drams, 

Viper's Blood 

Yield Is as for venom wood resin. Viper's blood 
causes damage Like venomwood restn. except substi- 
tute d6 for dlO- Dhh: 4 drama. 

Potions 

Cold Resistance Potion 

Bestows Immunity to cold and Ice. leasts 6 
hours. Dose: ] ounce. 

Fire Resistance Patian 

Bestows immunity lo heat and flame. Lasts 6 
hours. Dose: 4 drams. 

Flying Potion 

} I'v-iuws upon the drinker the power of flight at 
speeds Of Up lo 25 mph [SPD +G, 220 frel/rourid|. 
Lasts I hour Dose; I ounce. 

Love Potion 

Causes the drinker In becomr I rif. n lj ;« Ir-ri ultli 
the Dmt hidivklual whose name he or she hears 
spoken, unless he can make a WIL, roll lo resist Even 
a Success on the WIL roll means the Imbiber Is 
distracted by the Infatuated. If not overcome by IL 
Lasts six hours. Dose: 2 ounces. 

Rejuvenating Potion 

Re*imr;, ■jtrength and vitality, plus all lost hit 
points. Dose: I ounce. 

Shrinking Potion 

Causes the drinker to be reduced lo one inch 
In height (or length). He may reals! with a CON roll. If 
he wishes. Lasts si* hours, Dose: B drams. 

Powders 

Enhancement Powder 

Enhancements arc pigments thai can be used 
to change the color of a i liitnu irr's shin r>r lialr. 
These powders arc soJd in one-dram kits, contain 
enough powder to cover an average steed person from 
head to foot. Enhancements come In a variety of 



brilliant (and sometimes garfish) colors and are 
considered very fashionable aiiiou^ the folk of Cyinrtl. 
The effects last for 24 hours, or until removed with 
strong soap and water. Dose: I dram. 

Incendiary Powder 

[gnllcs on contact wtih air. creating fire and 
dense smoke in a 10- ft radius. Damage: dlZ. 
Dose: I ounce. 

Madness Powder 

It la Illegal lo buy or sell madness powder. 

Causes Insanity, Permanent unless treated 
With a poison antidote or other curative. Dose 2 
ounces, 

Morphius PouxLer 

Causes victims to fall into a stuporous sleep 
lasting up to one hour per dose. Unless an antidote is 
rinpluyml. ll nol be possible lo awaken Shr 
sleeper until the powder's effects wear off, Slndarans 
use morphius powder to capture animals for their 
menageries. If successfully resisted With a CON roll, 
the powder causes drowsiness (- ] penally on all die 
rr>ll*f for 1-10 rounds. Dow: S drams. 

Neutralizing Powder 

Neutralizes the effects of any type of poison, 
alchemical waste, or toxin, whether ingested or 
dispersed Into the air or soli, Maximum area of effect 
per single dose is a 10- fool diameter circle. Dose: 1 
ounce. 

Poison Powder 

Causes d 1 0 points of damage per round for ten 
rounds: halve this If the victim makes a successful 
roll versus CON. Dose: 1 ounce. 

Scarlet Leech Powder 

The concocting process causes the leech's 
spores lo go Into hibernation until they are exposed 
lo the air. whereupon the Insidious organisms begin 
lo feed on any organic materials lhat they contact. 
Damage La ld4 points per round for ten rounds. 
Doom: 8 drams. 

Smoke Powder 

When exposed to air, a half-ounce dose of this 
powder Is suJTtrlent to Create a volume of dense blue 
smoke five feel In radius. The smoke Is non toxic and 
disperses in about 10 rounds, less If used outdoors 
or In windy conditions. Dose H drams. 

Sparkle Powder 

This Is a type of cosmetic thai Is currently 
popular in Cyrnrlk Thaecta, and Hadjlsian and Is sold 
in small silver pillboxes. Applied witli n Mimll feather 
duster, this powder gives the skin or hair a metallic 
sheen. Sparkle powder ba sometimes used by 
Irapmagcs and the like to give non metallic materials 
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a f;i be metallic look. A one-dram box Is sufficient to 
cover an area of about ten square feet, or about 
enough to cover an average- sized person from head 
to foot. Tills roiitlng lasts fordS hours. Dok: 1 dram. 



Alchemical Equipment 

Alchemical Test Kit 

This Is a pouch containing ambcrgla&S Vials, 
pipettes, and other Items used to test and Identify 
mixture* or substances of various sorts. A skilled 
alchemist can use this kit to identify potions, pow- 
ders, poisons, dusts, and other substances. Each kit 
contains enough materials for ten tests. 

Vial, Amberglass 

Ambcrglass vials arc used for holding iilrhahr.st 
and other alchemical substances. 

Vial, Quicksilver 

These Hal* art lined with ""g 1 ™ 1 quicksilver 
arid used for holding Vitriol. 



Thaumat urgic Creations 
Distillations 

DtsUllatlona are Ihaumalurglcally concentrated 
essences of otherwise elusive substances such as 
colors, scents, tastes, and even sentiment- llu-se 
exotic wares were once popular during the Anhaen 
Age, when they were used to enhance the ambience 
of gardens and pleaau redromes. Only the 
i Ii.imI.ihI.his kimw tbr secrets of distilling sentiments 
and other mental essences. The contents of a single 
one-dram vial are sufficient to affect an area equal to 
10 reel in diameter. The effects lasl for one hour or 
until neutralized. A character can resist sentiments 
With a successful W1L roll. 

Dream Essence 

Dream essence Is. quite literally, "the Stuff of 
which dreams are made;' It consists of dreams 
distilled into liquid form. The color of the essence 
determines the type of dream an Individual might 
experience upon drinking It, as follows; 

• IHirple dream essence: Dreams of passion and 
romance. 

• Blue dream essence: Dreams of poignant memo- 
ries. 

• Fed dream essence; Dreams of violent emotions. 

• Suver dream essence: Dream* of Imagination, 
and lUghls of fancy. 

• Silver-blue dream essence; Dreams of dying. 

• Cold dream essence: Prophetic visions, 

» Black dream essence: Nightmares; this kind of 
dream essence is illegal In many lands. 



• Rainbow drram rssrurr; Unprrd stable proper- 
ties. 

The dreams derived from these essences are 
reportedly far more vivid and colorful than those 
experienced during normal sleep, and they last Trom 
two to eight hours. The experience of dreaming for 
such an extended period of lime to said la be most 
r.\tr.iin-ilinary. At ahoul 90 gold lumens per one-dram 
vial, such experiences do not come cheaply, however. 

Only the Phantaslans know the secret of 
deriving dream essences. 

Elemental Essences 

Clernenta] essences are volatile substances 
created through the art of thaurnaturgy The proce- 

dun- rulallhi On- usr of qiimtr.ssence, which is US'frl to 

place the desired elejnenlnl force or substance In 
suspension and transmute it to solid, liquid, or 
gaseous form as desLred. The captured essence, 
collected and distilled by the use of an Intricate 
system of alembics, Is then contained In Spheres, 
flasks, or capsules of pure ninliergU.vi. t turnmm 
types include: 

• Red Menace; Liquified essence of elemental fire. 
This volatile substance b commonly used In 
■j.-:irf.u-<-. Each vlitt causes Id 10 damage to 
everyone with In 10 feel of its release and start* 
fires on anything flammable. 

' Blue Havoc: Essential toe. It Is used as a deter- 
rent versus Saurans and other species who are 
suscepUhle to cold, and to keep foods from 
spoiling In the desert heaL Each pint causes 
IdlO damage to everyone within 10 feet. 

« Yellow Danger Gasslfled sulfur. This noxious gas 
Is seldom used In war except under the most dire 
circumstances. Because It Is heavier than air, 
Yellow Danger can be used to flush subterranean 
creatures from their lairs, and 1* sometimes 
employed versus colonies of niknkls. Each pint, 
when released, produces a coherent gas roughly 
Oiling an area 10' x 10" x 10'. All those In this 
area take Id4 damage per round from contact 
uith the substance and from breathing it. 

• Storm Crystals: Solidified essence of elemental 
air. They are used in wind machines, which 
provide impetus to Dracartan duneshlps, 

Quintessence 

This marvelous crystalline powder possesses 
the most profound magical properties. Used to 
transmute substance. It Is available In three types: 
solidifying, liquifying, and gasslfylng. A single dram of 
any type costs two hundred gold lumens and Is 
sufficient to affect up to a 10" x 10' x 10' area of 
subs lance. 

As the use of quintessence requires a Consider- 
able dr£rre nT skill .ind raullon, the substance Is 
generally in demand only among the mast accom- 
plished thaumaturges and alchemists. The powder 
,ind its byproducts must be contained in ambergtasa 
or suffer loss of efficacy. 
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Enchanted Creations 
Ink, Magical 

Magical inks are used to Inscribe spell* on 
scrolls. One dose suffices lo Inscribe a single spell on 
one scroll. Dose: I ounce. 

Quicksilver 

Quicksilver Is a magically animate liquid metal. 
It must be stored In stoppered aiiiln-tfttfi.iA * omLiJih-im 
or kl will slither about as If It were alive. 

Scroll,, Magical 

A scroll contains a spell written In magical Inks. 
The effect of the scroll depends on the knowledge of 
[he us*r. If the user knows the spell on the scroll, he 
or she receive* a +3 bonus on the roll to cast the 
spell. 

If the user knows the field of magic from which 
the- spell cinrip-s bur not the spell Itself, he or she 
wakes Oil INT roll to cast the spell, In addition, the 
magician can use the scroll to learn the spell In 
question through the normal expenditure of time and 
experience points. 

If the user does not know the field of magic from 
which the spell comes but knows both (he language 
Ln which it is written and another field of magic 
besides alchemy, he or she can cast the spell, but at 
a -3 penalty. The magician cannot team this spell 
until he or she spends the lime and experience points 
to become familiar with this field or magic In the first 
pF-iii r 

If the user has no magical knowledge or just 
knowledge of alchemy, he or she cannol use the 
scroll, even If the language |s familiar. 

To cast a spell from a scroll, a character must 
spend twice the normal lime required and have full 
Illumination by which to read (he scroll. 

Herbs and Plants 

Hants and herbs cultlva ted or found Ln the wild 
will <>n average yield the following quantities of 
readily usable Ingredients: 

• small plant ■ 1-3 drams 

• medium- sired plant * 2-6 drams 

• large plant « 3-12 drams 

• very large plant or shrub - G-24 drams 

Bald Nettle 

Used In depilatory el bars. 

Batmroot 

Used in healing elixirs, 

Block Mushroom 

If eaten, black mushroom can cause seven; 
hallucinations for ten minutes unless a successful 
CON mil is made. On :i ml* hap. It causes temporary 
madness for a dura Hon [>M20 days. 
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Cleric's Cowl 

Used Ln medicinal mixtures. 

Contrary Vine 

Used Ln alchemical mixtures such aa nlchahest. 

Dead man 

The leaves of this plant exude a lethal contact 
poison; a single touch Is sufficient to cause death 
within two to five minutes' time unless a CON mil 
can be made. Even a success on the CON roll means 
the target takes 1 d 1 0 damage. 

Euphorica 

Euphorfcs Is the poll en of the mantrap planL It 
Is a highly popular drug in Cymril, reportedly afford' 
tog the partaker a synthesis or pure pleasure. 

Fire Lily 

Used in Fire Resistance potions. 

Jabutu 

Used lo make kesh. 
K'tallah 

K'tallah ts an Insidious drug derived from an 
unnatural hybrid plant or the same name. This 
substance la the primary source of revenue In 
Faradun, the only place in Tails! an La where k'tallah 
is legal, The leaves of the ktallah plant contain a 
resinous powder that, when smoked or ingested, 
enables the user lo "see" visions of the near future; 
other effects of the drug Include delusions of gran- 
deur, dulled reflexes (- 1 PEJQ. and » general feeling 
of euphoria. K'tallah Is both Intensely pleasurable 
and extremely addle live. I ndhrfdiuv] s who experiment 
with the drug even once may become dependent 
upon it; make a roll versus CON to resist. 

The first symptoms of k'tallah withdrawal *rr 
stomach pains, followed by the uneasy feeling that 
something Is growing within the addict's body. Next 
comes Ihr- appearand of Mir snaJtellkr tendrils of 
new k'tallah plants sprouting from the unfortunate 
victim's eyea. ears, and mouth. Death Invariably 
follows, usually within a Tew hours. Heavy users of 
k'tallah. arguably amongst the most wretched folk in 
existence, claim that leaves plucked from the body of 
a deceased k'tallah addict are especially savory. 

Lotus, Black 

Black lotus produces powerful narcotic, halluci- 
nogenic, and tilllld expanding properties such as 
ESP, clairvoyance,, and clairaudlence. Repeated use 
of this substance, however, runs an ever increasing 
risk of addiction; roll versus CON at a ou initiative I 
penalty per use. 

Lotus, Blue 

Blue lotus pollen brings on prophetic dreams. 
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Lotus, Ruinhow 

Rainbow lotus has unpredictable properties 
that .irr useful 111 iTrtidn aMiemical mixture*. 

Lotus, Scarlet 

Those who Invest the scarlet lotus become 
^iGieMjble io others' conunarvdn for nne It our: treat 
98 4 -S on rolls to resist any Influence. 

Morphias 

Induces sleep, Even If the victim make* a 
successful CON roll, In* or site |.i groggy far 2d ] □ 
minutes: treat as a - I on all die rolls. II" the victim 
(ails, he or she falls asleep for a like period of time. 

Orange Fu ngus 

When touched or shaken orange fungus multi- 
plies at a rapid rate, growing In size for one minute 
(10 rounds], after Which It Is id4+l limes as large as 
II origin airy was. Used Intelligently, orange fungus 
can buret open doors or chests. Used unlnlelltgenUy, 
li can make quite a mess. 

Provender Plant 

Used as grain or fodder. 

Scarlet Sporozoid 

Releases spores that do ld6 damage per round 
for ten rounds, eating through any organic sub- 
stance. II Is extremely difficult Ui transport the 
sporozold wllhaul causing It to release Its spores, 
after which It dies. 

Shrinking Violet 

Used tn Shrinking pnllnns. 

Skullcap 

Taken in mtnuie quantities of one-hair dram or 
less, this mushroom can cause highly Irrational and 
even violent behavior lasting up to one hour, A 
successful CON roll means the chancier la Irrational, 
but not out of control. A full dram or more will cause 
swift and painless death In most cases, usually 
within one to two minutes, Even a successful CON 
roll doe* J point of damage per round for the next 
2d 10 rounds. 

Snow Lily 

L'setl in Cold Krslsl.uirr pulKin.h 

Stench root 

So much as a whiff of this malodorous Juice will 
cause moot creatures lo be Incapacitated by extreme 
nausea. A Critical success on a CON roll prevents 
Incapacitation from a direct exposure. A lull success 
does the same for a mere whiff. Fortunately, the Juice 
eventually evaporates when exposed to the air. 
leaving behind only a mmt, musky scent. 



Tang lewood 

Tangle wood Is a type of animate wood, mainly a 
curiosity hut sometimes used for unusual construc- 
tions. 

Tantalus 

The root causes an Increase In amorous desire, 
hut even a partial success with a W1L roll allows a 
character lo keep hts or her hehavlor In check. 

Vettomwood 

Tills wood b used In making venom wood resin 
or can be simply fashioned Into poison arrows. In 
addition lo Its normal damage, a venomwood arrow 
causes 2d 10 damage from the poison (2d4 with a 
successful CON roll}, A venomwood dart does half 
this amount. Venomwood, however, loses Its potency 
over a week's time unless ale hemlcally or magical ly 
preserved. 

Whispbane 

Wom as a garland, the plant acts as a deterrent 
to whisps, who are offended by the odor of Its bloa- 
mhiis. A single pUnt will suffice to keep whisps at bay 
for up lo four hours after it has been picked. Alter 
this time the plant loses lis effectiveness, though the 
dried flowers are of some use to alchemists. 

Yellow stickler Juice 

The J ulce of this plant is used to make vitriol 



Animal Ingredients 

Animal Ingredients thai are not dried or pre- 
served with salt* magic, or refrigeration will spoil 
within d4 hours in any relatively hot climate. 

■ Axmq Blood: Used in reJuvenaUng poUons. 

■ Batrwc Blood: Used In flying potions. 

■ Balranc Wing: Used in frying pultons. 

■ Crag Spider Venom: Used In paralytic poison, 

• Drsconid Venom: Used in makin g poison. 

• Dragon Pug: Used Tor Incendiary powder. 
' Eromorph Pigment: Used In msgtffll Inks. 

• Crypta Plume.*: l.'«d in (lying potions . 

• tt s h s rf a Larva*: Used by torturers. 

• Ogroat Dung' Used In medicinal purges. 

• RaknJd Venom: Used In paralytic poison. 

■ Scintilla: Phosphorescent egjyi of 'he writer 
raknld. These 2- to 3-Inch spheres null a hum 
nous glow when removed from their translucent 
casings. The light ill u mm a Les a 20- foot radius 
and lasts for 4-6 months. 

• Shrieker Plumes: Used to make blue iron. 

• Stryx Plumes." Used In Hying potions. 
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Gemstones 

• Aoibtr Fossil resin, usually dark l>rowrv, Uaed 
In healing elixirs, neutralizing potior and 
ainbcrglaaa, 

• AmrLliy»t. Fine purple with Utile luster. 
Governs emoUon.fi- 

• Black Diamond: Black and very hard. Black 
magical virtues 

• Black Opal: Black with slight opalescence. 
Premonitions. 

• Cirnciian: Clear brownish red. Resist black 
magic. 

■ Coral: Variety of colon. Protection from drown 
ing. 

■ Diamond: Clear, the hardest. natural sub 
stance. Radiance. 

> Emerald: Green. Spiritual protection. 

• Ftreg«m: A brilliant variety of ruby round only 
in the Volcanic Hills- Elemental fire* 

• Jacinth: Orange. M.igL-c resistance. 

• Jade: Green, l-ongevity and health. 

• Malachite: Green mineral. Calms elemental*, 

■ kfoonitonc: Translucent and peaHy. Mysticism. 

• Obsidian: Black and glassy. Elemental earth. 

• Onyx: Layered or h^M** quartz, usually white 
and black. Darkness, Invisibility. 

• Pearl: White, noncrystalline. Good fortune at 

• gu*£a: Violet pearl. Influence. 

• fluirU: TrAIJ.nlm-ciit, KraUUlire to llluAlona. 

• Ruby: Red- pasalon*. 

• Sapphire: U sually transparen I. rich blue. 
Elemental air, 

• Said: Deep orange -red. Intelligence, wisdom, 

■ Tepaa: Yellow lo brownish yellow. Magical 
re s L stance. 

• Zircon: Clear and diamondlike; other varieties 
of zircon worth very hide. Prelection from spirits. 



Trade Goods 

In addJUon to valuable raw male-rials such as 
gemstones. valuable berba, rnaglral animal parts, 
and bo on. the following Items are often In demand 
among Talislanlan merchants. 

Adamant 

Adamant, recognised by M>> U-r blue «o]or. Is the 
hardest known metal in all ofTahslanta. only Minn 
alchemists know the secret of forging. adamant. As 
such, It is a rare and precious commodity. Weapons 
made of adamant cut through most materials with 
ease; armor affords only half protection (round down) 
against adamant weapons. Adamant armor stops 
double Its normal polnus of damage against all but 
adamant weapons. 

Adamant, Black 

This type of adamant li virtually unknown 
outside of the Isle of Nefaratus. It Is said m be very 



costly to produce, and so la exceedingly rare. Only 
the Black Savants of Nefaratus know the secret of 
forging this magical melaL ll has the same mundane 
pnj|KTTjfS .i.i adamant. In addition, Jl Ja rapable of 
damaging all manner of extra-dlmenslonal creatures 



fttn If II Is not enchanled. 

Aquavit 

An effervescent liquor of the 
highest quality, aquavit la popular In 
CymriL the Seven Kingdoms, and the 
Western Lands. H Is served in half- 
spheres or goblets of am berg I as*. 

Chakas 




A strong, metallic lasting liquor brewed In black 
iron casks, chakos la a favorite of the Arimlles. who 

t U» 1 1 1 1 UVi< H Is .in :LiT|iLlr«l Ijutlr. 

Gossamer 

The finest of all Tails lan tan fabrics, gossamer Is 
translucent, nearly weightless, and feathery- soft. Ills 
made using a complex method that involves the use 
of spider silk, dandelion down, and cloud essences. 
The Cymril tans use gossamer sails for their 
windshlps, as do the Phantaslans. 

Grofl 

Grog Is a cheap, strong liquor popular among 
soldiers, sailors, and oilier hard-working folk. The 
lasle and potency of grog varies from one region to 
another. 

Iron, Black 

Black Iron Is a common metal found in moun- 
tainous regions across the continent of Tallslanla. 
Arim is a major supplier of black Iron to the Western 
Lands, and also exports lo Ihe Seven Kingdoms. 

Iron. Blue 

The rarest of aB Iron alloy a. blue iron Is made 
from the metallic feathers of Ihe iron shrike and Its 
relative, the ahrleker. Forged by Vajra engineers, blue 
Iron Is available only from the Quan Empire and is 
very costly. 

Iron, Red 

Red Iron It ;« superior 
metal that is half as heavy fcJTVA. A'V 

and twice as strong as Mack tfW^Cjf^ ) «\ 
Iron. Items made of red Iron ff fi^, V. .—/Ju * 
cost twice as much as II f^Y/r^TTT?^ ) 

comparable black iron Items. ?A jKg^&sESSr-Sr / 
The primary sources of this vslSTSfl^— 
metal are the Ked Desert of V ^^g^~r^-^jr 
Caranlheum and lo a lesser 
extent the Volcanic Hills. 

Kesh 

Krsh ifi a bitter, pungent liquid made from the 
crushed and boiled roota of the Jabulu plant. This 



Equipment 



197 



sub-aLin.ee has hallucinogenic and itlSji<I ■rK^fnniiiit; 
properties, and la used In the rituals of the Chana 
witch tribes A single, one-ounce dose enables the 
drinker to see Invisible and astral or spirit presences; 
a double dose bestows upon the drinker the ability to 
see Into one of the outer or lower planes of existence, 
Three consecutive doses will allow the drinker to 
actually enter one of the outer or lower planes. The 
Chan consider It unwise to Lake a fourth vial of 
krsli, which they say la taboo. The use d| this sub- 
stance is hazardous to those not accustomed to Its 
uncanny properties: characters must roll versus W1L 
or suffer disorientation, loss of identity, and on 
Inability to distinguish reality from Imagination 
liffei;l* generally htst up to one hour, 

Mandatan Silkctoth 

A wry line variety of silk, thts luxurious fabric 
Is made only by the Mandalans. The cloth Is derived 
from the silken fibers of the Mandalan silk moth. 
With the color of the moth's wings Indicating tlir color 
of thread II will prod Lire. 

Mochan 

A dark, sweet, and invigorating beverage thai Is 
especially popular In the desert kingdoms, Mothan Is 
usually srnird hot In small copper or red Iron cups. 

Mushroom Ale 

This Is. a pungent beer favored by the Gnohiekln 
of Dumc, It Is made from deep spring water, mush- 
riniiii'-. and other fungi. 

Shag 

Shag Is a type of wool that Is made from the fur 
of the erd, Soft and durable, It la used In the making 
of blankets and rugs. 

Skoryx 

Skoryx Is an alcoholic beverage popular among 
the Slndarans and to a lesser extent the folk of 
Cymrtl, Zandu. and Thaecla. Et Is Very patent, but Is 
most notable for I La myriad and varying flavor 
sensations, a quality derived from the use of rainbow 
lotus in the distillation process. 

Spangator 

Spangalor Is a type oNighlwelghi metallic cloth 
that la made In Cymrfl. It is quite durable, and Is also 
valued for Its brilliant luster, a particular type known 
as strversparklr J* especially in vogue among the 
Cymrtlians. Clothes made of spangalor confer protec- 
tion as per chain mesh, and cost ten times, as much 
as comparable Items made of common cloth. 

Spinifax 

Spin l fax La Arlane cloth made from the flax of 
the thistledown plant, tt Is noted throughout Talis ■ 
tanta for Its fine quality, soilness, and durability. 
Garments made of spinifax generally coal twice as 
much as those made of more common materials, 




Tazian Fire-Ale 

This powerful liquor Is a 
favorite of the Thralls of Toe. Fire ■ 
ale is served In Mack iron mugs 
and is igriUed pilnr to drinking, 
hence Its name, 

Thaecian Nectar 

Thaeclan nectar Is a tantaliz- 
ing and intoxicating beverage made 
by the folk of Thaecla. It Is favored for Its distinctive 
taste and the euphoric effect It bestows upon the 
drinker. Individuals Intoxicated by Thaeclan nectar 
become placid and content, and evince a marked 
tilnposlUon for romantic and artistic pursuits. 

Vinesap 

Vine sap is the fermented Juice ofthe virtdia 
plant. Thick and sweet smelling. It Is a great favorite 
among the Aeriad of Vardune. Elsewhere, vinesap Is 
generally considered an acquired laste. 

Miscellaneous Goods 

Durnean Opticals 

These devices are 
made of finely polished 
crystal usually colored 
violet., blue, or green. The 

Gnome kin of Durne wear 
oplkaJa to protect their 
sensitive eyes from light when traveling above 
ground. 

Kasmiran Thief-Catcher 

This device fits into a pocket or pouch arid is 
Intended to ward against pickpockets. The metal 
"Jaws" snap shut on contact, causing 1 point or 
damage to anyone who attempts to reach into a 
pocket or pouch protected by this device Without 
deactivating it first 

Kasmiran Spy*Tube 

This device consists of iwo le nses, each affixed 
to either end of a flexible metal lube. It can be used 
tn see around comers, through narrow openings, and 
so forth. The lube telescopes between 1-4 feel In 
length as needed. 

Yasstm Tool Kit 

Yassan tool kits Include woodworker's, 
slonewDrkers. nicUd worker's, and glassworkers 
tools, an alchemical test kit. and various spikes, 
clasps, brads, arid miscellaneous Yasson niadc 
hardware, all or which Is stored in a three- foot iron 
strongbox. Total weight is over 120 pounds. 
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Prices 

The following Is a list of equipment and supplies 
■nftabta in the world ofTali*ta.nu r Descriptions or 
unusual floods and Items can be found earlier in this 
chapter. Price* listed here reflect die average price for 
goods of standard quality, as round In restarts where 
such goods are In abundant supply. E^ces may be 
adjusted aa follows: 

• Half price For shoddy or used goods. 

■ Double price or more (or goods of superior qilaJlly 
such as red Iron. 

• +50-200% in areas where such goods are rare or 

illegal. 

• Half price If I terns are purchased In large quanti- 
ties such as more than 3—6 dozen. Magical and 
alchemical mixtures and products are the 
exception, and can nuely be purchased In bulk 
quantities. 

• +10-40% for UruTs on imported goods. 

• Weights Ms ted for metal weapons and gear are as 
per black Iron; use half weight Tor red Iron, and 
quarter weight for blue iron. 



Weapons 

The following 1b a list of weapons used by the 
various peoples of Tails lan ta. All Weapons In this 
section are rated according to damage (DAM}, weight 
Ln poundo fWT|. (he minimum strength required to 
employ the weapon (STRJ. and I Li average cmL An 
ji-strririk indicates thnt the weapon may be thrown or 
otherwise used as a missile. If a character uses a 
weapon whose minimum STR requirement exceeds 
his or her STR he or she receives a - 1 penalty tn 
combat rating for each point by which the STR falls 
short. For example, a Cymrillan with a 0 STR score 
would receive a -2 penalty when using a two-handed 
mod. IT the weapon Is a missile weapon, then the 
character cannot use the weapon at all without 
having the minimum required STR. 

Superior Metals 

A character may buy a blade of red iron or 
adamant Ln place ol black Iron. For hlades of red 
iron, divide weight by 2, subtract I from STR. and 
double the price. For adamant, multiply the price by 
20; armor provides only half normal protection 
(round down) against an adamant blade. Blue iron Is 
not generally used for weapon* because Its lightness 
reduces the weapon's Impact. Weapons other than 
blades are rarely made from superior metals. 
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Melee Weapons 





D*in 


WT 


STH 


C(Mt 


BaLUc maul*. Kharakhan 


d20 


90+ 


+6 


SOJJ.L 


Blade- sU(l*\ Kasiiilrnri 


dlO 


0 


2 


25g.L 


Broadsword 


dlO 


10 


fl 


10 g.l, 


Broadsword. Za 


dlO 


10 


+ 1 


20g-L 


Bwan» Mud Tropic 


dlO 


1G 


+2 


2c.p, 


Calbop 


da 


L-2 


— 


I o p. 


Cipiure-pok*. Jmrian 


+ L 


G 


♦1 


10 g.l. 


Clawed gaurucLs. Raj.ui (d.i kli.ir) 


d4 


LV 


_ 


20 g.1. 




dS 


e 


-1 




Club*, Ice Giant 


d20 


100+ 


+6 


— 


Club*, Ur (yakaha-pnw) 


d)2 


40 


+3 


200 g.l. 


Crescent knife*, Aeriad 


64 


w 


r 


2 g.1. 


Ciyalalblade. Gnornckln 


dH" 


3 


-2 


00 g.l. 


Cut] as a 


dlO 


3 


p 


3S g.l. 


Dagger 


d6 


] 


— 


Igt. 


Falchion. Kang 


dlO 


16 


+3 


50 g.l. 


Folj r-bladed axe*. Harakln [tarak] 


dl2 


30 


+2 


10 g-l- 


Garde 


d6 


JO 


+ 1 


10 g.L 


Garde, full 


rJG 


40 


+3 


40g.|. 


GaxToLc 


dS 


VZ 


— 


1 c,p. 


Halberd*. Darin via. n 


dl2 


JO 


+ 1 


15 g-L 


Hand axe* 


da 


s 


0 


5 a, p. 


Uuitit 


diott 


s 


+ 1 


5 g.1. 


Mace 


dlO 


10 


0 


4g,l. 


Mace. Artane 


dIOt 


JO 


0 


4 g.1. 


Pole- hook*. Slryx 


dlO 


8 


-1 


10 g-L 


['rod hook, Orgu«an 


d6 


2 


-1 


6e-,p r 


Rasp, Mondre Khan 


66 


2 


— 


15 g-L 


Rod of alchemy 










special 


3 


— 


75 g.L 


Scimitar 


dLO 


6 


+1 


u.fi 


Staging axe*. Yrmanlan (r'ruhl 


da 


3 


0 


eg,i. 


Slaver's Flail* 


dh 


6 


0 


2g.l. 


Staff* 


da 


3 


*ar 


5*,p. 


Staff, Iron-sh**!* 


dlO 


6 


-2 


2gl. 


Sword, dueling 


da 


2 


2 


25 g.l. 


Sword, giant-sized 


tl'£0 


40 


+7 


75g,L 


Sword, long, 


dlO 


6 


□ 


12 (X 


Sword, short 


dfl 


3 


-1 


5g.L 


Sword, two-handed* (£reau»word| 


dl2 


15 


+2 


25 g.t. 


Trident* 


dl£> 


6 


-1 


S&L 


Two-bladed knlfr. HarakLn Ikhu) 


da 


2 


-1 


ag.L 


War axe* 


d20 


20 


+3 


10 g.1. 


Wax axe, bone, Aiaq/Drukh 


dB 


7 


0 


Sep. 


War axe. Saunn 


dl2 


30 


+4 


Sg-L 


War dub*. Ahazu (matsu) 


d!2 


25 


+3 


4 a.p. 


War flail Danekk 


d!2 


12 


+ 1 


12 g.l. 


War hammer* 


d!2 


30 


+2 


5g,l. 


War whip*, San ran 


d!2 


10 


+3 


2g,l. 


Whip 


da 


1 




ifX 


Whiplash, Za 




2 




3 g.1. 


Wristbladc. Za 


d4 


3 




3 g.1. 
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Missile Weapons 



Type Dun 

UjiHjtcI buUi*. IrnrUn ((h) (aJlgfc+ld3 

Blade bracer*, Kaainiran HI d4 

Blade -star*, Mondrr Khan d4 

Bow. ArUw dfct 

Bow. giant steed** dt'j 

Bow, short" da 

Capture- bow**, SaLada |2| dS 

CroiMbow, heavy |2| dlO 

Crossbow, light* [1| d8 

L*ELrt- 1Ji rower*, Ar rlad d4 
Double- pronged spear**, Cryph [duar] dlO 

Dragon hunter"* harpoon*. Sunra dlO 

Flange- bow**. Sea Nomad [2| d 1 2 

Hurlant**, Dracartan |1| dl2 

Iron boomerang*, Harakln flang) da 

Iron crossbow**. Harakln {krtn] |4| d 1 2 

Iron 9pear*. Vajra dl2 

Javelin* dS 

Sling* 66 

Spear*- dlO 

Spring- knife", Kasmiraii [I] d4 

Star-thrower* \ Or^uvlan | ] | dS 

TYI-bow**, Aertad [2] d£ 

Tli rowing blade, Ahazu (gwanga) d I 0 

Throwing knife* d4 

Throwing stick*. Ghana d6 

WhtpSash*. Manra tangle-*) d3 



WT 

a 

2 
14 

5 
10 

8 
7 
5 
2 
1 
S 

a 

2 

13 

3 

10 
20 
2 

1/10 
4 

L2 

3 

5 

4 

I 

3 * 



■TO 

0 

0 
0 
+5 
0 
*>] 
1 

-3 
0 

+2 

0 

+ 1 

+2 

+ 1 

+2 

-1 

-2 

•I 
■L 

1-1 



Cost 

5gl. 
15 g.t. 
2 a, p. 
6*L 
15 fid. 
6gL 
25 fi.1, 
20g.L 
10g,L 
5gl, 
2gU 
J5g,L 
20 gL 
500 gl, 
40 cp. 
12 gl- 

Igl 

2 c,p. 

5g.l. 
25 gL 
75 gL 
20 gL 
1 gL 

1 B.p. 

2g.l. 



* Tld» VrTnptTi con be thrown or ujtcd as a mJJ"Ue weapon, 

*" Armor »Lop* only lull It* iwrraaj amount against. ihi» 
weapon, 

* This weapon require* Iwn hands lo use. 

1 Hlllf of this duiiLLifc Ih Icinpnmiy Subdual dnrwuje. 

It Only effective tor a. mounted charge. >dd nwunt'i 3TR * 

srn Lo damage Instead of ihc wtekkri STR. 

|K| The number In brackets |a the number of round* It 
takes to reload Quo nnaatte weapons. 

Ammunition /Accessories for Missile Weapons 

Type 

Case [flange- bow|/G0 quills 
Clip [tr1-bow}/3 bolts or quarrels 
Harpoon bolt (for cup lure -bow] 
Harpoon bolt (for correg) 
Pouch w/20 sling stones 
Quiver (Artane bow)/ 20 arrows 
Quiver (dart thrower)/ 1 0 darts 
Quiver (heavy crossbow) /20 quarrels 
Quiver (Iron crossbow)/ 10 bolts 
Quiver flight trossbowl/20 quarrels 
Quiver (short how)/20 arrows 
Shooting stars (sLar-thiowerl 
ShouJder park/ J 0 huilanl bolts 
Spring-blade 

(for blade bracer or spring- knife) 

For adamant- tipped missiles, multiply the price by 20. Armor provides only 
half normal protection Irouiid down) against adamant. 



WT 


Cost 


5 


l g-171 gl. 


1 


1 g.L/5 9,p. 


OS 


2 a, p. 


2 


1 n i- 


5 


1 S.p. 


5 


1 g.L/2 gl- 


0.5 


2g l./l gl- 


G 


Eap/2 gL 


12 


5g,L/5gl. 


4 


5 S.p./' 1 S.p. 


4 


5 p,p,/5 s.p. 


0.5 


5 *,p. 


10 


2gl./250 gl. 


0.5 


2 s,p. 
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Armor 

Information Irirludra jttrnijilh ralln£ required to wear without, being encumbered ISTKJ, protection 
afforded, weight In pounds, and coat. Anyone wearing armor that ts loo heavy lakes a • I penally on all action* 
for rach point by which the armor's minimum STH exceeds the character's 5TR. 



1 v «ir 


sin 


Pro C 


WT 




BaLUe armor*. Kong 


+3 


5 


SO 


1,000 g.l. 


Battle harness. 2a 


+2 


2 


35 


100 gJL 


Chain mail' 


+3 


3 


40 


250 gl, 


Dragon stale armor, Sunns 


+ 1 


2 


30 


200 g.l. 


Pull garde'tf. Thrall 


+3 


3 


25 


40 gi. 


Garde"tt. Thrall 


+1 


1 


10 


lOfrt 


Leather 




1 


10 


3g.l 


Leather and plate* , Mondre Khan 


+2 


a 


40 


250 g,l. 


Ughl body plate**, Arrlad 


1 


a 


15 


1. 000 g.l. 


Partial chain and hide*. Knsmlrln 


+1 


2 


30 


200 g.l. 


Hale and mall (partial plate)* 


+3 


A 


50 


500 g.|. 


Scale armor. Gnomekltl 


+2 


3 


35 


300 g.l. 


Spangakr*. Cymrlllan 


0 


2 


25 


400 g-l 



■ Hiack iron .inrar. h"nr rrd iron, reduce STH by I, divide welghl by 2 r and double the puce. For blue iron, reduce STH by 2, 
divide weight by Buid multiply the price by 5. For ndanmnt. double points of protection provided, and multiply coal by 20. 
Note thai nprj^inr mimnt be made of adamant 

" Ned Iron armor. Far blue Iron, STR K -2, weight Lh ft, and coat Is. 2,500 g.l. Fur lidumuriL STH IS 0, Wcl^hl Is 30, prolTC- 
Uon ts A, Eind coal l» 10,000 g.l. 

t PaiUy black Iron and portly knthcrorhkfe- TW» relatively primitive armor ts never made of superior mcLuln. 
• f Garde and full jjtirde arc almost! use leu to ihoSC Without TftlliUl Combat. 



Shields 

Information on shields Include* weight In pounds 
(WT) and cert. 



Type WT 

Carde* 10 

Shield (hide, wood> 5 

Shield (iron) 20 

"l .ul ui lAjjTy/atluck aim tfuiircl. 



logi. 

5 t.p. 
20 gl. 



Siege Weapon Ammunition 



WI*»He 

tUllsla bolt. 
LiMllUIji bolt. 



hf>av>- 
light 



20 
10 



Ftre-l.H>riib (ure- thrower missile] 20 



Ship's hurlanl missile 
Siege hurlanl missile 
Stones (catapult) 



10 

20 



1 13 - 1 - 

10 L. ■ * 

750 L ; I 
1.250 gl. 



25-50 — 



Siege Weapons 

These military weapons arc rated by damage, effective range In feel. rrrW lo run Die in, rrlcvullng time In 



rounds, and coal. 












Type 


Dam 


CrcW 


Range 


Reload 


Cost 


ttuUleta. heavy 


3dia 


4+ 


500 


e 


2S0&1. 


lialllsLa. light. 


3dG 


2 


200 


4 


120 gL 


Catapult, heavy 


3dl0 


&+ 


1,000 


10 


300 gL 


Catapult, Ughl 


3do 


4+ 


100 


5 


175 gl. 


Fire-thrower 


3dl0 


a+ 


500 


a 


i.ooo gx 


Hurlanl. ship's (Dracartan) 


3d 8* 


6 


500 


G 


2.000 g.l. 


Hurlanl. siege (DrucarUui) 


4dl0* 


4 


1.000 


9 


5.000 gX 


Scourge (Ur) 


4d6 


40+ 






500 g.l. 


SprLngnal Ifiajan] 


3d8 


3 


100 


5 


l85gX 


Drittl MniiiJliia] IRiilanl 


3d4 


3 


50 


3 


75 fcl 


*For Red Menace or blue Havoc, homage from Vcllow Danger Is. special: 


see description under "Thniiinaturgjc Creations." 
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Conveyances 



Barge fart*, Acriad 
Cnrgc bar^e 
Carrack 
t "iin-Uigr (fancy] 
Cut (small} 
Coracle", Imrian 
Dragon barque", Sunra 
Dray (cargo wagon) 
Duneshlp 
fee schooner, Mtrln 
Land ark 
Land barge 
Palanquin, aerial 
Palanquin (curtained) 
Measure targe 
Rail 

Heed boaL Imrtan 
Galley 

Ship, Merchant 
Ship, Trt-rem* 
Sklff/punl 
Wagon (enclosed) 
Wagon (open] 
W.ir chariot. KanjJ 
War dragon, Kang 
Wnr wagon*, Kharakhan 
Warship. oceangoing 
Wind rigger 
Wlndahlp 
WlndshlporWar 
Wlndsklff 

Enchanted Crystals 

The Icvrl uf the crystal equals Lis size in 
carat* and uV total levels of the spell thai can be 
cast per day. 
Level of 

Enchantment Co*t Lii g,l. 

1 45 

2 170 

3 360 

4 670 

5 1.050 

6 1.600 

7 2.050 
2,650 

9 3.400 

10 4.200 

1 1 5.000 

12 6,000 

13 7.000 

14 8,200 
16 9,400 

16 10.700 

17 12,000 
IB 13.500 

J 5,000 
1G.GQ0 



Coat 

i ..; : i. 

5.000 g.1 
40.000 £.1, 
200 g.U 
Bg.L 

10,000 g.l. 
35.000 g.l. 
20O&.L 
25-50,000 g.l. 
40,000+ g.t 
13.000 g.L 
10.000 g.l, 
2O.OO0 g.l, 

loog.L 

200.000+ g.l. 
1-2 R.I. 
5g.l. 

20,000 g,L 
20,000 g,L 
30,000 g.L 
10R.L 
100 g.l. 
50 

5.000 g.l. 
30-35.000 g.L 
3,000 g.1. 
20,000 g.1. 
15,000+ g.l. 
50,000+ g.l. 
150,000+ g.l. 
30,000 I 



Beyond 20th 
kvel. the buyer should 
negotiate a price on a 
case-by-cas* hasl*. 



Magical Mechanisms 

type Coat in g.l. 

Levtiauonal io.ooo 

Levllatlond fluid. 2 gal. |O0 

Wind machine 8,000 
Enchanted Creations 

Ink. magic, 1 ounce 55 gJ. 

Quicksilver, dram 1 5 g.l, 

Scroll wtlh spell 125 g, I. 

Enchanted Weapons and Armor, 
Spell-Powered Items 

Look ol the description or the item to determine 
Its level and Ibid the price on the chart below. The 
higher the level, the more uhc Hem casta. For si 
enchanted Item*, add the cost of the basic Item to the 
cost given below. Use die second chart for 
crystalomanUc crystals. The enchanted Items described 
do not cover at) the level* listed here, but prices for all 
lei-els ore listed to cover new enchantments that might 
be discovered or invented. 

A character eaji iinly cany seven magic Items at a 
time. Additional Hems temporarily cease to function. 




Item 
Amulet 

Apparel (attribute) 
Apparel jtiklLlI 

Common enchanted armament 

Enchanted armor 
Enchanted elrmenUl armor 
Enchanted shield 
Magic- powered weapon 
king 

StaTT or wand 

Lerel of Enchantment Cost in g.J. 



Level 

3 per +1 bonus 

5 per +1 bonus 

3 per +1 bonus 
A per +1 bonus 

4 per +1 bonus 
10 

A per +1 bonus 
see description 
3 limes spell level 

6 Utiles spell level 



1 


240 


2'* 


530 


3 


aso 


4 


1,290 


5 


1,750 


6 


2,275 


7 


2,825 


B 


3.450 


0 


4.150 


10 


4,900 


11 


5.650 


12 


6.550 


13 


7.450 


14 


6.400 


15 


0.450 


16 


10.500 


17 


11,600 


Ifl 


12.600 


19 


14.000 


20 


15.400 



For Items above 20th level, the buyer should 
negotiate on a case-hy-rose basis WlUi an enchanter 



Equipment 
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Enchanted Items 

A r-hararter can only cany seven nvi^h' Unas i>n 
his or her person bL a lime, Additional ICerrva tempo- 
rarily cease Id function, 



Type Cc*t 

.•viiti.trii.iiL ..ii teeing eye uoukri 5.000 gJ. 

Aamantan holy symbol 7 SO £.1. 

Artane tamar 2.000 g-U 

Arlmlle Kirks lone 300 g.1 

Bodor musical charms 200 g.L 

Bracer* of [jevllallon 5,000 g.L 

Ghana graven image 5.000 g.1. 

Chana shrunken head fetishes 300 £.1. 
Djafflr fetish masks 

Dmkh enchanted flute 800 g.1. 

Enchanted crystal* 2.000 g l- 

Exp£in*(ble items c ,.oiki^ i «* 

Farad protective charms 100-500 g I 

Farad stove collar 1,200 g.l, 

.Jaka lurk talisman SO g.1. 

Magic boxes 5,000 gJ, 

Marukan luck medallion GO g.L 

Muse enchanted irisiruiwnts 1,000 g.1. 

Nagra Spirit Jar 1 ,000 g.Lf 

Nrfiirnf.dl r.liHldl.'tn mllTurs 20,000 g.l. 

Oceanian weather talisman 500 g.l. 

Phantaslan aslromanuc globe 1 0,000 g.l. 

U. .1 i ;i.Himn Zcdar deck 20 g.L 

Rajan death masks 7,500 g.l. 

Sarlsta crystal ball 2,000 g.l. 
Sarlsta love Locket 100 g.l. 

Sauran dragon Iron 4,000 g.l. 

Sawlla wind charms 3,000 g.l. 
Seeing atone* L0.000 g.l. 

Spcltslones 250 g.L / Ivl 

SLrvx obsidian orb 8.000 g.l. 
Sunra aquarnanlic globe 15.000 g.l. 

Thaeclan orb see descrlp. 

Ur clan irons sec descrlp, 

Xanadaslan scrying crystal 30.000+ g-L 

Yliek mlism.Mi 5,000 g.l. 

ZnncUr Paradoxtst emblems 500 g.l. 



* Am stand Bid enchanted firm, with bonus equal to level or 
cn.rh--i.ri I mrnt. 

" l J lus [Ik: numiitl price of the Hem. 
t Very difficult fcr rwn-Nji(Cm» u» ofciLnin. 

Thaumaturgic Creations and 
Equipment 



Item 


Cost 


Distillations, dram 


40 &L 


Dream essence, dram 


go g.L 


Elemental essence, pint 


300 g.l. 


Quintessence, dram 


200 g.l. 


Caducous 


700 


Elemental actuator 


4.000 


Essence accumulator 


6 r 000 



Alchemical Creations 

Note that alchemical creations do not count 
against the seven-Hem iLmIL for magic Items. 



Item 


Cait tn d 1 


Alchahest, dram 


1 1 tvt 
1, 1 w 


Alchs inlral fjotvejil, ilrn.i 


Or? 


Anibcrglasa, ounce 




Elixirs 




ApnrociiBiac elixir 


1 run 


ue piui Lory cjLxir 


D 


M-.l 1-j — fc| -J — 

ric2Uin£ ctixu 




jnmicanaL mixture 


D 


mniii.jj LLLI LIU 1 p^C. 


50 


■r H— i _ _ _ - — ii J.< . 




f — — — i i*J — _ k i _. j _ 

ooporisjf ■cilvj r 








Ell'ir-lr* riiiLL'lin Jint 1 ,.• i'Jl'i 1r- 
L'J-Lt 4\ llJliMJLiV*'!!! J-MJWUEI 


1 OO 


ijc.ii dii mi \*. impn 


inn 




400 


Paiison Cirtu'tif-r* 


GOO 


vrnnpimixfl resin 




Viper blood" 


zoo 


Potions 




r . 1. 1 I. 1 /. r'.l.r'M llf-.Hj.ri 
1 UN JVrTM l|C C |X>[|-lr|» 




rire KefM-sMii' e potion 




riymfi potion 


1 uu 


U.X'T p*lU*Jll 




Un 1 1 ,lhn PL-ill 1 , , ' -* ,,■ j | < . - 1 " 


500 


4.¥itN nip 1 net f*u*.Hnn 
. :| tl irlKlu^ [.H M.JCJS 1 








Enhancenprnt powder 


g 


Incendiary powder 


250 


Madness powder* 


eoo 


Morphlus powder 


250 


Neutralizing powder 


115 


Poison powder* 


600 


Scarlet leech powder* 


400 


Smoke powder 


10 


Sparkle powder 


5 


Vitriol. lOdmnifl 


125 


(plus qulckallwr vial, 20 g.L] 


* It In i\\ee,*x\ U> h»y -fir '.ell ihcw pnlmnn. 




Anlxnal Ingredients 




Item 


Cost 


Araq blood, dram 


25+ g.L 


Balranc blood, drain 


SlU- 


BaLranc wing, ounce 


l*g.L 


Crag spider venom, dram 


lOgl- 


Draconld venom, drain 


10g.L 


Dragon. Tang, dram 


5g,l. 


Exomorph pigment, dram 


20 g.L 


Gryph plume 


1 s.p. 


Ikshada larva, sac 


75 g,l. 


Ogront dung, online 


] c.p. 


Raknkl venom, dnun 


logi 


Scintilla 


100 g-L 


Shrleker plumes, pound 


250 g-l. 


Suyx plume 


1 s.p. 
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Alchemical Equipment 



Item 

Alchemical lest kJL 
Alembic 

Apothecary Jars (12) 
Astrolabe 
Astrological chart 
BcUous 

BlowUilw (alloy) 
Bitiwiuhe (slKTrl 

Brazier 

Capauk (Slndaran: 1 0) 

Certaer 

Crucible 

Crystal ball (unenchantcd] 

Furnace 

Hourglass 

Incense 

Ink, srplji, ounce 
Inkwell, crystal 
Inkwell, pollery 
Mirror. obsidian 
Mirror, silver 
Mortar and pc*tk 
Plptng/iublngv per It 
Prism 
UuJll pen 
Retort 
Scroll, hide 
Scroll, parchment 
Scroll case, bone 
Scroll case, hide/wood 
Scroll case, silver 
Spe]] book. Iron bound 
Spell book, leather-bound 
Spell book, skiver-bound 
Sphere, per In. diameter 
Tongs 

Vat per cu. ft. 
Vial, glass 
Vial, amberglass 
Via), quicksilver 

Wand, uiiencharitcd, cosily 
Wand, unenchanted, simple 



Coal 

5 g.L 
1 g.l. 

1 ft. I. 
50 g.L 
lOOgJ. 

6 s.p. 

2 til 
25 g.l. 
2 s.p. 
1 g.l. 
G f.p. 
1 fi.l. 
20 g.L 
20* g.l. 
Bftl. 
ls.p. 

1 s.p. 

5 s.p. 

2 i.p. 
200 j;, I. 

io g.i, 

igl. 

1 s.p. 

2 g.l, 
I s.p, 
i g.l 
5*, p. 
I g.l, 

1 g.|. 
B s.p. 
10 g.l. 
50 R.I. 
20 g.l. 
100 g.l. 
I fi.1. 
I s.p. 

6 g.l 
5 

25 g.l 
20 g.l 
100 £ I 
10 gl 



■5 Umn Haled price far nmber^lM* wnrea In plar* at f^uii. 



Tack and Harness 

Trp* 

Barding 

Bank rig (land lizard) 
Battle tower (land dragon) 
Harness (any steed) 
Saddle bag 

Sedan chair [ogriphantj 
Yoke; (per burden beast) 

*E*rfccn far bnrdjn£ for ohlm cqus, and »trkkr mounts 

equate S limes the coat lor comparable armor far kumari- 

oki»: for land lizard, ttuuiguncl lliurd. and □griphunl. prior 
!■ ID times hu monoid armor,, and for Land dragons the 

prlcr l> BO lima ru high. Wflght l« pmpcirttOFMO to price. 



GmI 

• 

20 g.L 
1.000 g.l 
1«X 
1 «l- 
40 g l. 
1 s.p. 




Heitis and Plants 

Tfp» P*r DSL 

Bald nettle ] c.p* 

BalrnrooL 5 g.1. 

Black mushroom 2 g.1, 

Cleric's cowl 2 g-L 

Contrary vine 20(1. 

Deadman 20 £ I. 

Euphorlca 25 g.l- 

FLre Illy -40 g.l. 

Jabutu 5 g.1. 

K'lallah 1 00+ g.L 

Lotus, black 200 gX 

Lotua, blue 25 g.L 

Lotus, rainbow 1 g.l. 

Lotus, scarlet GO gX 

MorphJus 10 g.L 

Mun^I berries, pound 20 g.L 

Orange fungus (spores) 5 s.p. 

Provender plant, pound I c.p. 

Scarlet sporozold 10 g.L 

Shrinking violet 10 g.l. 

Skullcap 5 g.1. 

Snow lily 20 g.l. 

Sl^in-linvji I g.}. 

Tangfewood 5 s.p. 

Tantalus 5 g.1. 

Vctium wood arrow 10 g.l. 

Venom wood dart 3 g.1, 

Venomwood sap 5 g.1. 

Whlspbane 25 g.L 

Yellow stickler juice I s.p. 

Musical Instruments 

Type Cost 

Chime 1 s.p, 

Clarion 20 g.L 

Cymbals l g.1. 

Drum l gX 

Four-player bellows-ham 200+ g.l. 

Glass belte 5 gX 

Glass fltite 2 g.1. 

Gong 1-10 g.l. 

Gossamer harp 500+ g.L 

Intricate sptralhom 50+g.l. 

Tambour 20+ g,l. 

Triole 10+ 

Water chimes 5&L 



Amusements 

Item Cost 

Cloih/wodden ball 1 c.p. 

Knsmlr puzzle -lock 10+ g, I. 

Penladrllle (Cymrlllan} 100+ g.l 

Qua trillion deck (Sariata) 2 gX 

$k&<wae dke (Mangar) I s.p. 

Trtvarlan (Slndaran 800+ g.l 

Zodar deck (Rnhastran) 20+ g.l. 
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Gems tones 

These prices are for well -cut specimen*- Poorly 
c ut gems sell at hair the listed price, And uncut or 
powdered getno sell at one- tenth the listed price. 
Note: 1 40 carats equals approximately 1 ounce. 



Type 

Altiber 

Amethyst 

Black diamond 

Black opal 

Cornelian 

Coral 

Diamond 

Emerald 

Flrrgcm 

Jacinth 

Jade 

Malachite 

Moonstone 

Obsidian 

Onyx 

rear! 

Quaga 

Qua.rU 

Huby 

Snpphlre 

Sard 

Topaz 

Zircon 

Clothing 

Type 

Boots (rlolh/hldrl 
Boots (velvei/kaihei ) 
Cap |c>olh/hKle) 
Cap (velvet/satin) 
Cape Iclolh/hlde} 
Cape (allk/*a.te*n) 
cloak {ck>th/hlde) 
cloak (velvet/brocade) 
Gauntlets (chain) 
Gauntlets (thick hJdel 
Gloves (hide /cloth) 
Harness (le.alhcr) 
Headband (rtoth/hkfe) 
Headband (sliver} 
Hooried cloak 
Loincloth (cloth) 
Loincloth flUde/fur) 
Ritual veaLmenla 
Robe (cLtborale) 
Robe [Minplrl 
Sandals/slippers 
Slippers (elaborate) 
Smock/dress (simple! 
Smock/gown (elaborate) 
Tunic/breeches [cloth) 
TUnlc/breeches [velvet] 




Pbi-CT. 

2gt 
10 i..! 
10Og.L 

I B-l. 

5g.l. 

1 &-p. 

50g,l. 

25 gl, 

40 g.L 

5frl. 

5g.l. 

5g.l. 

lOg.L 

lgd. 

10g.L 

2gl. 

20g,L 

1 s.p. 

30gd. 

25g-l. 

Sgl. 

25fcl. 

15 g.L 



Coat 

5 s.p. 
10t g.l. 

5 c.p. 
10gd. 
2 S.p. 
5+ g.l. 

6 s.p. 
10+ gd. 
1 0 g .1. 
5 s.p. 

1 a, p. 
l g4. 
1 fcp. 

5 g.l. 
'■>+ s.p. 

1 c.p, 

2 cp. 

10+ gl. 
20+ g.|. 
5 s.p. 
5 c.p. 
10+ g-L 
2 S,p r 
20+ gl. 
lfi.l. 
10+ g.l. 



Trade Goods 

These prices are esperUiUy useful for those 
players who wisp to run a mercantile campaign. They 
assume the characters are buying In bulk from 
dealers rather than buying small amounts from 
retailers. A standard bolt of cloth is one yard wide 
and five yards long' 




Item 

Adamant 
Adamant, black 
Aquavit 
Chakos 

< !n|>prf 

Gauze 
Class, clear 

Gekl 

Gossamer 
Grog 
Hide/fur 
Iron, black 
Iran, blue 
Iran, red 
Ivory 
Kesh 
Kiallah 

Linen, common 

Linen, xlrtdlan 

Mandalan sllkclolh 

Moclian 

Muslirooin ale 

Muskrontmuak 

I'roduce/firaln 

Sackcloth 

Shag 

Silver 

Skoryx 

Spangalor 

Spicea 

Spdnlfax 

Sulfur 

Tazlan Dre-aie 
Thacclan nectar 
Timber, common 
Timber, hardwood 
Timber, span oak 
Vlnesap 



10 pounds 

10 pounds 

gallon 

gallon 

10 pounds 

square yard 

pound 

pound 

10 pounds 

bolt 

gallon 

pelt 

10 |HJ!lil<tN 

10 pounds 

10 pounds 

pound 

ounce 

pound 

boll 

bolt 

boll 

Indian 

gallon 

dram 

ton 

boll 

boll 

10 pounds 

gallon 

boll 

pound 

boll 

dram 

gallon 

gallon 

board fool 

tKuud foot 

board foot 

gallon 



Price 

aog.1. 

400 R_l. 

10-IOOgL 

3gl. 

2gl. 

I s.p. 

2*1 

5 g.L 

200 gA 

5g.L 

5 c.p. 

5-100+ g. I. 
4g.l. 
20 gl. 
8 g.l. 
10 gl. 
50R.1. 
1,000 g.L 
5 s.p. 
25 s.p. 
5 g-L 
log I 

25 s.p. 
10 gA 
100+ gl. 
5 c.p, 
1 &l. 
20g.l. 
S0g.[. 
5 g.l. 
50+ g,t. 

ifr 

s c.p, 
5g.L 
2Sg.L 
I c.p, 

I B.p, 

5 a.pv 

6 g.l 



Miscellaneous Goods 

Hera Cost 

Uurnean optlcals, p~ilr 2 g.L 

Kasmlran thW catcher 6 g.l. 

Kasmtran spy tube 25 g.L 

Yivw.in tool kit 150 g.l. 
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Jewelry 

Amulet/brooch 

Bracelet /armband 

Hnncrn. pilr 

Earrings, pair 

Medallion 

Necklace 

Ring 

Tiara 

Tore 



1 g.l. 
1 g>l. 
4 g.l, 

10 3-p. 

4 s.p. 
Ig-I- 
Ig-L- 
3g.L 



Note: Prices Listed arc Tor black Iron or other 
common material. Double Uiese figures for articles 
made of red Iron, ivory, or brass; multiply by 5 for 
■-]':■-•'.■ r .it id by 50 Tor field. Coat Df gems tones Is 
additional. 



Equipment 

Typ* 

Backpack/ traveler's satchel 

Bandolier belt 

Bedroll 

Choi (lg.; max. 10,000 coins) 
Choi (sin.: max. 1 .000 coins} 
Coin purse (max: 50 coin*) 
Pan 

Flask (Iran: I pint) 
Flask (pottery: I plnll 
Gourd [w/s topper ) qL) 
Lanlem 

Lantern oil (pint; one hour] 
Mirror (crystal) 
Mirror [metal) 

Pouch (bell; max. 1 00 coins) 

Pouch (max. 500 coins) 

Rope (per Toot) 

Rope ladder (per foot) 

Sack: (cloth; max. 1 ,000 coins) 

Sack (bldr. trutx. I. DOG coins! 

Sack (hide: max. 1.500 coins} 

Strongbox (max. 10.000 coins} 

Strongbox (max. 1,000 coins) 

Tallow [bums one hour] 

Tent 

'lllhlrrlxTX 

Torch (bum* four hours) 
Walking stick 
Watersklri Og.: 2 gal,) 
Waters kin (am.: 2 qta.) 
Wineskin (2 pints) 



CO*l 

2 g.l. 

0g.L 

S.p. 
(I LJ.I 

-5 s.p, 

a.p. 

cp. 

c.p, 

H- 

frL 
Ogt. 

g-L 
. s.p. 

g-a. 

c.p. 
, c.p, 
c.p, 

S.p. 

a. p. 
25 g.l. 

0g.L 
c.p. 

gi- 
ft s.p. 
c.p. 
s.p. 
5 ft.p- 
2 s,p. 
1 s.p- 



Tools & Professional Equipment 



Item Cost 

Abacus 2 s.p. 

Astrolabe (Sunra martnerl &0 g.l. 

Barrel llg.: 20 gallon) 5 S.p. 

Barrel (sm.; 1 gallon! 1 s, p. 

Cage (metal, per Cu. IM 1 gl. 

Cage (wood, per CU. ft) 1 C.p. 

Chain (per ft.) & » p. 

Costume (fool /Jester) 10+ g.\. 

Costume (for stage} 25-4- gl. 

Crowbar 2 s.p, 

Glassworker's tools 25 gX 

Grapnel 2 s.p. 

Iron maklen/rack 1 00 g.l. 

Jeweler** tools 25 g.l. 

J UggW* pint, [each) 1 s.p. 

Key I s-p. 

Keyring I s.p. 
Levi La uo nal engineer's tools 200 g.l. 
Lock (Kaamir, per mechanism) 5 g.l. 

Ij3h k (slmplel I S.p. 

Locksmith's toots 20 g.l. 

Logbook/' ledger 2 gJ. 

' in 1 gl. 

Lumberjack's axe 2 a. p. 

Mallet 1 S.p. 

Manacles 1 g.l. 

Metalworker's tools 50 g.L 

Mel (dredging: mud miner) 2 g.l. 

Net (nshlng/ihrowlng) 1 s-p. 

Notebook/folio 2 s.p. 

OU cloth (per sq. fool} ] c.p. 

Performers makeup kit 2 g i . 

Pick/shovel 1 s.p. 

Sail adze (Danelek) 6 s.p. 

Saw 2 s.p, 

Seal (stamp documents) 25 g.l. 

Sharpening stone 5 c.p. 

Slave"* collar 1 s.p, 

S|i|ki-.s/pl1onfl (3 0) | a-p. 

Stoneworker's tools 10 g.l. 

Thespian's mask 5 s.p. 

Thieves' tools 20 g, I. 

Veil IsLlk, dancer s) I g.l. 

Vizard (costume mask] l s.p. 

Winch 5 s.p. 

Woodworker's tools 10 g.l. 




Equipment 
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Beasts 

See Chapter Eight Tor dear rlpUons of these 
C features. Far darkmanc, graymane, sirvermane. and 
srvowmane. seeequs. For iron shrike, see shrieker. 



Type 

Ah tra [any type] 
Darkmanc' 
Drae ( trained) 
Drac (untrained] 
DrneonJd 
Draclyl* 

Dragon (egg or larva] 
Duadlr drained) 

Durge 
Kid 

Gold beetle dive) 

Graymanc 

Irons hrlke (trained) 

Kra (Id lew coracle)" 

Lard lizard 

Lqper 

Mandalau allkmoth 
Mandragone 
Mangonel lizard 
Marsh alrtder 
O^rlphnnL 
Sllvermane 
Snowmane 
SUider 

Tarfcua (Hang)* 
WrtsL-viper (trained) 
Zaratan* 



Cast 

200-300 gi. 
200 gi. 
250 g.L 
50g.l. 
60Og.L 
BOO gX 
50O+g_L 
600 gX 
50 g.L 
500 gX 
lOOgX 
3GO+ gi, 
lOOgX 
2,000 gX 
1.000 g.l. 
200 gX 
1 gl. 
500 g.L 
2.000 H i. 
30O+ gi. 
600+ g,I. 
500+ g L 
400+ g.l. 
500+ gX 
1,000 gX 
:«M)gi, 
1,000 gX 



Slave Market 

Slavery la Illegal In the Seven Kingdoms, 
Carantheum, and T amaranth- Elsewhere on the 
continent the praclke of selling and keeping 
slaves Is regrettably quite common. 

Tyj« Cort 

Ahazu mtU |l,l. 

Batnt3n rr>in uhltkr S.0O0+ g.l. 

Datrean eunuch (male) 200 gX 

Ghana Wltchman/Wllchwoinan 30Ogi, 

Green Man gardener/servant 500+ g.L 

Jhajigaran 50 g.1. 

Mandalan Mrvaiit/conaorl 1,000+ gX 

Mud People laborer 100 gL 

SiiU'llr* i in i r iy vi n 2.000+ gX 

Sunra seafarer 700 g.L 

Vajra engineer GOO gX 




Pood/Lodging 

TYPE COST 

Amber wine* 2 *.p. 

Aquavit, [Cymriilan liquor) 1 2 gX 

Blossom wine* 5 s.p. 

Brine {Imrtan drink]* 2 C.p, 

Chakos (Artmlle Liquor)* 6 S.p, 

Giant Waterbug {Aerlad meal) 2 D.p. 

G rag (common llquori* 1 c.p, 

Mandalan tea 4 1 s.p, 

Meal (full) ! . L ' I 

Meal '-.n nj ■'.<■; 1 fj.p. 
M or han [Kaamiran beverage}' 2 gX 

Moonilah (Quan delicacy) 50 g.l. 

Mushroom ak IGnomckln)" 5 c.p* 

Night's lodging (good) 2+ gl. 

Night's lodging (average! 5 s.p 

Quaga (shellQsh; delicacy} 1 gX 

Road rations, per week 3 s.p. 

Rock urchin (steamed) 10 g.l. 

Sea slugs (lmrtan rnea.il I s.p, 

Seeds (Aertad meal] 1 s.p. 

Skoryx [Sindaran liquor)" 10 g I. 

Stable fee (basic) 1 a.p. 

Stable fee (w/ groom) 2 s.p* 

Tajttan flreale' 1 g.l. 

Tnaeclan nectar* 5 gi. 

Vlnesap (Aertad]' l gi. 

Zandlr wine" 1 gi. 

■PH«S U*tcd arc for alntfc ftlnan or nip, Mulllply time* len 
for boltle or pitcher. limes one hundred for cask of fog. 
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Damage Ratings 

The following is ■ Jisl of damage rating* for Inanimate objects, structures, and conveyances. The damage 
rating figure indicates the maAmuni number »f hit points the object or structure can withstand before being 
destroyed beyond repair. A < tinveyvtCC or structure that has taken half or more of I Li tola] damage rating Is 
disabled and in need of repair by a skilled engineer or techno man cer. 

Abo note that armor ratings have been supplied to indicate the average resistance of objects, structures, 
and conveyances to damage. All conveyances will of course have certain parte, such as wheels, harness, yoke, 
sails, and rigging, that are more auaccptlble lo damage than such figures would otherwise Indicate: the GM 
should decide how susceptible to damage such porta may be under varying circumstances. 
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Gamemaster's 
Section 

'Welcome to the House of Illusions, ' 

— The magician Mtramar, proprietor of Lh c 
House of Illusions In the ciysLal clly of Cymrtl 




This chapter is for the gamemasleronly. It Includes general 
art net- on how to run a Tallslanta campaign, more Information on 
the continent of Tallslanta and especially the city of Cyinrll. and 
rules for creating new character archetypes. 



Running a 

Tauslanta Campaign 



The Talislantan Milieu 

The Taustanlan world Is a pLiC* of Stark con- 
trasts; of walled c I Lies, and '-i'.-.Lt|r u-|Mri I .■mln. ol'ihr 
very rich and the desperately Impoverished, or 
primitive cultures and advanced civilizations, of 
sylvan woodlands and war -torn wastelands, of the 
ancient past and the uncertain future. Ill short, 
Tallslanta offers players the opportunity for exhilarat- 
ing adventure or a swift and certain death. 

The Talislantan milieu Is unlike that of must 
other fantasy RPG sellings In that It is not based 
upon Western mythology or well -established fantasy 
conventions. Rather. Tallslanta has Its own mythol- 
ogy, history, and culture. A* you prepare lo begin 
your own Tallslanta campaign, you should consider 
Ihe following points: 

• Most Tallslantans consider the present era. called 
the New Age. little more than a pale shadow of 
the bygone epoch known In history as Hit 
Forgotten Age or Arcltaen Age. This period, 
regarded by many scholars as the high point of 
civilization on the continent ofTallslanta. ended 
lii i irrrlbJr ratadysm referred to as The Cn.il 
Disaster. 

Optimists believe thai It is possible for 
Tallslantans of the New Age to recapture the 
splendor of this lost, halcyon age. Pessimists 



claim that those days are gone forever and thai a 
second Great Disaster looms on the horizon — the 
Day of Ihe Sub-Men. 

> tn many ways, the people ofTaUslanta are Jual 
beginning to emerge from their own version or the 
Dark Ages—the Age of Confusion, which followed 
The Great Ul-^u-r. Much of ihe Talislantan 
continent remains an undeveloped wilderness 
l>m»"fai»i« fay savage tribes and dangerous 
predators. 

The few large Talislantan clUes are viewed as 

|jj:irr* uf mini Lu.kiV, Ifnil.tlntJ h.iVrnfl where 

civilized folk huddle together Tor safety. Beyond 
the walls of the city-states, the only rule Is the 
law of survival 

• In Tallslanta, magic Is considered the ultimate 
source of knowledge and therefore power. Gov- 
ernments and magicians covet the lost secrets or 
tiie Archaen Age, when the races of Men lived In 
floating sky cities and created new llfeforros as 
suited the If needs and desires, The discovery of a 
single artifact, such as the Archaen Code*, can 
effect profound changes In the balance of power. 
For this reason, the exploration of ancient ruins 
and burial grounds has become a priority among 
many Tallslantans, including the Cymrillans, 
Aamanlans, Farad, and many others. 

■ Or great Concern to the civ ilized peoples of 
Tallslanta is the recent Sub-Men uprising, led by 
the mysterious Tirana La. Dozens of savage tribes 
roam the wild regions of the continent from Ihe 
Western Lands to the Quan Empire In the cast. 
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Their numbers far outweigh those of the civilized 
races, for Whom they bear an ancient hatred. The 
unification Of all Ihe Sub -Men tribes under a 
single leader would pose a grave threat In the 
emitted nations of the continent. 

» Beyond the continent of Talislanta lie the Un- 
known 1-inda, a (range and forbidding realms 
about which little is known. Willi the advent of 
improved wlndship .in .mnln^y, expedition* to the 
Unknown Lands may soon be possible. 

Starting a Talislanta Campaign 

It is recommended Lhat all beginning campaigns 
start In the crystal city of Cynuil, capital of the Seven 
Kingdoms. There are several reasons why this Is a 
good choice. In the year G20 the Seven Kingdoms 
ta regarded as the moat enlightened nation on the 
comment. Slavery lias long been prohibited and the 
laws of the Land air reasonably fair and just 

With the threat of war a concern throughout 
much of Lhe continent, the Seven Kingdoms has 
become a veritable sanctuary for refugees from iilln r . 
kaa enlightened lands. This is particularly true of the 
city of Cynuil, which has became an UnporUnl i-nilci 
or trade and a cultural melting pcL Individuals of 
almost any race or nationality can be found here, 
allowing for a wide range of possible player rhn racier 
choice* arid NFC encounters. 

Situated at the center of the Seven Kingdoms. 
Cymrll Is the gateway to the Seven Kingdoms and to 
the Western and Eastern Lands. Practically any 
adventure lhat might take the player characters to 
distant lands can begin In CyniriL 

A map or the crystal city of Cymrll. revised and 
updated to reflect current conditions In the year 620. 
has been provided In this book You will find a 
number of NPC personalities here who can be used 
as contacts and associates for Ihe player chant tiers. 

An Introductory adventure. "The Magical Fair." 
has been provided in tills book. It's a good place to 
get players acclimated lo the peculiarities of the 
Talis lan La n milieu, and lo learn (he basics of combat, 
magic, and skill use In an exciting yet rionlethal 
<"r>v|ronmenL Prejge ner ated characters are also 
provided for the players lo lis* If they wish. 

Advice to Game masters 

* Study the contents of this book until you are 
miliar with the basic rules and setting. You 
don't need to be an expert on Talislanta, but you 
should make sure lhat you and your players are 
prepared before you start the introductory 
adventure. "The Magical Fair." 



' Remember Unit the gamcmaslfrs primary 
function la lo set the stage and let Ihe players 
know what is going on around them. You arc the 
one who will bring the world of Talislanta to lifc. 
helping to create an alternate reality for the 
players to explore. To this end. you should 
refrain From using rules terminology ("You're 
attacked by a Ihlnl \r\r\ tteaslman'l while 
narrating the adventure, except as absolutely 
necessary. Rolcplaying requires the suspension 
of disbelief; establish an atmosphere and tone for 
your campaign, then welcome the players to your 
"house of illusions.* 

■ Remain neutral at all lime*. \i\ ihr GM s Job to 
provide only such Information as Would be 
apparent lo lhe characters. If you Want the 
players to stay in character, then you must do so 
as well. 

• Feel tree to twist, change, and adjust the rules. 
They were designed to be simple to play and 
simple to modify. Let common sense and the 
needs of the game take precedence over following 
rules to the letter. For instance, if a I si- level 
character Is out with a bunch of I Oth -level 
characters, maybe lhat Isl-levei character should 
receive more XP than lhe others for that adven- 
ture. After all, be or she is likely to learn a lot 
more than they are by facing the lough chal- 
lenges of the adventure. Should such a character 
lw illiiwrd <o earn even more than lhe 10 XP 
limit for a single adventure? You decide: you're 
IlirtJto. 

The Player Characters 

The player characters or PCs are the central 
font-* iff tli*- rumpaJun: I h pl.tv I In- V.idlng it •-.<■-■ 
and are usually at the center of the action. You must 
ijlkiw i Ik'N) free reign lo act within the structure of 
the adventure, to salve problems, and to learn from 
their mistakes. 

Before a group embarks on its first adventure, 
you should meet briefly with lhe players and help 
them create a little background for their adventuring 
party. Assuming that the PCs met In Cymril, they 
may want to decide how Uley met and when. In 
rotcplaylng terms, how do the different members of 
the group get along? Is there any friction or racial, 
religious, political, or professional bias within the 
group? 

Finally, have the players discuss the group's 
future objectives. This will give the party a general 
focus and help you determine the types or adventures 
that the players will hr 1 1 Hi-rested in pursuing. 
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Non-Flayer Characters 

Non-player characters or MV\ play an Integral 
put In the campaign. Together ihey comprise your 
cast of supporting characters, nerving as the player 
characters' friends, foils, contacts, confidantes, 
associates, rivals, love interests, and enemies. The 
city of Cymrll and ihe Introductory adventure iwili 
contain a number of Interesting NPCs who can be 
used as needed. Good gamernasters will want (o 
develop plenty of ilvlt own NPCa to amuse, advise, 
and challenge their players. 

Types of Campaigns 

When planning a Tallslanta campaign, you 
should Lalk Id the players In order to find out the 
kind of adventures that they like to play. Using the 
examples listed below as a general guideline, you and 
your player* can decide on a basic type for your 
campaign. 

■ Picaresque: In a picaresque campaign, the PC* 
spend moat of their lime traveling from one place 
to another. There may be a central theme, siuii 
as a voyage or pilgrimage In a distant land, or the 
characters could Just be wanderers at heart. In 
either case, characters In a picaresque campaign 
rarefy have to go to great lengths to find adven- 
ture. Instead, adventures seem to find them as 
they proceed along their Journey. Contacts and 
;i.s.ux-latea of similar habits could Lncksilr 
Italian Iran cartomance rs, Sorlsla £>-pSles, Pjalflr 
merchants or bandits, troupes of Uodor inuAi- 
elans or Thins lan performers, thieves, brigands, 
and outcasts 

• Epic Sags: This type of campaign typically lakes 
many adventures to develop, has a central 
Iheine, and may emUaln a number of subplots. 
Over the course or time, the player characters 
will come to play a part In an event of great 
importance— the Sub-Men uprising, perhaps, or 
a conflict between two rival governments, such as 
Caranthcum and Raj an la tail, or culls, such as 
the Aamanlan OrlhodoXlsts and the Paradoxals 
of Zandu. At first, contacts and associates are 
limited to Individuals who may only be minor 
participants in the saga. As the story begins to 
develop, the PCs will gradually find themselves 
drawn Into the center of the action as they 
encounter Individuals of increasing power and 
Influence, 

• Soldier* of Fortune; In this type of campaign 
the characters are mercenaries, selling Ihdr 
scrvlcea In the highest bidder. They may have 
certain principles, alliances, or beliefs, or they 
may not; that's up In the playrr characters to 
decide. The city of Cymrll can scat as Ihelr lias* 
of ope rations. Even the most unscrupulous 



mrrrrnaries r:an blend In here as long as they 
keep a relatively low profile. Contacts and 
associates will usually Include other mercenary 
warriors such as Thralls and Danuvians. along 
with Individuals who seek to hire the PCs for 
their own purposes. 

• Explore!* of the Unknown: In this type of 
i-,iri(|i»il£n, the rharartens seek the thrill iff 
discovery above all things — except perhaps the 
ilinll i*f ni .ik I iii; .l quick fortune in ancient 
artifacts and lost treasures. They will travel to 
the four corners of the world In their search In 
discover the lost secrets of past ages, usually 
returning to Cymrll to sell what Ihey have found. 
Contacts and associates could Include Slndaran 
collectors. Lyceum scholars, antiquarians, 
savants, cartographers, explorers. Yllek tomb 
robbers, and so forth - 

• Mercantile: In a mercantile campaign, the 
characters' primary focus Is on making money by 
selling and trading wares of various sorts. They 
purchase trade goods at discounted prices and 
transport them to markets outside Cymrll Via 
wagon, caravan, or wlndshtp, Contacts and 
associates could Include Kasmlran moneylend- 
ers, Farad procurers, Ispasian mercantilist. 
Djafflr merchants. Orgovlan traders, and similar 
folk. 

Creating Adventures 

Boleplaylng Is something like improvisation*] 
theater. You set the stage, and the players act out 
their roles- The difference Is that In order for llir 
partclpants in be able In Improvise, you must prepare 
the necessary props and settings before the show can 
begin. 

The Introductory adventure provided In this 
book. "The Magical Fair.* is ready to play and will 
require no advance preparation other than having the 
players either choose pregeneraled ilia racier* e*r 
create their own characters. For related adventures, 
see The Scent of the Beast and the adventures to 
follow IL Most gamcmasters will eventually want to 
i re ate their own adventures and design a campaign 
that will appeal to the particular likes of Iheir play- 
ers. 

An adventure often starts with an Idea from 
which the gamemaster can generate a basic outline of 
the events lhal the players might encounter during 
the course of the action. The following section 
contains a number of Ideas for adventures that can 
take place In Talis la n La; these can be modified as you 
desire. Bui before you start willing outlines, you 
should keep in mind that each adventure is part of a 
con Llni ting saga — in roleplaylng terms, the life and 
limes of the player characters. 
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Ideas for Adventures 

Last Arcana 

In Talifllanta. magical knowledge is power, 
Potential sources of ancient arcana Include; 

• The many ruing scattered across the Wllderlands, 

• Ttte Phaedran Combs, located along the banks or 
Llir saaca«m rJVcr In Werewood. 

• The Lost Sea in Vrmanta, a dried up sea bed that 
con Lai na the sunken wrecks of many ancient 
vessels, 

• The Dark Coast, where an entire llotilia of 
Archaen wind ships is believed to have crashed 
around the Ume of The Great Disaster, following 
an epic battle with the Baiatus sky raiders. 

• The Harljm tombs, where the ancient ancestors of 
the Cymrili&ns were burled In glass sarcophagi. 

Foreign Intrigue 

Events across the continent Invite the attention 
of adve nturera figh ting for a cat tsr at fur a rharice M 
a fortune. To name a few; 

• The QUan Empire] The Kang now conlrol the 
decadent Quail and are the true rulers of the 
empire. TheV have begun a campaign to drive Ihr 
Sauran tribes out of the VoN anir Hills, forcing 
the reptilians Into the Wllderlands mid iSr-^rr! 
regions that Ik to the west The seemingly 
passive Majidulans continue lo undermine the 
efforts Of the ruling class, white Ihe vicious 
Moridrr Khan .irr being courted by the Tins ha la. 

• The Northlands: The Mlrtn of tVHaan are under 
siege by Invading hordes of Ire Giants and by 
their political enemies, the anarchist Rasminn. 
They are actively seeking help from outside 
sources and are willing to pay mercenaries in 
gold or adamant 

• The Desert Kingdoms: The Rajans are preparing 
Tor war with their hated Toes, the Drncarlans or 
Caranlhcum. They have acquired rudimentary 
wind ship arcanology. and It Is believed that triey 
arc developing deadly alchemical toxins for use ir 
battle. The Drncartans have offered to pay for 
Information on secret Kiijnn projects, and have 
sponsored covert operations of various sorts, 

Sub-Men Uprising 

The potential fop war with the Sub Men could 
serve as a theme for an epic saga-style campaign, 
Possible ideas for related adventures: 

• Rescue: A Has ml ran moneylender. N'ndl ai Uadrc. 
Waa captured by a pack of Beastmen en route to 
tile Borderlands outpost of tkarthls. Her family 
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haw ofTered a reward of a loan of up to 20,000 
gold lumens. Interest free; this Is generous, by 
Kasinlran *l^n<tards, but perhaps not enough lo 
entice the PCs Into taking this dangerous Job. On 
the other hand, Nadl a] tiadre Is an Influential 
person whose graUtude could be worth consider 
ably more than Ihe reward. 

* It is said that ihe Tirshaia has returned In 
rrlnraniiUrd ("mi. 1ml no i tvllized person ha-* 
ever seen this mysterious figure and lb*d tr> lr|| 
the tale. Many people in c tvllized lands, especially 
In die Seven Kingdoms or Carantheum, would 
llkr ti> kmiw who or what the Tirshaia la. They 
would be willing Lo pay for this information, 

* An encounter with a warlike band of Sub-Men 
yields an unexpected discovery. Possibilities 
Include: a map showing the location of a Sub- 
Men hideout, a cryptic message Intended for a 
Sub Man i hleftalri. or news ol a meeting bdwecu 
representatives of two or more Sub-Men tribes. 
Encounters With Various Sub-Men tribes could 
occur almost anywhere In Tall s Ian Li The Za and 
Beastmen occupy the WUderlands of Zaran; the 
Drukhs are In Artm: the Mend re Khan are In the 
Quan Empire. You could plan several such 
encounters, each providing a bit of Information 
that could be Integral Lo the Tirshata's master 
plan lo unite the Sub- Men tribes. 

The Cult Wars 



Another possibility for an epic saga-style 
campaign is the rivalry n etwee a the Aarnaiituns and 
the Zandlr. Possible adventure tie In* include: 




■A group of Aamanlan acolytes mi a pilgrimage Lo 
the Wale ha Ion r make* a brief stopover In Cymri L. 
They leave on the following day, taking with them 
a few new converts,, and among them la nn 
associate of the PCs whom you have Introduced 
prior to this event. Anyone who knows this 
Individual will realm that he did not leave m hla 
own free will, hut has fallen under the spell of the 
.u uMcs. His friends ask the It! Is lo help them 
save theLr compatriot from the culL a talk of no 
Utile difficulty: the Watch stone lie* in (he middle 
of Bcastmen territory, and the brainwashed 
convert may not want to be saved, 

• Aamanlan witch hunters have been sent out to 
track down enemies of the Orthoctoxlat Cult. 
Aalam, a defrocked Aamanlan prfeal who now 
lives In CymrtJ, believes tint he la a potential 
target. He turns to the PCs for help, explaining 
that the cult plans to eradicate him because he 
knows loo much. He may offer money, or per- 
haps the artifact that some say he smuggled out 
of an Aamanlan temple. If the PCs get involved. 

I his will put them at odds with the cull, 

* The Aamanlan HJerophant, Ommis 1, declares a 
crusade against all infidels: if the PCs have acted 
against the Orthodoxlsl Cult, they rail Into this 
category and can expect retaliation.. 

The Unknown Lands 

The rulers of the Seven Kingdoms have pro 
claimed the year 620 the beginning of a new Age or 
Discovery, and are In the process of planning exped]- 
Hons to the mysterious regions that lie beyond the 
continent of Tails lan la. The opportunistic Farad have 
similar Interests and plan to send wlndshlps out to 
claim these Lands for the nation of Farad tin. Potential 
sites for exploration include: 

* Celadon: A pristine conUnenl rife with numerous 
rare and exotic varieties of flora, some having 
potent magical properties. 

■ Allarus: A continent ravaged by eons or warfare 
between the savage Vandar bibes. The Plains or 
Armageddon are Uttered with the wreckage of 
ancient siege golems, many dating bark m the 
Forgotten Age. 

• Tlie Lost Continent; The continent of Sirnbar 
sank beneath the waves during The Great 
Disaster, taking with 11 countless treasures from 
die Forgotten Age. Some scliolars ofTallslantan 
history claim that the Neurtans once lived here, 
though others say that recent discoveries cast 
doubt upon such claims. Who were the people 
who lived on this continent, and what were they 
like? 
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■ Temesla: This wild continent teems with aberrant 
tlfeforms, many of which can be Tound nowhere 
else in the World. 

For mar* titformaaon on this subject, waich jar 
nrxTcirrsirid; pnxiticis uIhjuI tht> L'nfrriouin Lands. 

Rewards for Advent tiring 

Adventuring Is a dangerous business, some- 
things character does not adopt as a way of life 
Without hope for some kind of reward. Be sure to give 
your players some kind or tangible rewards for their 
efforts While nol all rewards are appropriate for all 
characters or for all adventures, the following list can 
g|ve you a few helpful suggestions. 

• P»y: When hired for a Job. the rharatlers ran 
expect to be paid in cash or easily marketable goods. 
Dangerous missions may entail pay of approximately 
1.000 g.l. per character for a low-level party up to 
5,000 g.l. per character for characiers around 10th 
level. A fee or 500 gold lumens per level for each 
character can be used as a general guideline, ad- 
justed for the danger and time entailed in the mis- 
sion. Beyond 10th level characters should probably 
have enough power and clout to make and follow 
iJieir own injrnrtkH cither than working for pay. Pay 
can sometimes come in the form of equipment, 
supplies, ur other coiisklerallcUl-*, 

• Loot: No one calls It robbing when characters 
lake the wealth amassed by slain enemies — no one, 
that Is, except friends and allies of Qw slain. Rather 
than presenting rewards as coin, it hi sometimes 
more colorful to let the PCs find valuables or trade 
goods such as bolts of silk, gematones, gold statu- 
ettes, food and drink, or jewelry. Don'l forgei that 
many people find ways to hide, disguise, or protect 
their valuables, and Hie Kasmlrans have always been 
willing to sell their Intricate locks and I raps to those 
who can afford them. 

■ Alchemical Ingredients: Arnq hi nod, dragon 
fangs, and other blis and pieces of dangerous crea- 
tures have magical or alchemical value and can be 
sold in lands where enchantment and alchemy are 
known. Sole that the prices in the Equipment 
chapter are for buying these ingredients. When 
ijeilmn them, the characiers can gel Bpfxattmately 

50 tSOTf.uf the IKI price. And IT Ihey glut Hie market 
by bringing In gallons or Aran blood, the price will 
drop even further. Some of It might not even be 
salable, due to spoilage or other factors, 

« Magic In addition to the magic Items 
decrfbed In Chapter Six. the characters may. on rare 
occasions, discover an ancient artifact that breaks 
the rules. Archaen magic was more advanced than 
the current magic systems, and li is widely believed 
that the Archaens produced artifacts whose powers 
could not be reproduced In the New Age. The charac- 
ters may also find magical knowledge, such as 
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serous, that would be quite valuable tu 1n.113icL.u1 
characters. 

See- The Archaen Codex for more Jji formation on 
Arvhtten magic arid the last secrets of the Pbrgotltn 
Age. 

m Training: Some employers may be able to 
provide free training for Iheir em pi uyees. Usually this 
training comes after completion of a mission, but 
sometimes reputable characters may get training 
ahead of time, especially if thry need to learn new 
skill ft to perform the mission safety, such as learning 
to SWlm before going on a sea advrr i tmr. 

* Penonsl Ac co mpllshmc at : I ir | v 1 1 d 1 1 il: i i i i 

your characters, they may have persona] goals or 
goal* related to their homelands. Zandlr characters 
may want to Weaken the Aamanlan Orthodoxists, 
Dracartans WlD certainly want to fight the Raj an s and 
Sub-Men. and any character may have a persona] 
vendetta to satisfy. Be sure to give the characters 

inn- bin^lblc reward In addition to these more 
abstract rewards. 

• Power As characters advance in level, they 
may seek to amass power, which might be political 
martial, magical, or mercantile In nature. Merchants 
may find ample reward simply In establishing them 
selves in good standing with Important leaders or 
major suppliers, or in aoUdlfylng their control over a 
trade route. 

■ Fame: Being known for prowess, knowledge, 
or wealth has been the goal or more than one driven 

adventurer. 

Awarding Experience Points 

Experience point* are awarded by the 
C i me master on the following basis: 

• One lo ten points per each adventure or single 
game session In which the characters take part. 
The exact number of experience points awarded 
for any adventure Is up to you to determine, 
baaed on your appraisal of the degree of difficulty 
entailed In the scenario, Each character who 
lakes part in the adventure receives the same 
number of experience points for this accomplish- 
ment. 

• One to three points for good roieplaylng. based 
on the perscnaa that the players have given their 
r I Hinders. Points iil.jv br .iu.uth-iS for 
exceptional, Innovative, or clever play, 

• One point per each game week that the player's 
character devotes exclusively lo Improving skills 
related Id his or her chosen profession. Practices 
lhat may be rewarded in this fashion include full- 
time study with a master or superior, training, 
research, experimentation, and so forth. 

Gamemaster's Section 



Time in the Game 

The relationship between real time and game 
time Is up to you to determine. If the gaming group 
meets regularly, you may employ a standard lime 
frame as reference, so that one day of real time 
equals one day of game time, nnr day of real time 
equals one week of game lime, or whatever seems 
most convenient. Some flexibility will, of course, be 
required. 

If the group does not meet regularly, you might 
prefer lo adopt a loose or unstructured time frame, in 
that case, you determine when opportunities for 
adventure Will occur, how much time passes between 
adventures and so forth. 

Either method Is line, so long as you keep track 
of what is going on. To this end. It may be helpful to 
keep a log of the group's activities, noting Important 
dales as they occur based on the Talislantan calen- 
dar, A log of this sort provides a written record of the 
groups accomplishments and can often be entertain- 
ing when reviewed at a later dale. 
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Travel 






Movement Rat* 






All fltfu™ listed here represent the nverntfc rule of movement In miles per day. from dawn 10 


duak, You nhouki modify tlje.se figures U 


neeewary HMwrdinjt 111 jP Lmr cirrumaljince*. 


Overland Travel 




Travel Mode 


Road Open Rugged Very Kujjjjed 


Ahtra' 


35 


35 36 ifl 


CwTUufc (fancy j 


50 


35 ib 


Cart [arnjJJI 


35 


30 Ifl — 


Dray/tarpj wn*on 


25 


25 15 6 


T J^irip 'i i I'tfi 


50 


1 00 HQ — 


Ban*" 


JO 


40 20 IB 


Hoot 


2<S 


^n 1 ft 


Land ark/bw£e 


30 


so as — 


Luxid/niungotK:] lizard 


36 


35 20 IB 


Land dragon 


30 


30 30 35 




30 


30 35 20 


Ogrlplujit 


25 


25 20 10 


PmlanquWIltter 


IB 


10 s a 


S<etf: -engine (Ufttit) 


20 


IB ID — 


Siege-engine (heavy) 


IS 


10 a — 


Strlder 


30 


30 35 15 


Wot churtot [Kiintf 


30 


a& is id 


WiU- dragon [Kong) 


aa 


25 25 IB 


War vrngfon iKiiioakrtiUil 


50 


40 IB S 


**S mlla for antra. -5 nilkn for tMUm 




" * S mile* for «UwmwcM. an 


rot In very rujWcd terrain E-SmBol} 


ItKMB A iMd U drflrH-i1 nn>- 


m t|fh ijil 1 KorotadifBTT. thai h reaaxtoabh 1 well maintained vvi Irir i:lnl»inn ilui: 


Open terrain Includes plalnn. flnllnndu, pmt! ™> fririii 


Huuped terrain alcjilflf* hllt:« luiln *i»«II..<ihSm. 


liii.krn Irnnln and lhe like. 


Very niaVt™l Irrrwln »l*rdrt<-" ™ 


kanlataa, nrasr 


pa. Jungles, and the llkr 


Inclement weather condltlona rnny nrdurr rates liy 50% ccmnre. 


Airbome Travel 




it ivr: Mode 


Favorable 


Renditions Unf«*onb1e Cond! tiotu 


Wind rigger 


■21H 


30 


Avian (small)* 


100 


ao 


Avian Chumanald)' 


130 


BO 


Avian (large)* 


SO 


40 


Acrla] palanquin 


40 


10 


Wtndddp 


200 


7B 


*** ' on ■ nctd rnUn(£ of *+i 


ailjmi try \<i\M 


or mbmii S muci per pnkirt ofSPO. 


Notes: Favorable ronillttonii i™li™ie rtr*r *o 


riher and mwVk wtnda or ulhvmda 


Unfavorable remdlitana Indicate high wlrtda. hew*y rnri-l|iU*rliai, and/tie reartrtcted YlalhilHy. 


Waterbome Travel 




Travel Mode 


PaVorali 1 r Cond itittn* 


Hiijrfi- fi.n l/VrrutdJ 




00* 


Cnxfta hargc 




20 


Coracle (liuian) 




90 


Dnn^on barrrnc [SimraJ 




160 


Cidky 




80 


tec schooner, large IMlrlii) 




ISO 


tee schooner, arruUJ (Mtrln) 




ISO 


MptcJwii ship fZondlr. etc 


1 


125 


Pleasure barflc (Q*Jim) 




26 


Hull 




10 


Reed boat fjairlanl 




25 


Stiff/punt 






Corrack (Mangar] 




200 


Trireme [Parthenianl 




120 


Warship 




100 


* Thai ha total dlaConce cmxred: 


HUV nvrr in iih1ihh.i», dlaUrice "an the tulranc flea' may be enraldernlily leas- 


Haica: F*vwiMc Wfdtpon* Ipdfculc cairn x* 


La and f ■vorabh: Wind*- K«N* k»i"l fi^um In* unlaviirbtile wlnda or 


currents. rui^lK^Mi 'i hil h>VMnl« 


•nil au binh,. Sad pa wered craft harre Ihc advaatagr U brlntf ahk in tn<vr| }4 limm 


per day. while s*Ueys can only achieve Chr awrcc di*n£ by tarrying « •**« aa many galley alavra aa are used 


ml mm one UnK, On tSe ether hajul, Bailing antra are at the mcn-v cf iKr winil< S.nl |..Mrml n:d> h.v.t a 


nuKdicnl factor a( aero when Ijrwdnfd 
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Adventuring in Talislanta 

This section provides specific rules and guidelines for running adventures In th* continent of TaBsfeui ta. 



Climate and Weather 

TaJlslan La's climate and weather vary consider- 
aftly armrrilng to region and seasonal uoutllltrins :vi 
we]] as lea* predictable factors. The aftereffect* of The 
Great Disaster are still evident Ln some regions and 
can manifest in a variety of aberrant conditions such 
as black winds, ghost winds, icicle rain, and others. 
You can use the following tables to determine 
weather conditions throughout the course or the 
campaign, as desired. Use the climate chart la 
determine which *r;i<h<*r table to use for the region 
In question. 

Clbnmte Chart 

Temperate: Generally mild, with moderate 
precipitation. 

Tropical: Generally hot and humid, wllh heavy 

seasonal rains. 

Subtropical: As per tropical, though less extreme, 

Arctic: Frigid temperatures, heavy snowfall. 

Subarctic: Cool to very cold, with seasonal r. unh- 
and snow or hail 

Arid: Warm to very hot. Utile precipitation. 

Aberrant: Regions affected by The Great 

Disaster (see Aberrant Weather 
Condition*!. 



Weather Tables 

To determine the weather conditions in a given 
refilntv rail n tilO and consult the appropriate table 
lor the climate, taking lata account any modifiers 
listed for seasonal variations. All temperatures listed 
are based on the Fahrenheit scale. 

TEMPERATE 

(average temperature 50 + d20 decrees! 

1-B - Clear, little or no wind 

6-12 - Clear, variable winds. 

13-15 - Clear, high winds, 5 degrees. 

16-18 » Overcast, variable winds. ■ 10 degree*, 

19-20 - Rain, variable wind*, -10 degrees. 



Modifiers: 

Spring (Ardaii and Drome): +5 on roll. 
M«Uan Mhaiig. I^ifolls. and Phandlrfc: +10 degrees. 
Fall rTallsandre and Zar): +2 tan roll, - 10 degrees, 
snow Instead of rain possible, especially when 
temperature drops at night. 
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TROPICA!, 
(average temperature 60 + 2<±2Q degrees) 
1-8 - Clear, no wind. 

9- 1 2 - Clear, variable Winds, -d 1 0 degree*. 
13-17 - Heavy rain for d4 hour*, high winds. 
1 6-20 - Tropical storm. 

Modifier!: 

Spring: +7 on roll, roll of 1 3-17 » monsoon. 

Median: + 15 degree* 

Fall: +3 on roll. ■ 10 degree*. 

SUBTROPICAL 

(average temperature 70 * 2d20 degree*} 

I- 10 ■ Clear, no wind. 

II- 15 ■ Clear and breezy, -d 10 degree*, 
16-17 - Ram Tor d4 hour*, variable wind*. 
18-19 - Heavy rain lor d3 bourn, high winds. 
20 - Tropical storm. 

Modifier*: 

Spring: +5 on roll. 

Median: + 10 decrees. 

Fall: -] on mil. -10 degree*. 

ARID 

(average temperature GO * 2d20 degree*), 

I- 10 

II- 16 
16-17 
18 

19 



SUBARCTIC 

[average temperature 30 + d20 degrees] 



20 



Clear, little or no wind, +dlQ degrees. 

- Clear, variable winds. 

■ Sandstorm, high winds. 

- Heat lightning for <±20 rounds, high 
winds. 

• Special; mil dS 1-3 - acid rain, 4~G - 
black wind. 

■ Rain for d20 rounds, variable 
Winds, - 10 degrees. 



Modifiers: 

Spring; +2 on roll, 

Median: + 10 degree*. 

Fall: +1 on roll, -10 degrees. 

ARCTIC 

{average temperature 2d20 degrees) 

I -5 - Clear, little or no wind 

6-12 = Clear, variable winds. 

13-14 -Clear, high wind*. -10 degree*. 

15-lfi = Stain* for dlO hours, I Inch of snow 

per hour. 
IS - Icicle rain for d2u minutes. 
2 0 - Blizzard for d20 hour*, 3 Inches of 

snow per hour, <±20 degrees. 

Modifier*: 

Spring: +3 on roll, +[0 degrees, 
Median: None. 

Fall: +6 on roll. -20 degrees, douhle 
snowfall totals. 



1-8 
9-12 
13-16 
17 



16-20 



* Clear, little or no wind. 
■ Clear, variable winds- 
= Overcast, variable winda. - 10 degrees- 
= Special; roll dS. 
1-3 = Icicle rain for d20 rounds). 
4-6 - Bllnard for dlO hours, 2 Inches 
of snow per hour, <120 degrees. 
= Jipn-ud; rnlhlK. 
1-3 ■ Snow {66 inches). 
4-6 • Rain for d-1 hours. 



Modifier*: 

Spring: 45 (precipitation is always rain], +10 

degrees. 
Median; None. 

Fall: +3 (snow Instead of en Ink -20 
degrees. 

ABERRANT 

(temperature varies according to region] 
1-14 - Conditions as per specific region. 

15 - Acid rain for d20 rounds. 

16 - Stack lightning ford 10 rounds. 

17 » Black wind. 

] 8 - Icicle rain for d I D round*. 

19 -Ghoatwtnd, 

20 - '.Viti'li wind. 

Modifier*: 

None. 

Definition of Terms 
Variable Winds 

Wind velocity » d20 mph (+5 mph In temperate 
region*. +10 mph In tropics and subtroptcs). Condi- 
tion* are usually favorable for sad driven vessels. 

High Winds 

Roll d& for direction and consult chart below. In 
game terms, high winds may or may not be favorable 
for sail driven vessels (50/5O chance or 
game master's ruling). Minor damage to sal I ■ driven 
craft may occur under unfavorable conditions . 

Wind Dliecuon (mil d8| 

1 - North 5 - South 

2 - Northeast 6 » Southwest 

3 - Cast 7 - West 

4 ■ Southeast S = Northwest 

Monsoon 

A drenching rain usually accompanied by high 
winds, Visibility Is nil. sea vessels may sufTer damage 
or be capsized, speed for beasts and land convey- 
ance* Is halved. 
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Tropical Storm 

Hurricane- force winds, heavy rain. Conditions 
are as per a monsoon, only wciv: damage to all bul 
the sturdiest structure* la probable. Individual* who 
(all to take shelter ran suffer up lo d4 damage per 
round from flying debris, high winds, and so forth. 
Llghliilng often prriTflfs a tropical ■-■lorni 

Sandstorm 

Visibility Is nil. High winds and wind driven 
sand can cause 1 point of damage per round 10 
unprotected creatures and beings. Damage U> tight 
structures. sails, or rigging Is possible. 

Blizzard 

Visibility Is greatly Untiled or nil. Driving wind* 
and heavy snow make travel difficult (W speed for 
beasts and conveyances) or more Likely im|«sHible. 



Aberrant Weather Conditions 

The Great Disaster of ancient limes wreaked 
havoc upon the Tallslantan environment, causing 
drastic changes In the climate and ecology of such 
regions as the Sinking land, the Wlldertand* of 
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Zaran, the Wastelands ofKharakhan, and other 
areas. Clouds of toxic smoke, aj chemically active 
fumes, iirid magically irradiated dust particles 
dispersed Into the upper atmosphere as a result of 
this cataclysmic event continue to affect weather 
conditions throughout many parts of the contlnent- 
The most common of Lhese meteorological amino] lea 
Include: 

Acid Rain 

Add nun K a yellowish rain with caustic 
properties believed lo be caused by clouds of conro- 
a(\t gases mingling with ordinary rain clouds In the 
upper atmosphere. Acid rain withers plants, discolor* 
atone, pita nonmagkal me tola, and does I point of 
damage per round to organic substances and unpro- 
tected living creatures. Duration of an acid rainfall Is 
generally d20 rouivds. 

Black Lightning 

BLuck lightning la comprised not of electrical 
energy, but o? arcane energy. Its cause remains 
unknown: certain Tallslantan aeromanoei* have 
LhcorLxrd that this uncommon effect occurs In 
regions where a black wind has dispersed. Investing 
the surrounding area with unstable magical energies. 
A dark, swill-moving thundercloud I* often the only 
warning that such a storm Is about (o occur 

A "rain" of black lightning may last d 10 rounds, 
producing boll* of varying power [dlO x 6 points of 
damage), there Is a 50% chance per round that a 
creature of object In the affected area will be struck: 
objects or creatures standing at higher elevation* are 
most likely to be struck, as are individuals carrying 
magic items or enchanted Weapon* and armor Black 
M lining Is attracted lo magic Item* as ordinary 
lightning Is to metal. 

Black Wind 

A black wind Is a dark, swift -moid rig cloud of 
unnatural vapors charged with accumulated magical 
energies. 11 le effects of a black wind are unpredlct- 
able: Instances of random metajnorphosla, transmu- 
tation, changes In skin tone or ImkIHv height, toxic 
contamination, and various cursed maledictions have 
all been reported. Similarly, the duration of a black 
wind's effects Is often impossible to predict. Black 
winds seem to originate In areas where vast amounts 
of magical energy havr Ix-eli unleashed, either all at 
once or over the course of time. A* black winds are 
magical In nature, the effects or these strange phe- 
nomena can usually be neutralized by the use of 
countermaglcs. The wind passe* of Itself In moments. 

Icicle Rain 

Icicle nUn Is a dangerous type of frozen precipi- 
tation rettrmbllng a hall of dagger sharp shard* of U c 
ranging up n> a fixil lo length, icicle rain doe* d4 
points or damage per round to living creatures, 
Vegetation, and all but the most durable sorts of 
objects, equipment, and structures, file duration of 
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an icicle rainfall rarely exceeds dJO rounds. The 
A i lane attribute such occurrences to the exhalations 
of the Ice G tart I population of Narandu, an explana- 
tion sufficing primarily for Ink nf any »thrr. 

Ghost Wind 

A ghost wind Is a chilling wind thai Is believed 
to blow forth from the spirit realm*, emanating from 
the countless ruined dUes, graveyards* and battle- 
lirounds that litter iiir iMains ofGolannand the 

Wllderlands of Zaran. The swirling winds, while 
seldom or an intensity sufficient to cause any great 
diflh ulty to travelers, have an ominous effect on moat 
types of Irving creatures. Wild beasts become agitated 
and domesticated animals may panic or desert their 
masters. Intelligent beings are often instilled with a 
Vague sensation of fear; (n extreme cases. Individuals 
may experience temporary attacks of Insanity or 
claim to be possessed by vile splrttforms. Less 
frequently, a ghost wind may carry In Its wake one or 
more shadow wights or other noncorporeal entitles. A 
ghost Wind passes swiftly, though Its effects can last 
Tor several hours, 

Witch Wind 

In common usage, "wllrh wind* Is a colloqulal- 
>.mii rr>r any strong, howling wind- In legend, |l Is 
I ■ ll<'Ved that strange sounds are borne on a witch 
wind, Including moaning voices, curses, ancient 
chants and Incantations, terrible secrets, and mysti- 
fying prophecies. A witch wind recurring In open or 
Hat terrain may develop Into a tempest, a raging 
storm capable of capsizing ships at sea or causing 
great damage to all but the sturdiest structures. 
Such 3tQrm« may last Tor hours or pass after J List a 
few momenta 



Hirelings 

Hirelings are Individuals who work for pay. 

Salaries for Hirelings 

The following ta a list or the average salaries 
earned by members of various trades and profes- 
sions. It should be noted that, like merrhandlsc, llir 
price of service* may vary considerably according Lo 
the Laws of supply and demand. You should fee] free 
to adjust pay rates by as much as -50% In areas 
where members of a given profrs-4|r»ri are common or 
up Id +200% in areas where Hie reverse Is true. 

Administrator 

Individuals of this profession Include foremen. 
c.uitrLl.in.-;. seneschals, officials, agents, burraurrai;.. 
and all Others hired to oversee the operation;! I ilrl.itl', 
of a business, eslate, or government agency. Salaries 
range from 2-10 gold Lumens per wrrk per level of 
lln- administrator. 



Alchemist 

If an employer can provide a fully stocked 
laboratory facLUty, he or she may be able to obtain 
the services of an alchemist on a long-term basis. 
Salaries avenge about 5 gold lumens per week per 
level, Slndaran alchemists Invariably demand extra 
pay, perhaps 7 gold lumens per week per level. 

Artificer/Artisan. 

Included In Lhls category are all builders and 
< ruflspeople su< h as rnelalsmllhs, gemsmltfis, 
glasamllhs. tanners, clothiers, woodworkers, carvers, 
carpenters, masons, limners, wainwrlgh ts, cobblers, 
tinkers, armorers, weaponers, ftetchers. and SO forth. 
Skilled workers of this sort may earn from 1-4 gold 
lumerw |wr wrek per level of ability. 

Astroluger 

A t|uallf|ed astrologer Will generally charge 
about 1 5 gold lumens for a detailed reading of an 
Individuals future aspects. Sari 3 la fortune tellers, 
profession I mystics, Zandir charlatans, and persons 
of similar repute may charge considerably less — or a 
good deal more. 

Beast Handler 

These Individuals may be hired 10 tame and 
train wild beasts, either full-urn* or on an Individual 
basis. In either case, a beast handler will generally 
charge from 2-6 gold lumens per week per level of 
ability: double or triple this amount If the beast In 
Question is particularly dangerous. Jaka are consid- 
ered the most skilled at lhls profession. 

Private boat or barge owners may agree to 
transport Individuals, their mounts, or cargo by river 
or take for 1-10 gold lumens per passenger, mount 
or hundred pounds of cargo- Large passenger carriers 
may offer reduced rates; conversely, fishermen and 
small craft owners may demand unreasonable sums 
for their services. Boa Is men asked to venture Into 
dangerous waters may demand two, three, or even 
Tour times the usual rates. The JJaim iif Zandu are 
notorious for both the exorbitant fees they charge 
and their refusal to negotiate terms. 

Bounty Hunters 

Individuals of Oils profession Include Jaka 
manhunters. Jhangaran bounty hunters, Nagra spirit 
trackers, and others. Most charge anywhere from fifty 
to five hundred gold lumens per Job based on the 
relative renown and reputed capabilities of the 
Individual who is to b>- hunted, plus expenses, This 
fee Increases substantially if the individual sought Is 
known to be dangerous. Most bounty hunters are not 
assassins, though some make Utile distinction 
between the two professions. Aa, man lan witch 
hunters are unique In that they work strictly for 
mana points, 
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Caravan Master 

Caravan masLers wlU transport large sums of 
goods overland for (airly reasonable rales, generally 
10-20% of trie value of the goods, those who own or 
operate carriages, land barges, or land schooners 
may agree Id take on passenger* Tor a fee or 1 0-20 
gold lumens per hundred ml lea: food and wa ter may 
or may not be Included. Orgovtan caravan masters 
will only accept barter. 

Crew 

Crew maybe hired to help i»pria1c any Lypc of 
land. ae.i, or airborne conveyance Tor I gold lumen 
per week per level of ability. Included In this category 
are draymen, sailors, winds hip sailors, and so forth. 
ITkr ^iLUu s of Zand n arc considered a cut above the 
average. 

Engineer 

Engineers may be hired to design plana for any 
type of roadway, fortification, excavation, structure, 
or conveyance, typically for a fee of about 10% of the 
estimated cost of the construction, Vajra engineers 
are well regarded, as axe their Arfllllte counterparts. 

Guide 

Most wtldertands guides will work for I gold 
lumen per day per level of ability; double or triple this 
If I he guide must venture Into hazardous region t. 

Healer 

A, healer's services may be obtained for as MtUe 
as a few copper pieces or as much as a sum] I fortune. 
Much depends upon the healer's reputation And past 
accomplishments, and the demand for ill - m lier 



talents. Faith healers commonly work for "free," but 
request that the recipients make a generous donation 
to their causes. G nor Is. Allan e. and the Dhuna are 
considered skillful healers, aft are some others. 

Laborer 

Individuals | n this category Include bearers, 
farm workers, herders, mud miners, glass miners, 
Iron miners, sand miners, kitchen help, stable hands, 
and so forth. Most are grossly underpaid, averaging 
Just 2-20 silver pieces per week. Monad servitors are 
tireless workers knewn for their obedience lo com 
mantis. 

Lititjutur 

The services of n qualified litigator range widely 
in cost according to the litigator's reputation and field 
of expertise, "Public defenders"' may earn no more 
than tile average artisan: litigants who regularly 
accept only wealthy or Influential clients may com- 
mand fees up to thirty times this. The SLnd:inni« :u* 
skilled In this regard, as are the CymrHlans and 
Kasmlrans, 

Magician 

A magician may be hired lo cast a single spell or 
couriers pell for up to I gold lumen per level, more If 
the spell or counterspetl desired la or a very danger- 
ous sort. Those who seek full-time work may charge 
up to 5 gold lumens per week per level of ability. In 
places where Individuals of this profession are either 
very common, such as Cymrll. or poorly re LJonl^l, .is 
In most other places, magicians may work for a good 
deal less than this. 
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Mercenary Warrior 

Individuals of tills profession Include common 
Infantry, sell -swords, cavalry, caravan or harem 
guards, and sentinel*, as well B* such "spec tails Is* aa 
A i unite knlfc-flghters. Danuvian swordswomen. Jaka 
scouts, and Zandlr swordsmen and swordswomen. 
Few mercenaries are paid more than fifty silver pieces 
15 gold lumens] per week regardless of level, with 
non commissioned officers earning three fsergeant). 
3 b( (lieutenant) and ten (captain] times (ills figure. 
Individuals who work for private concerns, such as 
personal bodyguards, may command fees of fifty gold 
lumens per week per level, or possfbty more. 

Merchant 

Merchants generally receive a commission of 
10-60% of the retail price on all goods thai Ihcy sell. 
The Ispaalans and Farad are among the most Crafty 
mercantilists, aa are the Djafflr, 

Nauigat&rfPilot 

1 ndtvkluals of this profession Include 
E'banlasUin and Cymrlllan astrajjiillmilsl*. Umcartan 
duneshlp captains, Aeriad barge-fort pilots, land-ark 
navigators and so forth. Qualified pilots and naviga- 
tors may earn as much as 5 gold lumens per week 
per level of ability, 

Revenant 

Members of the Artmtle secret society known as 
the Revenanls specialize In revenge- for- hire. Rates for 
their services vary widely according to type, as 
follows: 



Deliver Insult to a rival: 10 B,p. 

Deliver a threat to a rival: 5 g.l. 

Vandidize a rival's property; vdi g,|. 

Physical coercion: 50+ g. I, 

Removal of rival's body part: 1 00+ g.l. 

Abduction of rival's next of kin: 500+ g.l. 

Removal of rival: | ,000+ g.L 



All fees are subject I© Increase according to the 
relative status of the Intended victim: for example, 
the removal of a magician of even average repute 
could cost as much m 100.000 gold lumens. Note 
that It Is possible to buy off a Revenant contract for 
an amount equal to double the listed fee. 

Scholar 

Individuals of this profession include man Ian 
IheosophlatB, Slndarari antiquarians. Calhdlan 
t ryptomanoers. Cyinrllian archivists, naturalists, 
historians, and so forth, Understudies, such as 
scribes and apprentice linguists, will generally charge 
only a token fee (1-20 silver pieces! for a consults- 
tlon. or for each day required to research » particular 
subject. Master- level scholars can command as much 
as alchemists, or even more. 



Spy 

Spies, specialize In Information- gathering, 
ranging from common Informers to the most art ml 
saboteurs. The fees charged by these Individuals also 
vary widely, from as little as a few sliver pieces to 
thousands of gold lumens, 

Yassan Technomancer 

The Yassan are experts In the repair and 
maintenance of almost anything from septic systems 
to wlndship levJtAllonais. Their rates vary according 
to a complex set of specifications, taking Into account 
the lime, materials, and precise degree of difficulty 
entailed In Ihe completion of the job. The minimum 
fee for any work Is 5 gold lumens per hour, which 
Includes a free estimate. 

Talislantan Calendar 

The Tallslantans employ a lunar calendar based 
on the cycles of Ihe seven Talislanlan moons. The 
calendar Is divided as follows: 

One day - 2-1 hours. 
Seven days - one week. 
Seven weeks ■ otic month. 
Seven months - one year. 

Then: are forty nine Weeks 13-13 days? In a year. 

The months are named after the seven moons, 
with each month corresponding to the time when Its 
namesake Is In the full phase. Days have no names, 
but are always referred to by number, such as the 
iwrlilh. nrArd.m i>r Uic thirty -seventh of Drome. Days 
with numbers divisible by seven (7. 14. 21, 28, 35, 
42. and 49] are called 'high days.* In many 
Tidl.tlanian religions, high days arr i un.tldrrrd 
sacred, a time for fasting, penance, and sacrifice. 

The seven -month fall a lan tan year Is divided 
Iih<j llucf seasons: 

Spring: The first two months or the year, Ardan 
and Drome, constitute the spring season. Heavy 
rainfall Is common throurjinul temperate regions, 
with tropical storms ami iitnnNtxms occurring more 
frequently in warmer climes. 

Median: The middle three months of the year. 
J hang. Laeolls. and Phnndir, consUtute the median 
season- Warmer temperatures arc typical throughout 
the continent during this period. 

Fsll: The last two months of the year, 
Talisandre and Zar, constitute the fail season. 
Temperatures are generally lower throughout the 
continent, with increased chance of precipitation. 
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Calendar of Notable Dates 

Lit of Ardan — Annual Clash, of Champion* 

ChoHii representatives of Am nan and Zandu 
meet In combat atop the Great Barrier Wall. The 
vU UivUmn n.'iUon Js awarded proprietorship ciTlhc 
wall for Ihe year, reaping a vast profit In toll rev- 
enues. 

3rd of Ardan — Jhs 

A Jhangaran holiday viewed by the populace 
mainly as a good excuse to gel as InlOKlcaled as 
possible. Customarily, a rather gloomy wr-aston. 

7th of Ardan — Night of Fools 

ZamJu'y Liwm ;ur. trmrjorartfy rescinded for one 
evening, and the capital dry of Zanth la transformed 
Into a veritable madhouse, with costumed revelers 
dancing dninkrnly In the streets. 

14th of At dan — Day of Reckon lug 

On this day In the year G13 the legendary ruler 
of the Za, the TlrshaLa, revealed himself to a gather 
tng of the many Za clans, thereby fulfilling an ancient 
prophecy. This dale is now regarded as the first 
dawning of the new era: the Day of the Sub-Men. 

2 1st of Ardan — Slndaran Trivarlan Gompeti* 
(Jon 

A tournament pilling the most accomplished 
nadirs against each other for the Honorarium, a 
g.iriih trophy awarded to Uie winner of the competi- 
tion. The event attracts much Interest In Sindar, and 
the winner is arnorded great honor and prv«<|^. 

1st of Drome — Eaamlr Trsipnitlth 
ConvcnUun 

A gathering of the most skilled Kasmlran 
artificers. New products are displayed and seminars 
held on all facets of the business. 

2nd of Drome — Anniversary of the Opening 
of the Great Barrier Wall 

The Aamanlanfl. who won the Drat Clash of 
Champions held on this date, still contend thai they 
were shorted a month and a day's toll revenues when 
the tournament was moved to the first of Ardan on 
the following year. 

7th of Drome — The Caliph's Feast 

Annual gathering of all the pjafflr tribes, held 
either at £1 Aran or Al As had. The Caliph of DJafla 
h<N<rs complaint*. ;trb|tnit<"* dispute, and accepts 
offr rings from the varfoua tribes, A great feast Is held 
thereafter, lasting three days and nights. 



30th of Drome — Anniversary of the One Day 
War 

An occasion for unrestrained laughter and 
feasting in Dump. celebraUng the Crvomekln's swift 
victory over an Invading army of Dark! Logs In the year 

67. 

4 2nd of Drome — The Conjugal Feast 

This colorful pageant, held In Danuvta, features 
a procession of male* competing lor the affection of 
the Danuvfan Queen. The top three contestants are 
rewarded by being appointed lo the queen's harem of 
male consorts. The female populace of Danuvta bids 
on the remaining eligible males. 

49th of Drome — Equinox 

Traditional celebration of the end of spring and 
ihr tir£LMiitng of the median season. A national 
holiday In As Lax, providing the Muses With yet 
annlhrr excuse (o avoid work. 

lit of Jfumg — Feast of the Med God 

A feast in honor of the Kang God of War. Zorlah. 
The dale Is marked by large-scale bouts of ritual 
corabal followed by drunken n-vrlry. 

7th of Jhang — Day of Rage 

Anniversary of the Massacre at Dracarta, a 
black day In the metnory of the Rajans. Conversely, 
the day la observed by feasting In Canuitheum. 

30th of J hang — Gso Line ration Day 

Amilvrr^Liy of the Sea Rogues' liberation from 
Ihe Fhaedrans, The Sea Rogues are known lo be 
uncommonly churl tahlr nn this d.sy, sometime* 
reducing the ransom of hostages, sparing condemned 
felons, and so forth. 

tfitn of Jhang — Tournament of Challenges 

A Tazlan festival featuring exhibitions of martial 
prowess, with ThnaUs rompcuhg In various categories 
for awards of up to 10.000 gold lumens, 

1st of LaeoUa — Anniversary of the Battle of 
the Sea of Sorrow 

A national day of mourning in both Aaman and 
Ziindu. with solemn gatherings of hooded mourners 
laying wreaths of dowers upon the waters of the Sea 
of Sorrow. 

23jth of Lseolla — Ritual of the Midnight 
Suns 

An occasion marking Uie longest day of Ihe year 
In I.'Kaan. 
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27th of L-ieolis — Vigil of 

Observance oftfie -Jxiiig W.iir marking ihr 
anniversary of the passing of the mystic Xnnadis into 
the next world, the descendants of Xanadaa's 
original follower* spend (he day and night scanning 
the horizons, searching for some sign of him. 

49th of Laeolls — The Ghost Moon 

On ihlft evening. Che moon La rolls passes 
Phandlr In the night sky, producing an eerily lumi- 
nescent 'ghost' moon. Considered an 111 ao pec ted 
evening by mosl Tallslanlan peopk-a. 

1st of Fhandir — The MaglcsJ PMr 

A two-week long spectacle with numerous 
attractions, all commemorating the anniversary of 
the founding of the Tree kingdom ol Cymrli. Exhibi- 
tions of magical wares and adjunct* are held 
throughout the duration of the fair. 

7th of Fbandlr — Wlndshlp Regatta 

A windshJp race marking the midpoint or 
t-v-rurll'a Magical F.iJr. Crews rrom the Isle ofPhantas 
.ii id ullier distant locales compete again st ("yrm llUirt 
astrugiUlorilsta fri-r :i crystal Ireptiv .mil ,j [jfl/r 4 if 

20.000 go!d lumens. 

14th of Phsndlr — Closing Ceremonies for 
CymrLl * Magical Fair 

Numerous events are featured, Including the 
Lyceum Arcanum's Annual Awards Dinner, magical 
"duels" for wagers and prizes, and. every seventh 
year, the coronation of Cymril's Wizard King or 
Queen. 

35th of Fbandlr — Charade 

A festive celebration held by the Hadjln noblUty. 
restricted to only the wealthiest members of Hadjln 
society. The high light is a grand masquerade ball 
held in the Royal Palace of the Hadjln 
Crandeloquenre. nominal ruler of Hadjbtan. 

49th of Fbandlr — Conjunction of the Twin 
Suns 

Celebration marking the meeting of the twin 
suns in the noonday sky. Feasts ;\iid dancing hit 
held throughout much of the continent except for 
Aaman, Rajanlstan, and the unchdUzed lands; In 
Ghana, the conjunction b viewed as an evil omen. 

1st at Tallsandre — Harvest of the Sliver 
Moon 

Beginning of the week-long harvest season In 
Vardune. While the vtridla crop is being harvested. 
Utile else occurs In the region. 



7th of Tallsandre — Anniversary of the 
Founding of the Seven Kingdoms 

A naUonal holiday throughout the seven 
member kingdoms. A great festival is held in the 
bazaar at Cymrii in commemoration of this day. 

14 th of TstHuodre — Festival of the Bizarre 

An annual exhibition of oddities and diversions 
held on Uie Isle of Thaecia. Participants wear COS' 
turnes or makeup, with prizes awarded for the most 
outlandish apparel. The cllmajc of the week-long 
festival IS Ihe awards ceremony, A committee of 
Thaectan enchanters and enrh-m tresses reviews the 
exhibits and awards prizes of 10.000 gold lumens In 
Ihe categories "Most Unique.* "Most Provocative" and 
"Most Absurd," A grand prize of 100,000 gold lumens 
is bestowed in the foremost category. "Most Bizarre." 

3 lit of Tailaaxvdre — Carol rale 

A convention of Farad mongers, procurers, 
usurers, and monopolists. Rare and costly goods. 
Including stolen and contraband merchandise, are 
offered up for sale at auction. Held In the market- 
place of Tartin. the event is open to the g en e r al 
public, with an admittance Tee of ten gold lumens 
charged at thr <-|ty gntes. CamJvale lasts from 
midnight to midnight of the following day. 

12n d of Tails an Are — Anniversary of 
Kabros's Departure from Phaedra 

A minor holiday observed mainly by magicians, 
wizards, and the like, 

28th of Talhsaadrc — Festival of Jamba 

Celebration commemorating the revival of trie 
lost art of thaumalurgy, an event credited to 
Carantheum s patron deity, the mysterious Jamba. A 
great feast Is held in the capita] ofDracarta. paid for 
by the King or Queen or Carantheum. Duneshlp 
races are held outside Uir , uy wr|| S) with exhibitions 
of thauma turglc skill and various sporting events 
held throughout the capital, 

49th of TaUsandre — The Emperor's Feast 

Formerly, an official holiday of the Quan Empire 
on which citizens were required to pay homage to Ihe 
Emperor with glfta. In the past the procession of glfl- 
glvrrs, nftrri HfrrlrUed lor miles around the Royal 
Palace and the capital dry ofTtan. Since the Kong 
seized control of the empire; lit ol the Emperor's 
Feast is observed only by the Quan, who still give 
gins to the reigning puppet Emperor In accordance 
with Ihe old traditions. Needless to say. the occasion 
Is not what It once was. 

1st of Zar — Eve of Prophecy 

A customary observance of the Ur clans, who 
gather around the monstrous stone Idols that Utter 
their land to await prophecies and portents. To 
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appease the populace, the LTr shamans arc said to 
stage various mock omens, "si£ns from the god-i, ' 
and so forth. 

6th of Zax — Paadaam oulum 

Traditionally, an evil night when demons and 
malign aplritform* are believed to come forth in 
search of mortal victims. Few «rUJghl*n«J 
TallaLin tans give murh credence to this old custom. 
In Ghana, the- dale has great significance, and Is 
considered an optimal time to perform certain black 
magical rites and rituals; In Rajanistan, 
Pandapmonlum marks the beginning of a wrrk Ujjiji 
Celebration In honor of the dread entity Death. 

7th of z*r — The Septcnpoiai concordance 

Beginning of a fourteen day period during 
which the seven Tali » Ian ton moons remain in align- 
ment. Regarded as an LU-aspetted time, particularly 
in Jhangnra where the populace Uvea In Tear of the 
homg. a monster rumored to stalk the awamps 
during ihe Seplenartal Concordance. 

13th of Zar — The Dance of Death 

Morbid festivities marking the culmination of a 
week-long celebration of Death, patron divine entity 
or the Rajana. Sacrificial rituals of varying sorts are 
featured, leading up Id the climax of the feast— Ihe 
Dance of Death, when dancers In Iron death-masks 
plunge blindly into the throngs of drug-crazed 
Worshipers, staying Indiscriminately with ceremonial 
axes, swords, and oarers. 

49th of Zar — Judgment Day 

An Aamanlan holy day when Ihe Orthodoxlsl 
monitors tally the yearly mana totals of the faithful. 
The resultant promotions or demotions in status are 
posted in the cults numerous temples and halls. 

Cults, Secret Societies, and 
Magical Orders 

The following la a list or cults and organizations 
known in operate in Tahslanta, including certain of 
the staled or reputed principles and practice* of 
these groups. Other, lesser-known orders undoubt- 
edly exist, and remain to be discovered by Individuals 
with an interest in such subjects. 

The Arcanum Society 

A rn.igircil fraternity of wizards, savants, and 
magicians, the Arcanum Society Is based In the city 
of Cymril. The group has no stated goal other than 
the pursuit of arcane knowledge. In particular the 
lost magical lore of the ancient Archaens. Members 
alien engage In lively debate concerning their respec- 
tive fields of magical expertise, occasionally with 
unexpected consequences. The society holds an 
annual awards dinner that Is the talk of the Seven 



Kingdoms, Applications for memberthlp are available 
by appointment, though only Individuals with 
exceptional qualifications are granted entrance Into 
Ihls elite order. 

The Nihilist Cult 

The official stale 'religion* of Rajanlslan. the 
Nihilist Cult has few adherents In other lands. The 
cull's leader is the Khadun. the ruler of the country, 
whom the Rajans revere as the earthly manifestation 
of the dread entity called Death. Necromancer-priests 
serve as functionaries and are responsible for "rain- 
ing the cults elite corps of assassins, known as the 
Inquisitors. 

Nihilist ceremonies typically feature ritual 
executions, symbolizing the "conversion' of nonbe- 
lievers to the Nihilists' morbid doctrines. Giant 
Shadlnn an employed as executioners In these grim 
observances, which draw great crowds of worshipers 
to ihe temple, The objectives of the Nihilist Cull 
Include the destruction of neighboring Carantheum 
and the conversion by the sword of all enemies of 
Rajantstan. The most powerful of ihe cull's necro- 
mancer- priests gain the ability lo delect spirit 
presences by manifesting a third eye In the center of 
the forehead and claim to be able to raise Individuals 
from the dead. 

The Cult of the Golden God 

Members of this cult revere Avar, the god of 
wealth and material gain. The merchant -priests of 
Avar preach the attainment of wealth by any means: 
to Illustrate the point, they sell holy Hems In the 
god's glided temples, The cull is very popular In 
Faradun. and has a few adherents among the 
Ispastana of the Quart Empire , 

Demonic Cults 

Several demonic cults exist In Talkslanta. The 
Wllchfolk of Chana and the cannibals or Pana-Ku are 
among the best known or these groups, along with 
the Raamlrin or the Northlands. Demonic culls 
typically look to Ihe demon lord Abcron for guidance, 
a perilous practice given the chaotic nature of this 
entity. The objective of most of these groups is lo 
bring abouL the destruction of order, typically within 
their own Limited spheres of Influence though occa- 
sionally an a larger scale, Among civilized folk, 
demon worship to rare and generally limited In a few 
-,1 iitlnri] cirMioinibgJsl.'i, iin-in Siht.>. .tin! individuals 
or a destructive or overtly antisocial nature. 

Diabolistic Cults 

In TaJlsktnta, diabolism holds a somewhat 
greater appeal to civilized people than demon wor- 
ship, which to largely the province or primitive 
trfbcsfolk. The reason for this is that shallan. 
Talisluntan devils, are not chaotic In nature; rather 
than causing the destruction of order, shaltan prefer 
to Work within the existing order of things, attaining 
power by gaining Influence and control over others. 
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The ancient Qunranuii* are believed to bm been 
dlabousts. though of the meat radical and dangerous 
sort. Dlabollstlc cults tend io be mysterious In their 
ways, keeping their motives secret from outsiders. As 
such. Utile La known of their activities. 

The Dragon Cult 

Dragon cultlats revere Satha, the giant Dragon 
Goddess who la supposedly the mother of all reptilian 
aperies. Satha Is depicted as a shallan princess by 
some scholars, but La more likely associated with the 
nice of lire elementals. The cull has numerous 
followers among the Saurans of the Volcanic Hills, 
but Is practically unknown elsewhere. Piles t esses of 
the Dragon Cult possess no magical abilities except 
the fashioning of dragon Icons, fetishes that confer 
strength to faithful followers of Satha. The cull's 
objective seems to be the propagation and pro Lection 
of the rrptlllEUi races. 

Elemental Cults 

These cults revolve around reverenre nf cinr r»r 
more of the Immortal entities known as the Hue 
elementals, Examples Include the cults of Korean, 
Ihe Cod of the North Wtnd revered by ihe Minn of 
l.'Haan: Terra. Earth Goddrss of the Vajm and 
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Gnome kin races; Oceanus, patron Sea Cod of the Sea 
Nomads, after whom the floating city was named: 
Artal, Sawlla Goddess of the South Wind; and con- 
ceivably the San ran Fire Goddess Satha. Priests and 
priestesses of such elemental cults are often white 
warlocks and Witches. The objectives of an elemental 
cult are usually benign, with environmental Issues 
typically a primary concern. An (mists, such as the 
Arlanc Lranscendanls, can also be considered In this 
category. 

The Heterodoxists 

The Heterodoxists are a secret society com 
prised of the descendants of various peoples dis- 
placed during the Cult Wars of the Early New Age. 
They comprise an underground organization thai Is 
highly secretive In lis dealings and poaacasKd of a 
single goal: <hr climliLatlrni uf Hie ( )11 hodi wlsl and 
I '.li .idoKlst. cults, the two opposing factions who 
Instigated and prolonged the senseless Cull Wars. 
Though very few in number. Ihe Helerodoxisls are 
feared by both the Aamanlans and the Zandlr. Their 

i. m Include s.il)t,t,i^e. tc-rrurtarm and political 

assassination. It Is suspected by some that the 
Heterodoxists have tic* with the NlhlltsLs of 
Rnjantslan. who supposedly finance certain of the 
group's operations. 

The Idolators 

This cult is popular among the Ur clans of Urag, 
who prostrate themselves In front of massive, three- 
eyed stone Idols. The Ur haven't a clue as to the 
origins of these giant statues, which predate the 
clans' arrival In Urag by several thousand years; 
nevertheless, the clans worship the Idols as gods. 
Priests of the Idolators usually possess magical 
capabilities commensurate with charlatans, and are 
Incapable of all but the simplest hoodoo* and 
charms. Sacrtllcia! rituals are common practice, with 
captured Toes usually serving as the victims. The 
Stated goals of the Idolaters are conquest of the 
Western Land* and expansion Into more southerly 
territories. 

The Orthodoxists 

The OrthodoxislB arc archconservaliveB who 
revere Aa the Omniscient, patron deity of Aaman. The 
cull's adherents are notably Intolerant of other 
religious belie (a, and preach Incessantly on the 
benefits of attaining "oneness with Aa," or the 
repression of individual thought and behavior. 
Aaman a HJerophant dispenses the cull's doctrines, 
which are recorded In the Omnfcat, a series of Iron- 
bound volumes containing the teachings at OrLhu 
doxy. 

Important to all OrthodoXlsls la the accumula- 
tion of mana by the performance of Worthy deeds, 
such as pilgrimages to officially sanctioned holy sites, 
donations In the church, service (o the Kkroyhanl . 
and so on. By gaining sulfide nl mana points a 
character may advance In status, the primary goal of 
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all OrlhodoKtala. The culls main objective is to gain 
Influence by converting nonbellevera to Its rankl. A 
secondary objective is the extermination of Infidels, a 
task Riven over to the Knights of the Theocratic 
Order, warrior- priests who serve as witch hunters 
and protectors of the faith. 

The Paradoxists 

The Paradoxists of Zandu are In all respects the 
Ideological nemeses of the Orthodoxlsts. and have a 
k -nn history of conflict with their Aamanliin counter- 
parts. Adherents of Para doxy espouse freedom or 
expression and aire tokranl or all religious beliefs. 
They have no patron deity but exhibit a casual 
reverence for I he Ten Thousand, a baffling array of 
salnLs. luminaries, and minor deities. There are no 
priests or temples of Paradoxy and the cult has no 
definable goals or objectives except the elimination of 
the Crthodoxlsls; the mutual hatred that exists 
between these two rival factions led to the Infamous 
Cult Wars of Ihe Early New Age, wh ten lasted for four 
hundred years. 

The Quttranians 

The Quaranlans were, at the height of their 
power, one of the most malign and dangerous cults 
In Tallslanlan history. Their crimes Include the 
attempted genocide of the Xanihrlan race ami numer- 
ous other plots and machinations. It is theorized that 
the Quaranlans' source of power Was the rebel 
shallan Zahur. a fearsome entity regarded a 
pariah by his own kind. 

The Great Dlsa^lrr burnetii let an end the 
Quaranlans' reign of lerror Even so. the cult was not 
crushed, but merely driven underground: the most 
powerful of the Quaranlans were granted virtual 
Immortality In return for their service, and became 
powerful splritforma known as relncamalors. Able to 
maintain a consistent consciousness throughout 
each Incarnation, these dark spirit entlueB arc often 
able to attain great magical power. Some become 
leaders of their own cults, while others choose to 
dwell in seclusion or serve as advisors to Individuals 
of wealth and power. 

The Revenants 

The Revenants are a secret order of assassins 
operating out of Artrn. The cult has no political or 
religious affiliation, bul seems to be run strictly for 
profit The Revenants specialize In revenge- fbr-hlnt,. 
and may be employed to perform acts of retribution 
ranging from simple Insults to vandalism, arson. 
( it i vh leal violence, and even murder Tees Vary accord- 
ingly, from as Utile as ten silver pieces to well over a 
hundred thousand gold lumens. The cull Is wick' 
spread and operates in extreme secrecy; its preva- 
lence is such that almost anyone a character meets 
In Arim — regardless of age, sex, or position — could 
conceivably be a member of the Revenants. The 
Revenants recently Instituted a policy allowing 



Intended victims to "buy back" their contracts at 
twice the stated fee. 

The Shadow Cult 

Adherents of the Shadow Cull's doc bines re vere 
Sham, the so-called "King of Lies" and patron deity of 
the Darkling*. Priests of Sham are In reality thieves, 
charlatans, or assassins and rarely possess any but 
the moat limited spellcasting abilities. The cull's 
fallowing appears limited to the race of Darkllngs. 

The Xambrian Wizard Hunters 

The Xainbrlans are the descendants of a race or 
beings who were persecuted nearly to extinction 
during the Forgotten Age. Their numbers axe few. 
and they have no organ I/, -uic m. tint they are united in 
a single, common cause: to hunt down and bring to 
Justice Ihe current Incamattons of the Quaranlan 
diabolists who nearly succeeded in exterminating 
their people (see Quaninlam}. To finance this goal 
many Xambrlans work as Wizard hunters, bracking 
down miscreant speUeaslrrs and other Individuals 
with prices on their heads. They are a suspicious and 
morose Jot. Impelled by propheUe visions and prone 
tcj antisocial behavior. 



DISEASES AND AFFLICTIONS 

Tlie following Is a listing of diseases unique to 
Ihe Tallalafttan continent and surrounding environs. 
Where possible, folk remedies and other treatments 
known or at least believed to be of some effect In 
curing or abating these maladies have been Included 
In the text. 

Corpse Rot 

Also known :\n ihe black Curse, this malignant 
disease is transmitted by ihe bite of the necrophage. 
Symptoms include fever, severe weakness, uncon- 
sciousness, and a gradual blackening and swelling of 
Ihe limbs and body, beginning at the site of the 
wound and slowly spreading over Ihe entire body. 
Hir dljwase affects both humane Ids and animals and 
Is usually fatal within twenty- four hours, A potent 
alchemical or magical curative, employed In conjunc- 
tion with a counterspetl against curses, relieves these 
symptoms In most cases: victims need at least a 
partial success on a CON or WIL roll, whichever 
attribute W higher. A- »w|n liurtal is advised for the 
unlucky fatalities or such cases, as virtJms tend to 
em 1 1 a horrid putrescence soon after death. 

Gwtge 

ALui known as the Slaw Death, gange Is a 
debilitating disease that only affects certain avian 
species. Glyphs and Stryx are particularly suscep- 
tible to this affliction, which causes a gradual Weak- 
ening of the muscles or the heart and lungs. Blue and 
Green Aeriad are likewise at risk, though the inci- 
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dencc of tfange among tlir Aerlad jmjnilatlan \s 
declining with each passing year, further evidence 
that the Aerlad JITS devolving from an avian to a 
ground dwelling species. Unless Ihe victim Is trailed 
with a mixture or two drama each of powdered 
amber, rare earths, and cleric's cowl taken thrice 
each day Tor twelve days, death will result within (our 
to fix weeks. Symptoms Include weakness, toss or 
discoloration »f plunisige. and fainting spells. 

Moss Mold 

Mi>is wold la a type ofturm.il Infection common 
lo the Dark Coast region. A minor Irritation to the 
races or Men. moss mold Is Invariably fatal to Green 
Men and most types of plant life if not promptly 
treated. In Men, the disease causes Itching and some 
peeling of the skin. In plants and Green Men. moss 
moid slowly dissolves tissue, resulting In death 
within a week or so. A salve consisting nf uri^i icnl. 
camphor, and a drop of quicksilver will effect a cure 
within two days In either case, as will certain magical 
and alchemical treatments. 

The Red Death 

By far the most feared of Tallslanlan maladies 
Is the Red Death, a highly contagious disease that is 
almost Invariably fatal. The Red Death l» resistant to 
magical and alchemical treatments, even the most 
efficacious of which offer only about a 2094 cure rate. 
Symptoms Include fatigue, fever, profuse sweating, 
and delirium. Death usually results within 3-4 days 
Human old beings of all races are susceptible to the 
Red Death, which during various periods of Tallslan- 
tan history has caused great devastation. Prevention 
of the disease may be possible through the employ- 
ment of good luck charms and other related ad- 
juncts; water from the Well of Saints Is the only 
certain cure. 

Swamp Fever 

Swamp fever la a disease believed transmitted 
through contact with hirkrrs Iswamp demons), or 
possibly fills: drinking water tainted by either of 
these noxious creatures may also lead to the contrac- 
tion of this malady. Swamp fever causes permanent 
Insanity, perhaps In as short a time as two days. 
Most humanold creatures appear to be susceptible to 
the disease, which may sometimes be treated via the 
Ingestion of seven drams of crushed cleric's cowl root 
mixed with vinegar. Ihe folk of Jhangam claim tli.it 
Immersion for twelve hours In a trough of fresh 
ogrontdung Is a more certain cure. Ihotigh madness 
might be deemed preferable to such a malodorous 
treatment. The symptoms of swamp (ever are Irratio- 
nal behavior, a constant thirsting, and a tendency to 
lean to <he left while walking, .tUndlng. or running. 
Victims rendered Insane by Ihe disease typically 
evince the strangest behavior imaginable: prancing, 
capering, lying on the ground and rolling about, 
speaking In gibberish, emitting loud yelps arid hools. 
and so forui- 



Spinning Sickness 

A disease that seems to affect both humanolds 
and animals alike, spinning sickness, also known as 
"Ihe drops.' has no known cure and Is Impervious lo 
even the most potent magical and alchemical rem- 
edies., Ilir alTll i tton la not fatal, however, and runs lis 
course in 1-4 days. During this time, the vie urn will 
suffer intermittent attacks of double vision and 
vertigo, occurring perhaps as often as once or twice 
each hour. Such attacks rarely last longer than four 
or five minutes each, but are quite severe; unless the 
Victim Is lying down at the time, he or she will careen 
dlZilly about and fail to the ground In a most 
11 ndlgnlfled manner- The disease has no warning 
symptoms, and Its cause or causes remain unknown , 

Yak ulc 

A disease common to many Jungle regions, 
yakuk causes a gradual loss of all sensory capabili- 
ty. Wilms initially suffer loss of sight, followed by 
lie, ulnt;, smell, Lisle, and finally touch; treat as -1 
perception rating per day fallowing Ihe onset of Ihe 
disease. After a while ihe loss of hearing Impedes the 
abll tty to speak coherently; in any event, Ihe Victim 
has no way of knowing whe ther or not anyone Is 
listening. Perhaps ihe most fearful aspect of yakuk Is 
that the disease's effects, while permanent, are not 
fatal: moat victims continue to live, cut off from all 
sensory atlmulae. until they die of thirst, starvation, 
or some other mishap u re la led lo the disease Itself, 
Those who manage to survive for longer than a 
month usually go mad , The disease is thought to be 
transmitted by leeches, and seems to affect most 
humanold beings. An clLdr mack from equal parts of 
red lotus, black lotus, and sulfur Is the only known 
cure aside from Ihe Implementation of dMne magic 

Yellow Tinge 

Yellow tinge la an Infectious disease that affects 
water-breathing humanolds such as the Imrians and 
most varieties of fish . The victim's gills slowly become 
clngged with a sticky, yellow secretion that eventually 
results In death by asphyxiation, typically within 
thirteen days. A fluid mixture consisting; of spirits of 
alcohol and powdered red iron, applied directly to the 
gills twice dally for three days, will provide a cure. 
Magical or alchemical Intervention Is likewise pos- 
sible In at least half or all cases, but requires a full 
success on a CON roll . 
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Amusements 

Pentadrille 

Pentadrille 1* a popular pastime among 
CymrtUani, and to a leaser extent the ttwdjln. The 
game consists of a pentagram- shaped board engraved 
with arcane symbols and fashioned of green glass. 
Flaying pieces, carved from amber crystal or lemon- 
yellow glass, are used to represent wizards, devils, 
and various types or demons. Five players compete 
against each other, with Lhe object of the game to 
establish control of the board by occupying three of 
the live pentagram points. 

Quatrillion 

Quatrillion b a game played by the SarisUi 
gypsies using a deck of sixty-four circular cards. 
Many variations or play .ire possible, with lhe object 
to gain high cards or 'the fcrluna,* a card depicting 
Fortuna, Goddess of Luck and Chance. Qualrllllon Is 
always played Tor money. 

Ska-Wae 

A favorite of the Mangar corsairs, Ska-Wae is a 
game of chance and skill played with curved daggers 
;md dice, with the participants sealed around a 
wooden table, Before the start or each round, all 
players pay 5 silver pieces or more into the poL Each 
• >[ ■! ■■■ ■' ■*' r i i holds a dagger In one hand, and takes 
turns rolling three six-aided dice wllh the other 
Whenever an Individual roll* a 6 or a 12. he or she 
must quickly snatch up the dice and withdraw the 
hand before the opponent sealed to his or her left can 
strike It with a thrown dagger. The winner Is the one 
who either snatches up the dice hi time or succeeds 
In hitting an opponent with the dagger. When each 
player In the game has rolled once It Is the end of the 
round. All survivors then ante up once more, and the 
next round begins. 

To simulate a game of Ska-Woe, have each 
participant hold 3d6 In one hand and <120. represent- 
ing the knife. In the other. Each takes turns rolling 
the 3d6< when anyone gets a result of 6 or 12, he or 
she must try to scoop up the 3d6 before the player 
sealed to the left can roll lhe <±20. If the 'knlfe- 
Ihrower" reacts first and scores a hit as per standard 
rules for combat, he or she wins. The dice-roller wins 
if he or she grabs the 3d6 first or ir the knife -thrower 
misses. Note that if the knife- thrower score* a critical 
hit. the dice-roller lose* a finger a fairly common 
occurrence among poor Ska-Wae players. 

Ttivarlan 

Trrrartan Is the tavortle pastime of lhe dual- 
brained Slnda.ra.ns, who are the only TallsUntans 
Capable of comprehending the abstract prinrlples 
involved In this game. The board La a 3 -foot tall 
pyramid of translucent crystal. Illuminated front 
wj thin by a glowing orb. usually a scintilla, and 
■>» impended above a triangular table of polished stone 
by means of a silken cord. Amberglaas orbs marked 



with distinctive hieroglyphs serve as lhe playing 
pieces. 

Three opponents play, each pitted against the 
other two. The players take turns Inserting orbs into 
slots carved into the sides of the pyramid, thereby 
creating intricate patterns of light and color. The 
general objective H to establish control over the base 
of the pyramid; hence, master* of Trtvarlan are 
referred to as nadir*. 

To aiuuikUe a Trt^irlan game, have all three 
player* roll d20 and add their INT and Trlvarian skill 
levels to the result. The player with thr i^l t mil 
scores a point, while lhe one with die lowest score 
lose* a point; in the event or« tie, roD again. If a 
player loses four points he or she t* out or the game. 
The Urst player to score seven points la the winner of 
the contest 

In SLndar, spectators often bet on each round of 
a contest as Well as on Its eventual winner. Wagers 
can alio be placed on who will lose first and when. 
Naturally, only Sindarans can use these rules and 
play Trtvarlan. 

Sudor 

In popular usage. Zodar la a game employing a 
deck of twenty cards, each depicting some aspect of 
Tallslanlan cosmology or metaphysics.; the twin suns, 
the seven moons, or various fates and destinies. In 
ancient tradition, the Zodar Is a magical device used 
to cast divinations. Only lhe Kahratran 
carlomancers, wandering seers from the Wlklerlands 
of Zaran. know the secrets of employing lhe Zodar 
deck in this way (see "Cartomancy' In Chapter Five). 
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City of Ctmril 

The following section details the crystal clly of 
Cymrtl, capital of the Seven Kingdoms and the 
foremost Center of trade on the continent of Talis - 
lanta. A nexus for travelers, merchants, and refugees 
from dlltant tends, Cytnril Is recomended as a 
starting place for the beginning Tallslanin campaign, 

Cymril la a fabulous city of convoluted spires. 
C«xicair domes, and arched promenade*, reflecting a 
variety of odd and eccentric architectural styles. 

The city is surmounted on all ildea by a line of 
low, grassy hills, and Li located M Ihe conjunction r>f 
six roads, each of which lead* to one or the other 
Seven Kingdoms. Beyond the hills lie sweeping 
farmlands and vineyards, with scattered copses, of 
Wittier gall and deadwood fading Inlo the Cymrillan 
woodlands. 

The crystal city was founded by Ihe Phandre, a 
race of green -skinned magicians descended from Ihe 
ancient Archaens who helped establish the old 
Ph-aedran Empire during the early part of ihe New 
Age (*«« Chapter Onel. When the First Dynasty 
collapsed during the Cult Wars, the Phandre were 
forced Into exile. After a period of wandering, they 
established a Settlement In the woodlands that lay Id 
the east of the deep forest of Vardune. Here, the 
diverse Phandre population united to build Ihe 
crystal city and form the city-slate of CymriL A 
Council of Magicians was elected, and a set of laws 
drafted that established on enlightened code of 
Justice and guaranteed the rights of Individuals to 
live as they pleased. 

Originally | in ended as a benevolent magiocrncy, 
the governing council was soon beset by difficulties. 
Dissident factions objected lo the new order, with 
varying consequences. The Tonasians, formerly of the 
ruling class of Phaedra, protested that Ihe new 
system was too permissive and should be abolished 
In favor of a strict set of laws, prohibitions, and 
mores, They also insisted that the country have a 
King or Queen, In accordance with their ancient 
traditions. When their proposals were turned down, 
some left Cymril In anger while others threatened to 
foment rebellion. 

The Phareslans. a small but vocal minority, 
objected to the council's decision to adopt green as 
the national color oF Cymril. In prolesU they began lo 
Wear garish patchwork cloak* unci tnulrirokuvd face 
paints. Other factions argued over such diverse 
topics as the proliferation of magic, the naming of 
streets and boulevards, and the aesthetic virtues of 
different shades of green. 

Final!)', the council was forced to adopt certain 
compromises. To placate the Tonasians. a Wbcard 
King was appointed, though the position remained 



largely ceremonial In nature unUI the beginning of 
the sixth century Certain of the more permissive 
laws were revised, though a acperale statute was 
Instituted that allowed the Phareslans lo dress as 
they pleased. The Council of Magicians was officially 
disbanded and Its members relegated to the govern- 
ing board of the Lyceum Arcanum. Cymril s Institute 
of magic, So conditions remained until the Tanaslan 
Uprising Of 603, 

City of Cymril: 620 w,a. 

The clly of Cymril has undergone considerable 
change In the last twenty years. With the ouster of 
the arch conservative Tonasians many of the old 
traditions and proscriptions were thrown out as well. 
The Cymrillan obsession with the color green has 
given way to an avid appreciation of mulUchromaU- 
Cism. This Is evident among the populace, where the 
fashion of altering skin and hair color through the 
use of magical enhancements Is much In vogue, 
Cymrillan architecture has also undergone a trans - 
forma lion. Once crafted almost solely from blocks, 
slabs, and beams of translucent green crystal, many 
Structures now sport a multlhued appearance. 

Cymrtl's system of laws has been revised and 
remains Ihe most progressive In Tallslonta. Slavery Is 
prohibited, as Is discrimination based on gender, 
race, or religion. The Seven Kingdoms' Council of 
King* Ills gnaninlrrd Individual* the nglil to say and 
do «• they please, provided their actions do not 
impinge upon the rights of other citizens. The old 
prohibit ions against the more exotic forms of Intoxi- 
cants have been relaxed, though k lallah. black 
mushroom, and most types of poisons and toxins ore 
still treated as controlled substances, the sale of 
which Is prohibited within city limits. 

While the city and the Seven Kingdoms have 
prospered In the lasL two decades, the Council or 
Kings and in particular Ihe Wizard King of Cymril 
Tace certain challenges In the near future. Ln addition 
to the threat posed by the Sub -Men of the 
Wilderlands regions, the confederation also faces 
problems from within. The enlightened nature of 
Cymrillan society Is such that ihe clly has become a 
veritable haven for oppressed peoples from across the 
continent and overcrowding Is becoming a source or 
concern. The prevailing attitude of permissiveness 
has led lo an Increase In certain types of undesirable 
activity. In particular abuse of the addictive sub- 
stance known as euphorlca. which Is viewed as a 
health problem of growing proportions. 

Yet, unlike In days past, the Council of Kings 
h.iN pr lived responsive to llir problmi* of lln- icniTi-d 
e ration. On the whole, conditions have Improved 
throughout the Seven Kingdoms, and uVir h i iiu^r 
I'm n| rinLiMii In what many regard as the dawning of 
a New flgc iif Discovery. 
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The fallowing section describes the major points 
of Interest Ln the city of Cymrii. The number before 
tiach entry ronTo ponds lo thai site's location on the 
city map. 

1. City Outskirts 

Surrounding Ihe city are many small farms, 
vineyards, and country estates. Most of these are 
owned by Green Ait Had botanomancers. who work 
the land with exceptional skill The fruits of ihnr 
labors are transported by wagon to Cymril. though 
some of Ihe crop ts sold at roadside stands. 

Thrall warriors mounted an mangoriei lizards 
patrol the roads leading to Cymril In forre . their 
numbers Increased due lo the threat of the Sub - Men. 
Phareslan peddlers, bandits, troupes of Bodor 
musicians, DJafllr merchant caravans, Sartsla 
gypsies. Aamanlan pilgrims, refugees from dksUuit 
lands, and the occasional lone Itinerant wizard may 
also be encountered aloof; these thoroughfares, 

2. City Walt* 

I n the las t seven years, the crystal city has been 
heavily fortified against possible attack by Hie Sub- 
Men. The most visible evidence of this t» the wall that 
now surrounds the city. This structure w.ts designed 
.iiitl 1 >u 1 1 1 hy .< Irani r>f hasnitnm (rinmlilths ami 
Yasaan lechnomancers. Constructed primarily or 
yellow and green porphyry Imported from Sindar, the 
wall stands fifty feet In height and la twenty-live feet 
thick. Defensive additions linimfr a systrm t>r 
conduits that allows toxic alchemical* lo be rained 
upon attackers, heavy balusta emplacements, and 
traps designed Lo foil suppers. The city walls sur- 
round an area of approximately four and a hair 
square miles and a crowded population or almost 
49,000 souls, 

3. CLty Gates 

The twin gates of Cymril each stand thirty feel 
tall, and are thirty feet In width and over a foot thick. 
These gates are made of black iron Imported from 
Arlin and are operated by a complex system of 
rounlerwelghts. They open wide enough U> permit 
access by ihe largest conveyances, Including Irmd- 
arks, 

4* Sentinel f oven 

Each of these three-story structures houses a 
pair ofArlmlte fire -throwers, a crew of twenty 
artlllertsls, and a contingent of thirty mercenaries, 
predominantly Thralls from the city's legion armed 
With greatswords, heavy crossbows, and garde. 
Mangonel lizards are stabled In underground bun- 
kers. 

Patrols from ihe Inner city check In at these 
stations on a regular basts, keeping the sentinels 
appraised or security concerns. It Is a mis Lake to 
underestimate the capabilities of these forces; the 



artillerists are well trained flevel &+], and the Thralls 
stationed here are all veterans who have served at 
leant right wreki with the Borderlands Legion, 

A. Cymril Park 

This attractive garden is landscaped with 
crystalline shrubs, trees, and flowers, aQ fashioned or 
colored glass. Walking paths paved with green glass 
tiles lead to a central commons. Here stands a crystal 
statue of Pharos, the first Wizard King of Cymril. 
whose extensive writings on iriajjlc- ..rr preservrd at 
the Lyceum Arcanum (see #323, 

6, Dune Park 

Built to resemble an underground cavern, this 
enclosed area Is complete with scenic grottos and 
gardens where amber crystals are grown, An amber 
Statue cTSabo Orablo. the Gnome-King who led his 
people to victory over the Darkling hordes of Urag, 
stands here, l-'hosphoresrent fungi Illuminate the 
Interior of the cavern -park, lending a definite 
Dumean ambience to Ihe surroundings. 

7. Am tar Park 

A sylvan preserve replete with fields of ralnbow- 
hued wild flowers, copses of wtllawood, and a pond 
that Is a scaled -down version of Lake Zephyr, AaLar 
Park Is one of the most peaceful slles In the i Uy. In 
the middle of the pond Is an Island upon which 
stands a statue fashioned of lavender-blue stone and 
hung with garlands of blossoms. The statue depicts a 
Muse, possibly Twysk. a renowned maker of gossa- 
mer harps In ancient times; the Muses claim not to 
recall precisely. 

8. Kasmlr Park 

Sweeping dunes or yellow-gold sand serve lo 
represent the arid land of Kasmlr- Within a window 
less stone tower at the center of this area |s a gold- 
plated statue of Abn Kadan, acknowledged as the 
weal I hirst merchant In Kasmlran history. At the peak 
of his power, Abn Kadan Is said to have owned four- 
fifths of Lhe £ftld tn Kasmlr, a fair portion of which 
was used lo create his statue, which aland* over 
thirty feet In height. Regrettably, the tower is kept 
under lock and key and protected by various clever 
trap- mechanisms, measures intended to keep thieves 
from stripping the statue or Its gold plating. Even so, 

an unknown thlel* Imw broke inly the lower six 

years ago and stole Abn Kadan 'a golden eyes, each 
the size of a pomegranate. 

9, Sindar Park 

In this unusual selling, built to resemble the 
wind -worn mesas and rock spires of Sindar, stands a 
14- foot basalt statue of Nadir Salu. An esteemed 
collector, he Is credited as the Inventor of the com- 
plex game known as Trtvartm, the favored pastime of 
the Stndarana. The nadir's fabulous collection of 
anclenl artifacts Is considered a national treasure of 
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SJiiiJ.u a ittj u (jTrLtKlit^illy on display at Ihe nearby 
Mumuid of AntlqulUea. 

10. Tu Park 

Overgrown w|lh tangled vines, fronds, and 
denrirona. tills park Is designed to resemble Hie wUd 
Jungklands of Tax, The landscape fcs quite authentic, 
If perhaps a trifle overdone; the Inclusion of poison- 
ous serpents, man-eating plants, and other hazards 
Indigenous to Tnz, while popular with visiting Thrall. 1 *, 
may gtve less adventurous Lourisls cum 1 tu t im.-tlilrr 
avoiding this particular attraction. Somewhere In Um 
interior Is a lacquered iron statue of Mate, a legend 
ary commander of the Thralls held In great esteem for 
his valor during the Beast Wars [see Chapter One). 

11. Vardune Park 

These splendid terraced, gardens, through which 
visitors pass on elevated walkways fashioned of 
woven vines, shelter myriad forms of plnni I if' 1 In Uir 
central garden stands a towering statue made from a 
single, living virldla plant that has been tended 
constantly by Green Aeriad for several centuries. The 
statue depicts VuidlaiL, the great Arrh ae n rnagld.-iji 
who created the virldla hybrid, the national plant of 
Vardune. 

12. Consulate 

Tills large, two-story structure has quarters and 
offices for .mlj:issiidors from each of the Seven 
Kingdoms. Separate facilities for tolling dlgnltarlea 
and their entourages] are also available. Thrall. 
Cymrfllan, anil Hi up Aeriad sentinels patrol the 
grounds, regularly, The current ambassadors of tin- 
Seven Kingdoms ore: 

• Aatar Laelia (1 1th level], a Muse teletnpath of 
wide- ranging abilities who serves only because 
she has grown fond of a particular tree that 
flniwa in Asiar ['.irk. 

■ Cymxil: Corollan (24th levels a merchant -mage 
who has voyaged the ronLinenl and served as an 
ambassador for over twenty-three years* 

« rjiirn*: Ro Deo ( iftth level), a rryslalomancer who 
knows more about the Underground Highway 
than moat, al though she Is too modest to say so. 

• Kaa.rn.lr. Hassan II Pune (25th level], an aged 
moneylender and counselor to the King of Kasntlr 
who has held his post for over thirty years. He la 
an expert on financial matters of all sorts, 

■ Sindar. Dal Marrad (23rd level), a female 
Slndaran who Is renowned as a skilled Trivarlan 
player of level 20 nadir and a collector of antique 
alchemical apparatuses. 

• Tax: Maul (22nd level), a former commander of 
the Borderlands Legion who now serve* a* a 
military advisor. 

• Vardune: Kl-Kya (30th level), a senior member of 
die Great Council of Vardune who has been an 
ambassador for almost forty years and Is one of 
tlie most reflpec Ird nf .ill theCrwen Aeriad. 



13, Hall af Records 

The offices of Cymrfls tax collector*, assessors, 
and related functionaries are found heir, as are all 
records pertaining to tariffs, trade duties, real estate 
holdings, registrations to practice magic, and ao on. 

Profile: As* K'kcet 
Green Aeriad Admlnlslralor. 19th level 
Head archivist al the Hall of Records, Auir is very 
oUL hts once-green plumage has long since faded 
to yellow. He has heid Ihts post for nearly twenty- 
five years and knows every JHe tn the arch lues by 
heart. Unfortunately, he ts nearly deaf, and can 
only hear by means of an enchanted ham. 

14, Court of the Seven Kingdoms 

Seven Judges, one from each of the Seven 
Kingdoms, preside over this court, which handles 
disputes arising between the member nations. 
Criminal and < tvil cases of Importance are referred 
From one of the lower courts, which number forty- 
nine In all. seven Tor each kingdom. 

15. College of Law 

The College of Law Is a university and 
gulldhouse for arbitrators and legislators. Legal 
representatives from across the Seven Kingdom* and 
beyond are available for hire here at costs of 1 00 gold 
lumens per day or more. Slndaran litigators, due to 
their unique mental faculties, usually command fee* 
of up to twice the standard rate. 

Profile: CeSe MoLaas 
Slndaran Litigator. 17th level 
Ceie's talent* res <i lutgtiitir me equalled by few; 
she has never lost a cose and commands great 
respect tn the legal system. This ts reflected tn the 
fees that she charges for her work, which may 
exceed 1.200 gold lumens per day. tn some cases. 
Ceie until accept certain items tn lieu of gold, most 
notably artifacts from the Lost Sea, which she 
collects. 

16. City Jtll 

One of the original city's few stone structures, 
the Jail serves as a place of Incarceration for felons, 
miscreants, and other undesirables. Heavily armed 
Thralls are employed as guards, with a pair of 
Kasmlran I rap mages acting as Jadera. A new block of 
cells, with "bars* of arcane force and oilier magical 
restrictive measures. Was added recently In order to 
accomodate spellcastersL 

All locks used here are of Kasmtran make . .uul 
each device has between two and eight separate 
locking mechanisms. Maximum security facilities are 
available to house spelhasters and members of those 
races requiring special attention. 8y Tails lan tan 
standards, these facilities are deemed quite tolerable. 
Still, conditions in the subterranean levels leave 
something In be desired. 
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Profile: Ras al Dune 
Kasmlran Trapmage, 23rd level 
The Kasmtran Ras al Dune is sold to possess aU 
the attrtbti (t.n mruirvd to ejecW a* his craft He Is a 
strc/UTfT (a compassion and observes ail rules to 
the letter. Independently wealthy due to his 
family's investments (it Kasmtr. he cannot be 
bribed. Finally* he carries on his person a ring of 
enchanted keys thai uriQ open the jail's locks only 
al his command. 

17, Citadel 

A fortified and expanded Installation Wllh 
facilities for over two thousand mercenaries, chiefly 
Thralls and Blue Aertad as well as a Cymrillan 
warrior- mage Lroop, the Citadel serves as the bar- 
racks, armory, and training camp for CymrlTa dty 
legion. 

Profile: Oslus 
Thrall Warrior 19th level 

As Commander of the Watch. Ce&tils is In charge 
of coordinating security for (he city stale, Uke hts 
predecessor, h&tsa veteran of the Borderlands 
legion, where he received seven commendations 
fir valor, Cesuts is regarded as an expert f ocudan 
and is especially knotuledgable as regards theZa 
ivairtce dans; his sister and brother were both 
kUkxl while on a scouting mission in the Border- 
lands. 

IS. Sentinel Stations 

Each or these two-story outposts la staffed fay a 
mixed contingent of heavy and light Infantry, typi- 
cally twenty In number, and a pair of Cymrillan 
Warrior- mages. Platoons of rive sentinels patrol their 
designated areas In four- hour shifts. If a platoon falls 
to report on time, alarm gongs sound and additional 
units respond. 

IB. Palace of the Wizard King 

ThLi Is the dwelling place of Azradamus, former 
chief admin isiraior of the Lyceum Arcanum and the 
current Wizard King of Cymrll, He Is protected by a 
personal guard or elite Thrall warriors and Cymrilian 
warrior- magea. all attired In ceremonial battle armor, 
and to aided by a council of Cymrlllan magicians who 
serve as his Advisors. The palace la splendid rather 
than ostentatious, featuring a large banquet hall, 
« iUiitpIrd tcrrucea, scalloped balconies, a solarium, a 
llbimry; and private chambers of varying siae and 
utility. 

Profile: Azftlcfcirmis 

Cymrillan Magician. 50th level. His magical nekls 
Of study are Wizardry enchantment, and ah 
chemy. 

Azradamus is a ruler of oast wisdom and experi- 
ence. Prior to his surprising selection as Wizard 
King, he served as chief administrator, head of the 
Board of Directors, and professor of arcane lore 
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and metaphysical docblnestUOw Lyceum 
Arcanum. It wm Azradamus who opened the 
Lyceum's secret archives, which had been sealed 
for centuries. In order to discredit the cabal of 
Tanasians who sought to seize control of the 
government tn the year 603. Though he is over 
200 gears old, Azradamus appears to be tn his 
forties, a condition that can be dtreeSu attributed 
to regular ingestion of a secret concoction of seven 
essences. 

20. Council of Kings 

This Is the great hall of the Seven Kings, who 
gather here once every month to rule on Issue* 
(irrtiUnlng Ut the Seven KLngdwnn. Ru Nil |e« fnr each 
of the rulers and their entourages are contained In an 
adjoining structure. At present, the seven mien are: 

• Astar: Moonblossom. a Muse and tclempalh of 
estimable abilities who has agreed to serve until 
such Lime as she decides to do otherwise. 

• Cymrll; The Wizard King Azradamus [see above}. 
■ Chime The Gnome- Queen Eeo Orablo. a direct 

descendant of the famed Sabo Orablo. 

• Kunnfa: The King of Kasmlr Den all Den. patri- 
arch of |io tl »e all Den, formerly the wealthiest of 
Kasmlnui families. 

• Sindar The Nadir Absolute Modan. a collector of 
antique arms and armor. He ks considered 
brilliant even by Slndaran standards. 

• Tax: lhe Warrior Kjm j. Morion, commander of all 
the Thrall Legions. 

• Vsxdunc: The River King ICYan, a Blue Aeriad of 
great age. formerly a scout; he claims to remem- 
ber back to the days when the Arrtid were stJll 
capable of flight 

21. Cymrll Baxaar 

This open-air market Is where merchants from 
across lhe continent come to offer their wanes. 
Numerous types of goods are available In the shops 
and staHa, Including: 

• Seeds, plant products, and vlridlan linen from 
Vardune. 

> Weapons and armor from Tax. 

• tirwsiirner :md fine musical Instruments from 
Astar. 

• Crystals from Dume. 

> Locks, fellers, and trap mechanisms from 
Kasmtr. 

• Alchemlcals and skoryx from Slndar. 

• Magical paraphernalia and aquavit from Cymrll 

Travrlcra are advised to keep an eye out Tor 
unscrupulous charlatans, who attempt at every given 
opportunity to foist Inefficacious remedies and tonics 
upon gullible wayfarers. DJafllr merchants, selling 
hybrid beasts of various sorts, usually occupy the 
southern sector of the bazaar. 
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Profile: Savrtllc 
Pharcslan Prddlrr 15th level 
St*yr(2if hus bini anxmttjor rriartty iji.nr.-i and 
knows people in nmny lands, it is her custom to 
travel on foot across the Seven Kingdoms and 
beyond, offering such wares as 'efficacious 
lalismans, amulets and lockets; huts to aiiUAd (he 
head/ram unfavorable solar emanations; disks 
that, when affixed to the saies of the feet, offer 
relief to the footweary traveler. uitgueiUs, shJj « . 
medteaaia, digests pastilles, and outer won 
dmus vrrxiucta. ' Sftrrflte's uwrirs an- irflsonaWi/ 
priced, and some are ever* as useful as she 
data* 

The bazaar to atoo the site of the Magical Fair 
The fair offers an Incredible variety ora(u~artlons: 
pageants, exhibitions of magical virtuosity, wmdship 
races, and many other challenges, oddities, and 
amusements. Especially popular are the numerous 
small booths and stalls, which offer for sale alt 
manner of magical and alchemical appurtenances: 
potions, powders, phylacteries, philters. medlcanla. 
tonics, dusts, and exotic fragrances. Small magical 
boats sal] In the moat th.it surrounds Ihe grounds, 
and the waters arc stocked with rolorful ftsh and 
mollusks. The fair Is attended by folk from ."ill arrays 
the continent and Is an event or paramount Impor- 
tance to the merchants of CymrlJ. 

For man? in/orrruiUort on the Magical Fair, see ihe 
introductory adventure induded in this book. 

Also in this location Is an entrance to the 
Subterranean Market |*2is r _ 

22. The Emerald Pentacle 

An unusual live-sided atrui lure built of Irans- 
Lucent green cryalal and Furnished with tables and 
chairs of polished lemon-yellow glass, Ihe Emerald 
Prnlacjc is a famous Inn and tavern catering prima- 
rily to magicians. Curtained booths are available for 
those seeking privacy: a spacious common mom and 
outdoor terrace suit the needs of individuals Inclined 
in more sociable behavior. The accommodations are 
first rale In all respects and the prices reasonable. 
Hounc .ipertaltJcs Include steamed rock urchin In a 
sauce of leeks and truffles, Zandir wlne h and aquavit 
of the first order. 

Profile: Alherlan 

Cymrillan Magician, 20th level (necromancy, 
retted] 

AVterlan the proprietor of the Emerald r\mtacle. 
He was a magician of same note until an HI- 
advised wager wtlh a powerful shailan purport- 
edly tmpetled him to change prnfi^slons. He 
wears a charm thai supposedly coffers protection 
Jrwn devils hidden somewhere on his person, and 
reportedly owns an inleresling ^aLecikwi of rare 
tragical paraphernalia. 
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23. The Double '£dged Sword 

This inn and tavern raters i<j mrn rnaries and 
men-at-arms, especially Thralls. Hearty food and 
Tazian lire -ale served In red-Iron mugs are the house 
specialities. Sparsely furnished roc 11 u and ample 
stable facilities are available at standard rates, A 
Danuvtan swordswoman named Andromache tends 
bar. and a pair of immense Monads named Ibb and 
Abb deliver mod and drink to the patrons. TUan 
combat with p.>d<h-il g,inle and oilier ixmtrMts af a 
martial nature are held here on a nlghUy basts. All 
weapons except garde must be checked at the door, a 
stipulation suggestive or the nature of the Double- 
Edged Sword's typical clientele. 

Profile : 1 nan al Abn 

Kaamlran Moneylender. 12th level 
Iran purchased this establishment after its 
original owner passed away. Site is a crafty 
businesswoman who regards the Oonltle-Edged 
Suxxd as a useful adjuiict la her preferred line of 
meek: she finance* expeditions Info the 
Wdrfiiianciti, hiruu) nnvmtuirlps to retrUfoe 
valuable artifacts. !nan is scrupulously hotutst 
and Just as thrifty: she strikes a hard banjatn, 
and Is guicic to collect on debts. 

24. The River Inn 

Catering exclusively to Blue and Green Aeriad. 
this Inn Is furnished with tables, lounges, ham- 
mocks, and elevated walkways fashioned of woven 
vines. The (are (seeds and pods, fermented vlncsap, 
and gjant watertmgs broiled In a savory swamp- 
sauce), and accommodations [tiered tree-dwellings 
■Itualed behind the tavern I. are likely to hold Utile 
append to im.hi Aeriad. \ sire;im ll-iwim' Ihroti.^Ji 'he 
common room hrl|>s. sustain thr vtridla-planl decor 
and adds a touch or authenllc Vardune atmosphere. 
Prices are one fourth higher than standard rates. 

Profile: Ka-Rcc 

Blue Aedad Scout, 9th level 

KaRee is a frequent patron of the fHoer Inn. She is 
known as a skilled flyer, though like all Aeriad 
she must use Bracers qfteviiatton in order to 
remain alrbome for extended periods of rime, Ka- 
Ree has served as q rfuer scout, paSnSlng the 
southern borders of Vardune Jbr dangerous 
predators. She run r w-nvs in the city legion as 
corrurwruftT of a scouting 'wing' of a dozen Btiw 
Aeriad. 

30, stndftr PmviUon 

The Slndar Pavilion la an inn and tavern 
catering mainly to Slndanns, though also frequented 
by scholars, antiquarians, and curio dealers. The 
decor here Is In the Simla nm slyle: open -walled, with 
diaphanous curtains dyed In oranges and deep 
browns and runiLshlrig* r>f Niruwlhly p«U-;hrd ban I 
wood or stone. In the central common room 
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Slndarans ptay Trtvarlan, a game incomprehensible 
(o sLngle-bmmed beings. Wagering Is often brisk, and 
the players art stimulated by rainbow- hued skoryx 
served In spheres of frosted crystal. 

A collection of one sort or another Is usually an 
display: Sadaan the Collectors compilation of skulls 
and necromantic regalia never falls to draw a crowd. 
Aspiring thieves would do Well to consider other prey; 
the Slndarans ward their mousy satchels with 
Kasmlran thief-catchers and are exceptionally 
vigilant with regard to their treasured collection*. A 
further concern Is Sadaarl. who Is always in the 
market for skulls, hone*, and other morbid col- 
lectibles. The Inn'* price* are avcrafte. 

Profile: Kahutan 
Slndamn Collector 2eth level 
7Tw OWner of the Sindnran Pavilion , the aged, arid 
rv-.s-jy-eted Kahiltan. is known jar his vvtitiQut l of 
anttqmjewelru. much of which dales back to the 
Forgotten Age. The Sindnran afUm appears frt 
jmhlir oma/nented! with priceless rings and 
bracelets. KahuLan Is also a Trfixirtan player of 
sorric- note- be is a nadir of the seventeenth 
fbyrcr Ha considers hltrtsrif n qwiinlSnn oj ao/*s 
for a demented. Stndaran named Sadaan, wlton*' 
cctUxikjn of priceless necromantic adjuncts Is 



said to include the skeletal remains of man? than a 
few foolish thieves, 

28. Astir Gfcrd.cn e 

This nympharium and pleasure-palace was 
bull! to resemble the sylvan ({lades and scenic 
woodland vistas of As tar, An admittance fee of 50 
gold lumens Es charged nt ilir entrance. Customers 
art allowed to partake of succulent fruits and vials of 
blossom nectar, engage In daSUnces or romantic 
confluxes, and experience the myriad raptures of 
Muse culture, as they desire. Entertainment Is 
provided by various Muses, who use their 
lelempathlr powers Ut project [nuioramas of color and 
sound for the benefit of their clientele, or as suits 
their whims. 

Profile: Davalila 

Miw Telempalh. 1 1 In level 

DauaQia is a beautiful. nymphHke creature wfih 

[avcnder-blue skin and violet hair. She is adept at 

anticlpaltng the desires of her clientele, but 

bestows her favors only as she pleases. Davallta 

is always accompanied by a dtmlnuMve 

woodwhisp named Migg. who believes himself a 

great warrior and serves ax the Mitse's prut* trior. 




A Friendly Game of Trtvarlan at ihe Slndar Pavilion 
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27. The CuiTuuuy 

A sprawling tent-complex serving as, An Inn and 
tavern, the Caravansary hu Catered to travelers from 
the desert kingdoms of DjafTa. C&ranlheum.. and 
Kasmtr Tor well over thirty years. The atmosphere is. 
iriisual; customers redlrie on silken rush Ions, rind 
an- attended by Veiled servants bearing trays of 
honeyed dates, skewers of roasted meat, and palm 
wine. Silver cucurbits of steaming- hot mochan. a 
dark and stimulating beverage popular throughout 
the Desert Klngdoma. are the house specialty. 

The tents con lain three large common rooms, 
numerous small suites, and a half dozen baths. 
Outside are extensive facilities, for the stabling of 
beasts. With additional areas for Wagon* and drays. 
Prices arc slightly above average. 

Profile: Asa Din 

Djaillr Merchant 18th level 
Asa Dm has been the proprietor of the Caraoan- 
sary for the last nine years, A former aduisor to 
the Caliph 0/ Djajfa. he has cotvtecflans with 
many of the Djajfir merchant and. some say, 
}>* u .ill ! trtlies. Asa. Din is meil regarded by the 
Kasmirans, Draeartans. and his outi people, who 
Consider him a man with whom one can do 
business. Like all DJaffir, he Is never seen UttlhouL 
his fetish mask. 

26. Subterranean Market 

This underground marketplace Is run by the 
Gnomekln of Dume. Here, Gnomekln crystal- 
oman cere offer their colorful wares, along with ouch 
Dumean products as mushrooms, fungi, fresh rock 
urchins, and tubers. Wagons head to and from the 
subterranean dty of Dume through the Underground 
H Ighway, which has a surface entrance here. 
Gnomekln fare — pungent mushroom ale. cave eel, 
and steamed rock urchin — Is available In the Grotto 
Tavern. Comfortable, moss- lined nooks accommodate 
overnight guests, Prices are bejow average in mosl 



Profile: Ebo Burablo 
Gnomekln Crys talc man ce r, l-Hh level 
Ebo Butabio runs tfu: SitbH.Tmiv.ixn Murfcri, 
coordinating ddtueries of goods headed to and 
from Dume, setting prices for imports, and over 
seeing the market's security jbroe of Gnornektn 
warriors, fits pas If ion affords him Utile opportunity 
Jor relaxation, yet he always makes surf that he 
Ui able to spend time u?tth his utife and their 
seventeen chSdren. 

29. Diplomats' Park 

This park is reserved For the use or government 
officials, who often entertain ambassadors and 
representatives from other lands here, The Cymrlkan 
government sees to 11 that all manner of comfort and 
enjoyment are available to Its varied guests. 



30. Museum of Antiquities 

A monolithic structure over four centuries ul<l. 
the Museum of Antiquities contains rare artifacts, 
many of which dale back to the Forgotten Age. 
Included are exhibits on the ancient civilizations of 
Eh ride. Pompados, Shama, Phandrfl, Xambria, and 
others. There are rumors that a collection of 
Quaranlan artifacts Is kept behind formidable 
magical wards and locks. Of special LntercBt to 
scholars and antiquarians Is an exhibit featuring 
relics of unknown origin and usage. 

Profile: Median 

Slndaran Collector. 37lh level 

Modem stTtv.* <tt curators/ tin- Museum of 

Aniktiiitiea. He Is sometimes available to appraise 

newly unearthed artifacts, and may be conuinOtd 

to arrange financing Jor archaeological VjCpedMotlif 

organized by qualified Individuals. Initial co»i«tti$ 

thai the Sindaran curator would be unable to 

resist *banuwlng m from the museum to imp mve his 

personal collection of artifacts pertaining to the 

Labyrinths aj Shama seem tohaue beenjooltsh. 

31 . The Arcanum Society 

Till* Is a private club open only to members of 
the Arcanum Society. Including many of the instruc- 
tors at the Lyceum Arcanum as well as other schol- 
ars of the arcane arts and a number of prominent 
wizards and arthlmages of various race* and nation- 
alities. Admission to the society as a member or guest 
Is by Invitation only. The club Is said to maintain an 
excellent library or magical and alchemical writings, 
plus a collection of rare and potent magical artifacts. 
The structure Is warded against thieves and intrud- 
ers to such an extent that mere proximity 10 the 
building can be dangerous. The society also sponsors 
an annual awards ceremony thai is the talk of the 
Seven Kingdoms, 

Profile: Talma) 

CymrtUan Magician. 40th level 

Talma} has been (he chief administrator of 0^ 

Lyceum Arcanum stnte 603, when Azradamus 

was elected Wizard King of CymrU. He also serves, 

as the head 0/ the Arcanum Society, and has been 

Instrumental Cn altering the society's rigid rules. 

For example, Jemales are now allowed into the 

society, and ills no longer a requisite that all 

members wear dark green. 

32 The Lyceum Arcanum 

This labyrinthine structure houses Tails Ian las 
foremost Institute for the study or magic and al- 
chemy. The Academy of Thaumaturgy In Carantheum 
Is also highly rated, but Its curriculum Is less varied. 
Courses are available al apprentice, IniUale, adept 
and master levels. 

since the opening of the Lyceum's secret 
archives In the year 603, there has been considerable 
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emphasis on Forgotten Age studies. Classes are now 
offered In all wrtlten rn-^if.ij Mil* «f Mltitly, as wHl 
as such esoteric fields ;»s metaphysical doctrines. 
Interdlmensional travel, and the creation of 
homuncull. Unwritten fields cf magic, such as 
stvunanlsm or speltweavtng are not taught here, 
however. 

Tuition Is 500 gold lumens per septemester 
{seven week*}, or 50 gold lumens for Cymrilian 
citizens. Application and placement exams are 
required prior to acceptance lo the Lyceum. Failure 
to meet accepted standards Is considered cause for 
suspension from advanced coursrs or, at (he dean's 
option, expulsion from the school. The Lyceum 
faculty presently constats or I he following Individuals: 

Tilnu} 

Cymrtlian Magician, 40th level 
Fields of study: Invocation, mysticism, necro- 
mancy, and wizardry 

Chief Administrator. Lyceum Treasurer, member 
Of the Board of Directors, Professor of Occult 
Sciences and Extra Dimensional studies 

Etfeartn 

Cymrtlian Magician, 39th level 

Fields or study: asLroirmncy. geomajicy, and 

wizardry 

Dean of Adepts, member of the Board or Direc- 
tors 

Cymrlllan Magician. 38th level 

Fields of study: alchemy, thiumiiiturgy. ;ind 

wt tardry 

Dean of Initiates, member oF llir Board nf 1 1 1 1 i-i- - 
tors 

Fhiriin 

Cymrtlian Magician. 3 1st level 

Fields of study: enchantment, pyromancy, and 

wizardry 

Dean of Apprentices , member of Ihe Board of 
Directors 

Jhutlns 

Cymrtlian Ar romancer. 18th level 
Fields of study: aeronuuicy and wizardry 
Professor and Head of the Aeromancy Depart- 
ment 

Tgrum 

SLndaran Ale hem IM, :sVth lrvd 
Fields of study: alchemy 

Professor and Head of the Alchemy Department 
Tt Rio 

Sunra Aquamancer. 32nd level 

Fields of study: ;irniiii.Lricy. aquamancy. and 

enchantment 

Professor and Head of the Aquamancy Depart- 
ment 



0oil the Phantudaa 

Mi.mU-il.in /Vk<r"Hi:incer, SW Mil 

Fields of study: aeromancy, astrortniH y. and 

enchantment 

I»roresBor and Head of Ihe Aatromancy Depart- 
ment 

Strcc Chm 

Green Aerlad Botanomnnrer, It.Hh Irvrl 
Fields of study: botanomancy, geomancy. and 
natural magic 

hufessor .mil Mtail til (he EJotanoman ry Depart- 
ment 

Drome 

Kahustran Cartomanccr. 1 9th level 

Fields or study: cartomancy and mysUclsm 

Professor and Head of the Cartomancy Dcpart- 

ni-vjl 

Califs* 

Cymrtlian Cryploniancrr. 25lh level 

Fields of study: cryptomaney. enchantment, and 

wizardry 

Professor and Head of the Cryplomanry Depart- 
ment 

En o Arabia 

Cnomekin Crysiajontruicer. 23rd level 

Fields or study: rrystaloiltancy. enchantment, 

and geomancy 

Professor and Head of the Crystolomancy Depart- 
ment 

Curdle 

'lli.trc l,m Ivinhmtress, 37Ui Irvel 

Fields of study: cartomancy, enchantment, and 

t.iliMrwuicy 

Professor and Head or the Enchantment Depart 
menl 

V*j Eroa Dso 

Vajra Geomancer. 20th level 

Fields of study: geomancy and invocation 

Professor and Head of the Ceomancy Department 

Alblsn 

Aamanlan Priest (expatriate). 39th level 
Fields or study: enchantment, invocation, and 
necromancy 

Professor and Head of the Invocation Department 
Talis 

Cymrtlian Magician, 1 7th level 
Fields of study: natural magic and wizardry 
Professor and Head of Ihe Natural Magic Depart- 
ment 

Abu Ksdju.il 

Yltelt Necromancer. 19th level 
Fields af study: mysticism and necromancy 
Professor and Head of tile Necromancy Depart- 
ment 



23H 



Chapter 7 



Mandalan Savant, 24th level 

Fields of study: cryplomancy. niysin-iMin, and 

natural magic 

Professor and Head of the Mysticism Department 
IteHa 

Cyrtirillan Pyromancer, ]7i!i level 

Fields or study pyromancy and wizardry 

t^ofessor and Head of the Hyrtlnancy Depart - 

mrnl 

Marukan TaUsmailcer. 17Ul level 
Fields of study: cryplomancy and Lulls manry 
Professor and Head of the Talismancy Depart- 
ment 

Qmc 

Yassan Technomancer. 27th level 

Field* of aludy; enchantment, tcchnomanty, and 

wizardry 

Professor and Head of the Technomancy Depart- 

aural 

Aba icm r 

Dracarlan Thaumaturge 39th level 

Fields cf Study, enchantment, Invocation, and 

Ihaumat urgy 

Professor and Head or the Thaumaturgy Depart- 
ment 

Zaiiste 

Dhuna Warlock, 26th level 

Fields of study: natural magic, necromancy. and 
witchcraft 

Professor and Head of the WlLchcralt Department 

Merdlgsn the Mlrscidou* 

Zanrilr Wizard. 25th level 

Fie bit of study: enchantment, pyromancy, and 
wizardry 

Professor and Head of the Wizardry Department 
(foctiOa 

Phareslan Sage, 3&th level 

Fields of aludy: aslromancy. cryplotnancy. 

Invocation, and wizardry 

Professor of Arcane l.i>rr nrvl TiilUliinlun Culture 
Omlr al KmmIi 

Kasmlran Trapma^r. 35Lh level 

Fields of study: alchemy. enchnnhin-nt, .irnl 

technomanty 

Professor or Constructs, Security Advisor to the 
Lyceum 

D'Afc* 

Nagra Shaman, 22nd level 

Fields of aludy: natural magic, primitive en- 

chanlmenL and shamanism 

Special Consultant Primitive Magics Department 



33. The Library at Cymrll 

This venerable InBtllUllon IS an adjunct or the 
Lyceum Arcanum. The library contains over 20,000 
tablets, scrolls, and volumes, many quite rare or even 
unique. The sections on maglr. •«!< hrmy. ancient 
history, geography, and languages are especially well 
regarded. It Is not permissible to borrow research 
materials except by special arrangement with the 
Lyceum Arcanum, 

Profile: Sophist cs 

CallidLan Cryplomancer* 34 111 level 
The head ajxhtnist at the Library at Cymrtl is not 
parifculariu sociable, but he Is efficient and highly 
competent despite- his handicap: his tot vjite was 
removed by a vengeful Cnori rha£donwia?r as 
punishment Jot revealing a stolen secret. The 
cryptnmancer commliMcaies with patrons by 
Inscribing tnchwrtctf symbols In the air, Sophisies 
keeps a keen eye cm all who enter the library and 
is especially alert for l/tlffues and vandals; ii is 
said thai he keeps a captive shattan In a brass 
bottle hidden beneath the folds of fits clack. 

34. CymHI Magical Supply 

Like the library. Hit* establishment Is an 
adjunct of the Lyceum Arcanum. All sorts of magical 
and alchemical supplies and paraphernalia are 
available here. Including alchemical apparatuses, 
powdered plant and animal parts, crushed minerals, 
crystal container! of various shapes and sizes, 
magical Inks and pigment*, several varieties of 
parchment, and a hoot or related materials. The more 
common types of magical and alchemical mixtures, 
many concocted by student-i at the Lyceum, can also 
be obtained here. This shop buys raw Ingredients and 
magical apparatuses only fnun hrrnscd dealers, a 
necessary precaution due to the prevalence of 
charlatans and mountebanks In Cymril, Prices for 
goods tend to be rather high due to the large local 
demand. 

Profile: Oranlus 

Cytruillan Enchanter. 14th Level 

Oranlus is a slewed appraiser of enchanted Hems 

who tifipbys a mogSeal (ens to examine all goods 

bmujht before him. Me ts exacting in his duties, 

utilizing a set of stlucr scales to carefully measure 

and weigh ail Ingredients, Ha ts assisted by a 

stiver plated automaton fashioned in the Ifkeiuns 

of Thysu-am, the fabled naturalist of ancient 

limes. This construct ts program/rnr! to tikmtlfii 

organic, substances; of all sorts. 

35. The Mortar and Pestle 

This small establishment oners powders^ 
potions, and mixtures af various aorta at close to 
average rates. The proprietors purchase raw materi- 
als from Independent sellers, provided the quality of 
such wares Is up to their standards. Unknown 
mixtures arc analyzed at a cost of 10 gold lumens. 
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Nadan the Alchrmlsl 



This Is a very reputable establishment, known for fair 
prices, honest dealing, and quality merchandise, it b 
also the Informal gathering place for the Slndaran 
ali-hernlal* who dwelt in Cynirll. 

Profile: Nadan 

Slndaran Alchemist. 25th level 

Nadan inherited tills shop from his uncle Ztavd 

after the latUr retired. Like most Sindarans, he is 

quae talkative and ts known to discuss two 

subjects at once, alternating from sentence ta 

sentence in iheSindaran style K^flim tm.-. n 

mthi'r tuuLstiul IioMm/: Ik ■ n-. iU\t9 various types of 

pftasphoresceni fungi urfudi he keeps in the 

basemetxt of his shop. 

36. The Magic Sigil 

One of Ihe moat colorful shops In the city, the 
Magic Slgil Is owned by a Raht.m I ra n cartomancer 
named Merdan. The shelves lining the walls of this 
• if - kidrn svllhi .ill iilihiut of tlrnn^c objects: 
books, phials, curios, scrolls, statuary, sarcophagi, 
lims. old clothing. Jars filled with various analomlral 
pul* preserved In amber-colored fluids, crystals, 
in ip'i. < hrsls, and a thousand oilier oddities. Merdan 
make* no effort to catalogue his wares, nor docs he 
CATC 10 spend much time bargaining with customers. 
Pay the asking price, and the object Is yours with no 
guarantees or refunds. Merdan la equally renowned 
as a buyer— no questions asked, take hi* offer or 
leave IE. 



Profile: Merdan 
Rahastran Cartomancer, 36th level 
Knoumfar hts stories, some of whteh verge upon 
the fantastic, Merdan dalm? to be no less than 
431 years old, the seventh son of the seiw>nt>i mh 
of the mad wizard. Rodlnn. Hts cadaverous 
appearance and airhole style of dress would 
seem to tend credence ta the first claim, at least. 
He owns a Zodar deck but refiises to use tt. 
claiming thai the cards have turned an him. 
Merdan low* to ivager on THmrton, although he 
states frankly (hot he has no idea of how the 
game is played. 

37. The Sanctum 

Once a shop dealing In rare books and magical 
writings the Sanctum carried a shadowy reputation 
a* an establish men t owned, operated, and frequented 
by hL.u k niagl< the fnrinc r owner. Nortumirs, 
was 1 1 ;.'iatrd U> tx- ;i Farad necromancer. It was 
closed In Ihe year 610 after Cymrtl severed relations 
with the Farad. Tli* slutp h hi>w Ukardrd up, lis 
doors and windows warded by powerful symbols and 
scab, 

36. The Four Winds Travel * Supply Co. 

This large complex of buildings was once owned 
by two partners, a Cymrilian wizard and a 
l'h;intaslan dream merchant. Formerly a motley 
arrangement of run down sharks, tlir rsljihtl.slimfiil 
has prospered In recent ye.trs rind has undrrgfun- 
cxtenslvc renovation. The facilities now Include a new 
seven-story olTlce and watchiower. a Lnrge warehouse 
for the construction and maintenance ofwindships, a 
second Jbr Ihe storage of ship's components, and a 
third for storing goods In transit from Cymrtl to other 
bcatet. There Is an extensive docking facility, which 
is used by wtndslups from across the Seven King- 
doms and beyond. Mining ships from the Sea of 
Class still come here to offload, though not as often 
as in days past- The Four Winds Travel and Supply 
Company offers the following services: 

• Wlndshlp Leasing: 2 ,00O- 13.000 gold lumens 

per month 

• Docking: 50 gold lumens per week 

• Install LevitaUonals: 1,000+ gold lumens 

• Wlndshlp Repair: 1 0-40 gold lumens per day 

• Passage to: 

□racarla 5, L 00 gold lumens 

Hadjistan 3,400 gold lumens 

The Sea of Class 3. 500 gold lumens 
Thaecia 4.300 goW lumens 

Zamh 2,400 gold lumens 

Ships now depart weekly, though schedules sUQ 
lend to be a bit erratic. Accommodations vary In 
quality when available. (lrsl-clas* fare* are generally 
double the standard rate. Passage to outer locales 
must be arranged privately; the standard rate Is 10 
gold lumens per mile, plus a departure fee and 
retainer of at least 500 gold lumens. 
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Profile: Markabian 
PhanLaakon Dream Merchant 1-1 th level 
Markablan is a Fhanlastan of middle years, toll 
and nojToui of build with art easy-going personal- 
ity. He purchased the Four Winds Ttadttvf Com- 
pany from his former partner, Corolian. at Oft 
extremely reasonable price. Since then, he has 
experienced nothing but good fortune and his 
business has prosperrpci Recent improvements tn 

witvlthlp (ln-tim J.'.-. /:> mut r.yniritinn tnter^t hi tile 

Unknown Lands hold even greater promise jar the 
future-, <u ul Miirkciltlan ts considering adding mare 
ships, pilots, and crews. 

39. Cymiil Gla*f Co* 

Situated adjacent Lo the Four Winds Trcivel and 
Supply Company, this facility stores, cuts, polishes, 
and ships green crystal mined and Imported from the 
Sea of Class. The glass workers' guildhall Is located 
on (he premises, and Includes an Interesting exhibit 
or Items found entombed within cut blocks of glass, 
presumably trapped since the formation af the Sea of 
Glass. Unfortunately. since the severing of trade 
relations with the Farad business has been slow, and 
many of the glass miners and laborers were laid oil 
recently. Accordingly, the place often seems deserted. 

40. The Foni Winds Tavern 

This Lavcm and Inn caters primarily lo 
Cymrilian wlndship pilots and crew, though 
shlpcrafters and glass workers aonietlmrs rorne h<-ve 
as well. Not surprisingly, their talk Is largely af 
Wlndshlp*. atmospheric condlUons, and goings -on In 
foreign lands. The establish rnenl offers good food and 
drink at reasonable prices, overnight Hccoiitmoda- 




A Night at The Four Winds Tavern 



linns af adequate quality, and private lounges where 
individuals with a surfeit of wealth can enjoy a phial 
of Phaniaslan dream essence In repose. It is some- 
time* possible U> obtain the sirrvirrs of ,i qualified 
wlndship pilot or levliatlona] engineer by Inquiring on 
the premises. 

Profile: Arcturian 
Phontosun telnamancer. 15th level 
Ttie proprietor af the Four Winds Tavern Is an 
asiromancer qj same renourn tn uts-stem ToTts 
iantai al one ttme, he served, as an advisor in the 
Sultan of Zandu. Arcturfan has sailed the length 
and breadth of the conilncnf and loves la regale 
customers with tales af his travels, such as the 
tunc he smuggled a cheat of gold out qf tlw 
Khodun's Tower tn Rajontstan, or the ntgfxt he 
spent with on alluring Dhuixa witch as a covert 
witness to the Rites of Zar, Though more than a bit 
past his prime, he remains an avid ladies' man. 

41. Artisans District 

Here are found numerous small shops featuring 
gemamlths, ambersmlths, melalsmJtha, Lrapsmlths. 
weaponers, tanurn*. ^I.jssblowera, makers of colorful 
dyes. Jewelers, furniture builders, pollers, weavers, 
and so forth. The wares are reasonably priced and 
the merchandise Is of good quality. ~ 

Profile: Llriope 
Muse Artisan, 12th level 
The beauttful Ltrtop** ts one of th* nvtny artists 
uha stiow t)wir tmrtrs tit thts sector e/Ct/mrtL Her 
specialty Ss enchanted muskxd Instruments . 
though she also dabbles in gossamer tapestries as 
time permits. Her Instruments are prized by 
musicians of all races, particularly ihe Bodor, 
Uriope ts rumored to have had brief affairs wUh 
several promtnerd artists and literary ftg\;rv\. tn 
and around Cymrif. 

43. seraxsto't 

An establlsbmenl dealing In exotic costumes of 
all types and origins, Serazzlo's La owned hy a Zandlr 
clothier of the same name. Elaborate and fanciful 
costumes are for sale or rent heir, and custom- made 
apparel Is available by arrangement. Prices are high, 
but the quality of Serazzlo's work Is unmatched In 
the Seven Kingdoms, 

Profile: Serazzfo 

Zandlr Artificer IclDlhieri. I Bth level 

A foppish Zandlr. Serazxia is about GO years old. 
though frequent use af magical enhancements 
makes him appear closer to 40, He dresses tn the 
most extravagant aostumes. wears garish face 
paints, and affects a somewhat snobbish altitude. 
Seraxzto prides himself on always keeping tn step 
with the latest fashions, no matter how outra- 
geous. 
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43. The Lock ud Key 

This establishment spectatLzies In the design, 
repair, Jiittjdlaljnn, removal, and maintenance of 
Intricate trap mechanisms. Also available here are: 
keys made to order 1 10 gold lumen*), custom locks 
|'20 fjold lumens ami up|, a |c M k cipcrtlnif nervier (25 
gold lumens on all*. 100+ IT travel Is required), plus 
such unusual 1 tenia as shni'kks and cages. Prices 
are exorbitant, even for goad? or such high quality. 

Profile; Az4 al Din 

Kasmlran Trapmage. 32nd level 

The accomplished trapmage Axial Dtn is much bi 

demand among the weaitltter magicians of CyrnriJ. 

Jot whom, she provides such Security rrn-astuTs as 
are required to safeguard their homes and posses ■ 
itions. Azi al Dtn Is sat! to ttrxini « rvrVrr^.i.'i ■ 

fortune 1 in gold, and gemstones. supposedly in a 
i\jirJr ftkJi-tiTi \;\ the basement of her louter-shop. 

44, Wilder lands Outfitter 

This Immense warehouse and stable complex 
offers almost anything an aspiring traveler or caravan 
master couid desire; trained beasts of many types, 
wagons, drays, rope, tents, weaponry, armor, cloth- 
ing, and even small punts and skiffs. Prices are 
Within reason; quality Is good and sometimes excel- 
lent. 

Profile: Muharabl 
DJafflr Merchant. 20th level 
Muharabi abandoned the nomadic lifestyle of hts 
people and settled in CymrB some years ago. He is 
regarded as a crajly businessman, fair but firm In 
ail bis dealings. Muharabl continues lo be on good 
terms with hts brtbesjblk. who supply him urtth the 
finest quality merrhontliw. th- ortcc kept a harem 
of eleven wives, but all abandoned htm following a 
scandal of some sort the details of which 
Muharaht prefers to keep secret. 

43. TaUslantan Import* 

Formerly a subsidiary of the Wlldertands 
OuUlttcr (see *44). this establishment \s now owned 
by a Yltek nomad who once worked as a tomb roblurr, 
A Wkle variety of goods are sold here . Imported by 
Pjafllr and Yltek merchant* from across the conti- 
nent. The types of commodities available al any given 
lime vary according to supply and demand but often 
include: furnishings, fabrics, exotic hardwoods, 
spices, scintilla, amber gourmet delicacies, liquors, 
curios of various sorts, and — most popular In recent 
years — items unearthed from the numerous rums 
that Utter the Wlldertands of Zaran. Prices are high, 
at least double standard rates, and quality varies 
considerably 

Profile: Namldlan 

YllekTomb Robber. 13th level 

Attired in the customary veiled robes of a Yttek 

nomad, Namidian is a mysterious figure who 



rit tr:-,k. ittli- bonier, when bored, fw r/isj^iirjs hit 
displeasure by unsheathing a long sefmltur utnl 
sharpening a on « whetstone. He has confacts 
wtlh several of the largest tribes of Yltek tomb 
robbers and Orgoutan traders. 

46. Moneylender 

A wmdowless stone Structure resembling a 
small fortress serves as the office of the Kasmlran 
moneylender Abn Qua, The moneylemter himself la 
rarely seen: aU transactions are performed through 
slots [n the tower's reinforced Iron door, with Abn 
pvui Hjfc t ?irrv|r»n th.- prorenlLnjiR by lii«-;ms of a Flexible 
viewing tube. Here one can exchange foreign curren- 
cies flora 1 0% surcharge, depo«iH muney or valuables 
for safekeeping at a 5% foe per month, or apply for a 
loan Willi 'iOtHi minimum Interest. Financing for 
wlldertands and other expeditions ta readily available. 

Profile: Abn Qua 

Kasmlran Moneylender, 23rd level 

Thfo Kasrniran ts fair in hts dealings, but Ivy has 

little patience jbr (hose who do not make good on 

their loans. Abn Qua is suspected of hiring the 

services of Artmlte Revenants and Jfika 

manhunters to persuade debtors to pay up 

promptly and in full 

47. Teehnomaneer 

This stall Is run by a family of technomancers 
that designs, rep.iJj;>, ,nnl maintains all sorts of 
mechanisms, devices, and conveyances. The quality 
Of work Is superior fees begin at 1 0 gold lumens per 
hour plus materials. 

Profile: Ven 

Yassan Teehnomaneer. 17th level 
Ven ts the son of Kwadinn, tlw original owner of 
this establishment. He Is quiet OJU.I sojlspoken by 
nature, and euery bit as (nthiatrkms and highly 
skilled as his father before htm. Ven is fearful of 
the consequences of the Sub-Men uprising, and is 
SOLtffiy his money In order to bring the rest of his 
tele, or family dan, to CgmrQ from their present 
home in Caranlheum. Thoutjb technically a 
foreigner, he considers htmsetf a citizen of the 
Scin7j Kingdoms and is very loyal to the Wizard 
King. 

4ft. Temple of the Ten Thousand. 

Located opposite the Temple of Aa. this Is not 
,-ictuaUy a temple, but a lively tavern and brolhel 
frequented by traveling Punvloxists, chiefly from 
Zandu. Wine and aplcy Zundlr dishes are av;ilLil»l<- M 
fair prices. Entertainment is provided by Bodor 
musicians, Thlaslan dancers, and Zandlr charlatans. 

Profile: Xardque 

Zandlr Courtesan. 19th level 

An aging courtesan, Xaniqtu- trumnges this colorful 
(auem and bmtheL Once laurty beyond compare. 
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Paying Homage to Aa the Omniscient 



Xonkpte's fading beauty is now necessarily 
enhanced by the use of tnagie; the illusionist 
Mtramar is especially fond of her and has helped 
to maintain her linage of beauty, Sanitate M Cf J iVS 
f;t living for the here and now and la a great 
favortteofthe many folk who patronLce In* Temple 
Of the Ten Thousand Few realize she was Ot Wi- 
the pampered companion of a now-deceased 
Exarch of Arirru or that she knows secrets of the 
hidden passages of the palace tn Mirazahti, 

49. Temple Of 

An edifice dedicated to Aa the Omniscient. the 
stem patron deity of Aaman, this structure Is fre- 
quented mainly by member? at the OrthodoxlBl CuLl 
on pilgrimages to the east. Am hu few followers in ihe 
Seven Kingdoms 

Profile: Aid 

Anmanlan Warrior- I'rles less. 25th level 
A Stern Jailed Aanxm Ian of middle years, Aa! finds 
no Joy In her assignment to Cumril; tt fa her belief 
that she ts surrounded by Infidels and that Cumril 
fs a city of sin. St Hi she obeys thedictates of the 
n**u' ff (crepitant unfatStngly and without question* 



as she obeyed his predecessor. Aal Is served by a 
cadre of warrior priests ted by the ISm-levei 
A-nsJan, who hears a s.'nuir^i-ij ^filiation as a 
witch hunter amongst Uie local cttixenry. 

80. Temple of the Creator 

The beneficent deify known a* Ihe Creator ha* 
a wide and varied following that includes many 
cyniriUana, Aerfad, and Slndarana. Services are held 
only twice per year, on special holy days. 

Profile: Bahal 
Cymrtllan Priest, 23rd level 
Tall, reserved, and introspective Bahal is an avid 
scholar qf metaphysics and owns a considerable 
collection of manuscripts ort the subject. He Is 
always eager to discuss opinion* un thmsopf iy. 
and ts something of an expert on the higher 
planes, 

51. Temple of Terra 

This underground temple is dedicated to the 
Cnoniekln patron deity, Terra, the Earth Mother. 
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Profile: Abo Enabia 

Gncmekln lyrics Less, 20th level 
The* high priestess of the Temple of Terra ts 
compassionate to the needs of all beings and 
never turns away a person In need, regardless of 
the indlHkhuiVs- reltgious beitefs. 

52. Tmslta Tattoo Parlor 

This small shop is identifiable by Its colorful 
sign, which shows the tattooed forms of a pair of 
male and female Thralls. The Interior la sparsely 
furnished with a couple of sturdy stools, a table 
stained with colored pigments, and an old mirror* 
The moat Intricate and colorful tattoos may be 
obtained here al a coal of approximately 3 gold lumen 
per square Inrh. 

Profile: Hraumc 
Thrall Warrior, 26th level (retired) 
Heatunc is an aid Thrall warrior who has seen 
many campaigns tn his day. He Is on Rupert CM the 
77 trail art of tattoo making and can produce or 
copy any design, no mailer haw complex. Heaumw 
can identify any Thrall tattoo on sight and deter- 
mine its exact significance. His powerful body 
bears the scars of twenty odd gears of servtce tn 
the Eastern Borderlands, 

53. Mercenaries Exchange 

The owner s of this establishment act as amenta 
Tor mercenaries and hireling*, arranging to lease 
•he m to interested parties nn a temporary basis. 
Once Farad-operated, the Mercenaries Exchange la 
now owned and operated by tlir Cymrlliun fir^H-m- 
merit. Due to the current situation in the 
WUoVrlands, there Is a severe shortage of skilled 
mercenaries in Cymrii. Applications are being taken 
for experienced scouta. artillerists, warriors, and 
support personnel of all types. Pay range* from 1 00- 
500 gold lumens per week baaed on level of ability, 
with tours of duty ranging from 4- 1 6 weeks. 

Profile: Sparte 

Thrall Warrior. 12th level 

Sparte serves as head recruiter for the Mercenar- 
ies Exchange. A veteran of the Borderlands 
Legion, he suffered a crippling wound and can 
now walk only with the aid of a cane. Though he 
can no longer serve as a warrinr, he renuilixs iotjal 
to thcThroils and ihe Seven Kingdoms. Sparte 
tntArxHiivs all applicants personally and has no 
paliettce for Irtoompe'tCTifs. Despite his unund. he 
ts no one to trifle urtlh. The tost applicant who did 
so now resides In the Cymrii Mausoleum. 

54. Cymrii Man* oleum 

A gigantic edifice of dark green crystal the 
mausoleum is the final resting place of many 
Cymriltans. As was the fashion among their Hhandrc 
ancestors, the CymriUana Inter their dead In glass. 



Green crystal Is the least expensive and most popular 
material at 2,000 gold lumens per sarcophagi is, with 
the lighter mid more translucent shades costing quite 
a bit more. Ambcrglass Is favored only by the very 
wealthy, since It seldom costs leas than 20.000 gold 
lumens. Encased In solid crystal, the departed are 
perfectly preserved and may be viewed by untold 
future generations of admirers and descendants. 

Profile: Dlsraar 

Cymrilian Mortician. I7lh level 

A gaunt and ancient-seemtng man with pale green 

skin and ice- coid hands. [Humor serves as the 

mausoleum's chief mortician. Wien extending his 

sympathies to the hereaitti, he wears a mownful 

egression and attires himself tn somber black 

garments. When not on duty, Dismar can be found 

at the Temple of the Ten Thousand, pouring back 

glasses of green wtne and ogling the gOunti 

courtesans. 

SB. Metamorphosis 

Thto salon Is currently very much In vogue. It ts 
owned by Darual the Morphoalte. an eccentric 
Individual of Indeterminate age, race, or gender. 
Here, clients mim tn luivr. Ihrlr appearances altered 
according to their wishes. To this end, Darual 
employs the latest magical enhancements: changing 
skin or hair color, molding facial features, applying 
lacquers Id shape (he hair Into outrageous coiffures, 
and employing subtle magics to disguise gender, 
race, age, or other physical characteristics. Coats 
tend to be excessive and range from 10O gold lumens 
for simple modifications to thousands of lumens for a 
complete makeover. Denial 'a clients Include some of 
the wealthiest citizens of Cymrii, Hadjlstan, and 
many far distant locales. 

Profile: Darual the Morphoalte 

Cymrttlan Wizard 22nd level. Fields of magical 

study; wizardry and alchemy. 

An odd and eccentric individual, Darual Is known 

Jar his habti of magically altering his manner of 

dress, sktn coloration, and gender as the mood 

suits him. Formerly a seller of exotic potions and 

charms, he now awns Sfetamorplvosis and has 

done quite weil for himself, 

06. House of Elusion* 

"All Fantasies Fulfilled." proclaims the sign that 
hangs above the twin portals of I hi* l.il r,i i- :a«l 
very exclusive emporium, which offers vicarious 
experiences In the Form of skillfully crafted Illusions. 
The proprietor Miramax and his talented staff claim 
to be able to fabricate any Illusion Imaginable, 
providing clients with an enchanted form of virtual 
reality. Prices range From 1 00 gold lumens In well 
over a 100,000 lumens depending upon the complex- 
ity and duration of 1iic desired illusion. Mlramar 
guarantees that hts customers will be satisfied in all 
respccls. 
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Profile: Miramar 

Cymrilian Wizard. 33rd leveL Fields of magical 
study: wizardry and aaLrolojjy. 
Mtramar ts a Hazard and Ulii&tonl-st of at icoruty 
talents who claims descent jrom no less a person 
age than the legendary CasoaL master of illusion. 
He rarely appears in person, pr e f e rrin g to adopt a 
variety of Illusory semblances a lien dealing with 
his clients. Even so, he is o h va ys affable and 
eager to please t)\ase who frequetU his establish- 
ment, fn prtimle life, he (s considered something of 
a practical joker. 

97. The Palace of Love 

The Palace of Love Is a lavish pleasure palace 
frequented by wealthy clients from Cymrt and other 
locales. All manner of erotic divert tons are offered 
here In a discreet and tasteful setting- Mile and 
female courtesans of various races attend the clients, 
serving choice viands, line wines, and vtals of aphro- 
disiac elixir. The prices are extravagant, but the 
accomodations arc said to be unsurpassed In alt of 
TallslanLa. 

Profile; Onyx 

Cymrilian Enchantress. 17th Irvrl 
Onyx ts a young enchantress of exqulstle beauty 
and aristocratic demeanor who owns and oper- 
ates tlie Palate of Love. Site has rj\t$tttXtng black 
Skin and hair, an exotic semblaivrt: ilesttji\ed for 
her by Darual the Morphosite. owner of Metamor- 
phosis {see §55). While Onyx will go to great 
letygths to meet the requirements of her clientele, 
she w{U not tolerate rude or unseemly behavior on 
the premises: a Kharakhan giant named Um 
make?, cj-riutn ftmi iil\ <)iusis t*xn{>lu wtiii her 
wishes. Despite Innumerable offers, Onyx makes 
it a pdtcy tiot to get mvcioed with her clients. 

OS. House of Games 

TliLs splendid establishment specializes In 
games of chance, Including such amusements as 
Penladrtlle. Trtvarian. ZocLar. and practically anything 
else Imaginable: In fact, the House of Games boasts 
that it wtU accept arty wager, under the provision that 
it sets the odds. High stakes games are a specialty, 
with wagers totalling Into the hundreds of thousands 
of lumens. Admission Is SO gold lumens, a fee that 
entitles customers to complimentary food and drink 
for the duration of their stay. 

Profile: Tare a u 

Rahaalran Cartomancer, 20th level 
Tareau ts an occasional customer of the House of 
Games. He is a wanderer, a drifter who travels 
across the continent of Tallslanta. rarefy slaying 
In one place Jar tang. Tareau mates a living teUSng 
fortunes and gambling: his enchanted Zodar deck 
Is integral to both occupations. His mood often 
stitfis according to the cards; sometimes he seems 
hopeful, and other times moody and morose. 



33. Maglque 

M-LijlcjiM" is Jirgimhly Hir most exmlr and 
miiiMiiil ni^Ui fipii \n Tallslanta, The ambience ts 
chic, the attitude wild, reckless, and decadent The 
clientele Is young and generally affluent; they dress 
In bright apangalor and sparkle powder and sport the 
latest In magical skin and hair enhancements. Most 
come here lo dance and to partake of rare and costly 
Intoxicants, Including cnoonbloasom wine, dream 
essences, Slndaran skoryx, stimulating elixirs, and 
more. In the domed music hall there is a new attrac- 
tion every night: troupes of Bodor musicians, 
Saurans pounding dragon -skin drums. Suwlla 
a pel [weavers from the laic of Falin. even bands of 
wild -eyed Drunks playing bone flutes. A stall of six 
renegade Ur clansmen provides secu rlty. Admission 
Is 20 gold lumens and prices are high, twice standard 
rites. 

Profile: Ulan 

Cymrilian Ae romancer. 1 1 th level 
Ulan Is a young entrepreneur, the son of wealthy 
Cymrilian parents, and a magician of same ability, 
Sfaglgue is his creation and he revels In Its 
success, which has earned him fame, fortune, and 
a host of anient admirers. Ulan cloaks htmse\ftn 
spangakw. wears cobalt blue hair lacquered In 
rows of' spites, and has enhanced golden skin. He 
Is used to getting what he wants. 

60. Eidolon 

Kldolon ks a private club devoted lo fanciers of 
euphorlca, an Intoxicating and highly addictive 
powder derived from Ihe pollen of the mantrap plant. 
Admission Is limited to members only; Ihe hooded 
figures who guard the door will not allow Individuals 
to enter Lnlo the darkened Interior unless they kri»w 
the appropriate signs. Within, customers gather In 
curtained alcoves, partaking of a drug described us 
synthesis of pure pleasure;" at 25 gokl lumens per 
dose, the experience does not come cheaply. OuU»kto 
In a darkened alley are others who once frequented 
Eidolon. Ihe burned out wrecks of euphorlca addicts 
who have squandered their fortunes and their Uvea 
on the pursuit of artificial pleasure. 

Profile: Melanlha 
Cymrilian Alchemist 7lh fevel 
iWcfiinifiu ts a dealer in euphorlca with connec- 
tions lo the Farad. She ts in her thirties and effects 
a marbled black and white semblance, courtesy of 
Darual the Marphostte. trSeianlha. ts believed to be 
the stnglF most important distributor of the drug tn 
all of Cgmrtl, and Is protected by a powerful cabal 
of magidans from Faiadun. She frequents such 
estaltftshments as Magtque and Metamorphosis, 
but never goes lo the Palace of Love. Uke mast 
who deal in eupbortea, MrAanlha. is also an addict. 
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tU. Tajtlan Arena 

This enclosed arena, features the violent con Lie I 
sport* lhal axe so popular with the Thralls ofTaz. 
Here, spectator* come each night Id witch Thrall* 
and others engage In the Taxlan "contact sport*" or 
melee, a battle between teams or armed opponents, 
and challenge, a contesl pining Individual opporirurN 
against each other In one on-one combat. The 
highlight or the evening la the open challenge match, 
when the reigning challenge champion often* to take 
fin any opponent from 1li<- ninlkm-r ArJmlvtinri Is Fi 
gold lumens. 

Profile: Aluil Abas 
K:r.rr,lr.iM Administrator, 12th level 
Abas is a Crafty entrepreneur who has named, a 
fortune tn the arena combat busitws*. He or 
ranges all nmlches.Jor which Ite takes an agent's 
fee of Sffltr. He also ou'rti - the concession where 
Tartan fbv-aie and other refreshments are sold. 
Though barebj forty years of age. Abas hopes fa 
retire soon In corrJbrL 

62. Pawn Shop 

This small and unobtrusive shop might easily 
he overlooked by characters who do not know Lts 
exact location, The proprietor, a Zandir wizard named 
Xanlbeu*. Is a purveyor of eccentric magical wares 
and weapons. Hts policy Is as follows: Xanlhus will 
pay SCrt* of the estimated value of any Item offered lo 
him, with no questions asked. Should the seller fail 
to return tn 30 days to buy the Item back at 75% of 
its value i Xanlheus Is free to sell ll for any price he 
please*. Xanthcuas shop always contains a variety of 
oddirirntji rind curiosities. 

Profile: Xanlheus 
Zandir Wizard. I«lh level 

Xanlheus is a wiieneil old man who dresses in 
rags and effects ttte semblance of a beggar 
despite Die rumor that he ts actually quite wealthy 
txnd has supposedly htddtit a fortune somewhere 
on the premises. He Itues tn a ramshackle hovel on 
the second floor. Some believe thai Xantheus was 
once a favorite of the Zandtr nobtUlu who feii front 
grace after losing a magical duel with a 
swordsmcsge named Palitane. Others claim that he 
Is a rogue magician who fled to CynvH tn order to 
avoid persecution by the Orthodaidst Cult of 
AamarL 

63 . Borderland* Tavern 

H v far (he most unsavory and dangerous 
establishment In Cymril. this dingy tavern b fre- 
quented by hard-bitten veterans from the Border- 
lands Legion, unemployed mercenaries, and Ihe 
dregs of Tallslanlan society. The fare Is or low coal 
and lower quality, but the drink I* strong. A wrong 
word In this tavern can cost a person a sill throat or 
worse. 
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Profile: Rune 

X-imhrlan Wbtard Hunter. 22nd level 
Rune is an occasional palrvn of (hts lanem where 
he comes to broad and aixfati hts next assignment: 
he hunts outlaw wizards and rogue magtrimis for 
a Hiring, Rune is grim and silent by nature. Hts 
features are as cold and pale as death and his 
raven hair hangs past his shoulders. Like all 
Xambrtans. he bears an ancient vendetta ugu insi 
the modern-day reincarnations of the necromancer 
kings of Quaran, who once attempted toextcrml 
naie his ancestors. 

Advent urlng in Cymril 

The city of Cymril. starting place for beginning 
'['.iJislanty campaigns, oners numerous opportunity 
Tor adventure, Some ideas: 

• PCs can apply at the Mercenaries Exchange (f 53 
on the city mapj and sign on for a short tour of 
duty in the Eastern Borderlands. 

• The Pour Winds Travel and Supply Company 
{»'Jfi) la Interested tn hiring skilled wlnifalup 
pllots and crew. Arc the members or your adven- 
turing party qualified? 

• PCs can visit the Tazian Arena Iff 61 p and take in 
the fight*, or join in themselves, If they reel up to 

1L 

• Nadatt. the Slndaran owner or thr Mortar and 
Pes Lie |I35K hopes to acquire a rare variety of 
fungus for his collection and la willing lo pay a 
group of adventurer* lo obtain a specimen for 
him. The fungus Is known to grow In only two 
places: the Jungles ofcham undTaj: Rirk ( » I Oj . 

• Maglque |* 59 1 1* the most popular night spot In 
Cymril, While being entertained by a vtHUng 
troupe of Drunk flautists, some of the patron* 
begin to act as if they are possessed. The PCs, 
who have come to take Ln the night life, (Ind 
themselves In the middle of a strange and 
dangerous situation. 

» PCs can vlsu MrUmorphosIs 1*55) and have 
Daru.-iJ the MorpliosJle design a new look for ihrir 
characters. 

The Lyceum Arcanum 

Cymrll's foremost school for the study of the 
arcane arts Li offrnnfi sizable rewards far certain lost 
artifacts from ihr Foi^citlrri Age Among the Items 
that they covet nmsl: 

• Eleven pages or writings on sorcery that were 
discovered missing from the Archaen Codex. 
Each of the original pages Is worth at least 
10,000 gold Uimrns 
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On the Rtnid AgLiln, 



• Any of the writings of Koran, the greatest sorcerer 
of the Arrhaen Age. These arc valued at upwards 
of 5,000 gold lumens aplerc. 

* Any article once owned by Koraq or his 
simulacrum, Virtdlan. Authentic pieces are- 
Valued at 1,000 gold lumens and up. 



• ArUUelS mentioned In the Archofrt Coder and 
other sources, valued at 10,000 to 100,000 gold 
lumens. 

Creating New Archetypes 

One of the more unusual futures of the T»l i* - 
lmnta system Is (he great number of archetypes 
available to Ihe player and gomeTnaster. Over one 
hundred different chokes are described In this book, 
with cithern to be detailed In upcoming publlcaUona. 
While this Is a considerable number of character 
types far a Single game system, the great diversity of 
the T&llalantan milieu suggests that many other 



combinations of races, nationalities, and profession* 
arc possible, 

The procedure for creating additional arche- 
types for the Talislanta game system Is as follows: 

1. Choose the character's race. 

2. Determine the new archetype's attributes. TO do 
so, use the corresponding archetype slats listed 
In this book; if there ls more than one entry for a 
given race, choose the one closest to the new 
archetype that you wish to create, or make 
adjustments as needed. 

3. Refer lo the corresponding archetype to deter- 
mine the new character types physical charac- 
teristics and hit points. 

4. Determine ihe new arclietypf"> flails by consult- 
ing the list or races and professions Included Ln 
tills section. Feel free to modify the choice of 
skills as required in order to conform with the 
new archetype's race, nationality, and culture, 

Note that m e mb er s of common trades, such as 
administrators, artificers, and engineers, will 
usually have one primary akin In their chosen 
profession and up lo 1-3 secondary skills, 
Interests, and hobbles. 

5. Delermine the new archetype's equipment, 
possessions, and wealth- This Information can be 
based on comparable figures listed In Ui Is 
category lor characters of similar r.trr, 1 1,1 Nona I 
Ity, or profession. 

Notes on Generating New Character Types 

The concept Of "generic" character classes [thief, 
fighter, magic user, etc,} has never been a feature of 
ihr TBlUtanttt i;;inir. which wan designed to provide 
players and gante masters with an original and 
unique setting Tor their FRF campaigns. We respect- 
fully ask you arid your players to keep this In mind if 
you wish to create new archetypes for the game. 
Consider the following suggestions: 

* Try lo avoid "super-hem" archetypes, characters 
who possess an unfair advantage due to it 
combination of racial attributes, special abilities, 
and Btdtla, The purpose of presenting optional 
rules for generating new archetypes was to add 
more variety to the game, not to disrupt or 
unbalance Ihr mmiMidn, 

* When creating new archetypes, always keep In 
iiiiml ll»r pri-iiUnrlLJesof each character's race, 
QAUOnaltty. background, and culture. These 
factors are as Important or more Important to 
iTrxnl rukplaying than the character's profession. 



* Writings, enchanted items, or relics created by 
the magicians of the Archaen Age, In particular 
the illusionist Caacal or his female aller-lmage 
Nlrasha: the sorcerer Arkon, an Individual known 
tor his reckless experiments as well as a fond- 
ness for addictive substances; the Enchantress of 
the Shoals, a sorceress whose true name was 
known 10 no one hut herself; Shonos the Thane, 
an individual of morbid habits', and Ihe mad 
wizard Rodin n, who many believe was In some 
way responsible for The Great Disaster. 
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Races and Profesci r>rm 


AjuTuinlmi* 


Airhimage. warrior pries L UiciuIsUgj, witch hunter, monster, slaver, or any other profession 




sanctioned by the OrthodoxUM Cult 


Aerind , blue 


a.La ■ , _ OS. * ■ ■ ■ m a, _4. _ 

Warrior, artificer, ■tout, tnickcr. hunter/ gatherer, nav1giitor/plkH. wcaponcr. 


A'-r! »:1 (mn 


Any scholarly. rruujjcsil. akhcmicaJ. or ad minis tea uvc pn*foulon 


Ahazu 


Wnrrtar, wraponer, irarkcr. Heat servitor, hunter/gatherer. 


AlBl) 


Warrior, tracker, SCOUL WCapoiMrr, artificer, beaut ruinrflrr. 


AHUM 


Any scholarly profession, scout, tracker, artificer, heulcr, herbalist. 


Arinulc 


Any, 


Balrban. female 


Courtesan, thief performer, spy. concubine. 


BoiTEjin. male 


Warrior, artificer (prtirtfllve], rnJttt£f/j|atlicrcr r Laborer (unskilled). 


Beaatman 


Warrior, thief, wimiln. tracker, scout, bounty hunter. 


Bod or 


Muftlctan, artificer. 


Callidlnn 


Any scholarly, magical, or alchemical prafeaaSMV 


uymruuria 


Any, 


Danekk 


Scout, trurkcr, trader, sail miner, herder. 


rj.xnuvtan. female 


Any, 


Danuvtun, mule 


Subservient positions only, 


D.u klljifj 


Warrior. scout. LhJd", spy, a*s»»tri. 


Dhuna 


Any nonrtvUtzed profession. 




Any. 


Dmeulan 


Any repu table profession- 


Drukh 


Warrior, thumiU SOOUt. tracker, hunler/jfathercr, artiriifr 1nttur-r| 


Farad 


Any, ihtnjjih merr^intile pursufta are greatly favored, 


Fcmui 


Thief, scout, tracker, Spy. trader, smuggler. 


Qao 


Any Ihlrvliifl prrifr**lon, niiy common profession such as cwrk. rarpenrer, etc. 


Gnome kin 


Warrior, crysudumunccr. merchant, artificer, agriculturist. 


Snarl 


rUiabdanHknccr, scholar. IwrhmlisL witch or warlock, healer. 


Giwn Man/Woman 


Agriculturist, gardener liuilurul talents ordyl. 


Gryph 


Warrior, scout, hunter/ gatherer, artiiker, historian. 


HuuJlLn 


Aristocrat only; Hadjtn shun hard work ol any sort 


i ■ ■ - 
Kill 


Warrior, scout, [rocker, hunLer/galhcrer, 


Imrion 


Shiver, wrrrrlur, tirtdlrer enj(1rjrer [rnjrlr), ar]n>1n»«1 rntdr 


I* potion 


Any mCK&nUk ptt>fesakjri, admlntslrator, 


UojLa 


Scout, trarkrr, hunter/gnlherer, Iraef, beast handler, trader, ammor, aasaasln. 


ftajlfr krmule 


W.-jjxJnr, inirker, asaassln, performer. 


Kiuig. mole 


Vsorrlor, warrior- pricsl. tracker, naaaailri. i»rlmln!strnlor 


Has nd ran 


Any mtnoruihly rcputnblc profcaskin. 


Mandaton 


Any. irKHiAh scholarly pmlession* an preferred. 


Man ikon 


Any, thougli Irulnlnft is peneralty lacking. 


Mlrln 


Any profetHfen except slaver or courtesan. 


Moi^olh 


-r- l . - as. . L . .a . Id _ . a 

Lrudcr r arUnccr, nrrfacilli,!, mud miner. 


Manna 


Servitor only. 


Mondrc Khan 


Warrtor , scout,, tracker, thief, courtesan, assassin, vrrapo ner/armorer. 


Mud Reopk 


Sliaiiuui, wirrrtar, hrLrilcr/((at]icrcr. mud miner, artlflw fpriml^t] . 


hfklK 


Any artistic p rote salon. 




Spirit tracker, ihaman. bounty hunter, scout, ■rUDccr. oaaasaln. 


LI BJ 

Ma-Ku 


Warrtor, witch doctor, scoiil, nnlltccr. thief. 


Oceanian 


Any scafralnft trade or profession. 


fartrwnJaji 


Sea trader, shipwright warrior, administrator, artificer. 


[ Mian las tan 


Any; nwnfeal professions arc much preferred. 




Mmlnutmtor only. 


HahuLmn 


Any magical profcaslon. 


Knjnn 


Any p rofc»s4on not excluded by rcLl^us beliefs. 


Raamlrln 


■ 11. . T P B ■ . _ _ . . ■_ _ f 

Uilrh/war^rk. >-i'VjiiI. innv;. »• <i llui. tlllef. uMOMlr). 




Any. thouf^i brrnul IralnLnf} b larklrin 


Suunin 


Warrior, warnor-prteslcBj [feinoJc tm)y), scout, arunccr, trader, 


SljvJur.in 


Any pmfesalon cxrcpl spell caster 


Stiyx 


Warrior, nccramarvecr, sen Lit. hunter /gatherer, artificer, spy. 


Sunni 


AquajTianceT. mariner, warricr, hunter, schoLar. 


i In ir i 1- u i 


Any; maglrxd pmfeaatons preferred. 


-n_k j 

Thiasian 


i '■• 1 1 ■ . dancer, singer, \:w*y - 


l limn 


Only proleaalona reuUed to combat and worlire. 


Ur 


Warrior, siuunan. torturer, artificer, eruprtecr, thief. 


Vojm 


Hnftlncei, warrior, urtlflcer, <vd minis ITU tor, historian, laborer, healer. 


'.Ircl 


Any, ltmuj(h tralnlruj i" lacking. 


Xamartari 


Wizard hunter, bounty hunter, scout, tracker, assassin. 


Yuan/i 


Technomnncy only. 




Scout, trader, merrhanl, Itrlef, «ipy 


Yrmnnlon 


Warrior, shaman, artlflcer. 


?JtnA\T 


Any, 
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Skills for Professions 



ProreMlon 

Alchemist 

Assassin 

Bounty Hunter 

Charlatan 

Courtesan 

Magician 

Mystic 

Necromancer 

Priest/Pries less 

Scholar 

Shaman 

spy 
Thk-i 

Tracker/Seoul 
Warrior 
Warrtor-Prleat/ 
Warrior Prtealc-ss 
Witch/Wariock 



Primary Skill* 

Primary magic (alchemy} plus any two scholarly skills. 

Assassinate, secondary combat, dlagutae. any three Ihlevfng skills. 

Primary combat, tracking, any three combat or thieving .skills. 

Secondary magic, any live thieving or magical /alchemical talents. 

Any two pc-rfarnun^ skills seduce, any (hrec thLevlng Lilrnt:-. 

Primary magic. Inscribe spells, any three magical /alchemical sluU». 

Primary magic (mysLlcJsrn). cult rituals, any three scholarly or magical/Alchemical 

sktUa. 

Primary' magic (necromancy), alchemical skills of Concoct Poison and Concoct EUxjrt, 
one other culturally related skill. 

lYimary m.u'jr |lnvr*:atkin|, ( lj] I rituals, oratory, any two scholarly pornuM*, 

Any six scholarly pursuits, any two additional skills besides cornbal and magic. 

Secondary magic [sham an lam), cult rituals, primitive magical talents. Inscribe spells., 

combat training, two concoct skills. 

Secondary cornbal, disguise, any four thieving talents. 

Secondary combat any Tour thieving talents. 

Secondary combat tracking, any six wilderness skills. 

Primary combat, any three combat skills or proficiencies. 

Secondary magic (Invocation), secondary cornbal. oraUiry, iiickipbyHU'al cjottrlrtrs*. 
Secondary nuiglc (wrtlchrraft}, any three concoct skills, any three wilderness skills. 




A Drukh War Party 
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Bestiary 



The TaUsktnian world is populated by □ vast 
array of tUAng things, from domesticated animals 
to plants, insects, and myriad creatures of the 
wQol Some are descended /nun tin: luurienmx 
hybrids created by the sorcerers of ancient 
Archaeus: others are the product of modem-d.au 
breeders, or mutations created by tlie aberrant 
magical energies unleashed as a result of the 
Great Disaster. Precious few, I am afraid, remain 
as Nature once tnlended them to be ... ." 

-KM stilted fnun thr Miinprntliiim cif Hie mi led 
naturalist Thy*tram 




The following sections feature descriptions and game statistics for a variety of animals* Insects, and 
plaritllfe nauve to the continent of Toilslanla. Including domesr_k;Ued and trained beasts, denizens of (he wlkl. 
extra -dimensional entitles. Insects, flora, and fauna. 



Format for Bestiary Entries 



The basic formal for gmie HlatMtlCS Is as 
follows: 



CON (Constitution): Endurance, resilience, 
SPD [Speed): Quickness, mlr nf movement. 



Size 

Typical height or length and weight, usually 
expressed «■ a range 

Attributes 

The figures listed here represent attribute 
scores possessed by a typical creature of the species 
Indicated. "Plus* ratings such as +1 and +2 are used 
to denote above average a l tubule* and "minus' 
ratings are used to indicate below average scores, If 
.in attribute is not listed here, the creature should be 
considered of average ('zero* raUng) ability in this 
niea 

The eight attributes used In the Talis Ian ta 
system are as follows: 

INT flmr-lllgrnce): Intellectual capacity. 

WIL (Will): Willpower. 

PER (Perception]: Sensory awareness. 

CHA (Charisma): Presence or force-fulness. 

5TR (Strength): Physical strength. 

DEX (Dexterity): Agility, maneuverability. 
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INT Range 

Below are INT ratings Tor various creatures, to 
provide a relative scale by which 10 Judge the intelli- 
gence of otber creatures. 
-15 Insects 

-11 Omntvrax (notoriously alupkd carnivore) 
-10 Atatua [winged leech) 
- 9 Kra (glan u si ghUess «*el) 
-S Ahtra [mourn and beast nf burden) 
-7 Drac [small, trainable, wingless dragon) 
-6 Tarkus [tracking. beuL predator) 
-5 Normal lower Umlt for sentient beings 
0 Average sentient mortal 

Level 

This Is an indicator of the creature's level of 
ability, typically expressed as a range such as "Level: 
1-10/ A rating of 1+ Indicates that the creature has 
unlimited potential for advancement in level. A 
rating such as 15+ Indicates that the creature's 
minimum level of ability Is 1 5; a rating such as 2 8+ 
indicates that the majority of the species fall Into this 
range, Willi exceptional Individuals having the 
potential to achieve a higher level of ability. 
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Attacks/Damage 



This Indicates the attack capabilities, of the 
creature, including ihe type or attach employed (claw, 
bite, weapon, ctc.l and the typical amount of damage 
resulting from auch attacks. The type or dice Indi- 
cated dlrtates Ihe range of damage for each attack 
form lis Led. The hemus Tor STR Li included. If the 
creature has a size different from the species average, 
adjust the dajTUjge accordingly Unless otherwise 
specified, a creature's romh.il mtlnfl equals Jts DE.X + 
level. 

Some creatures are so small and weak that they 
tun only do 1 or 2 poln ts of damage at most. In Hi Li 
case, they generally make '"aimed shots" In order In 
bypass armor. Creatures that because of low STR can 
only do J point of damage do noL hare their STR 
penalty Listed. They simply always da 1 point of 
damage. 

Special Abilities 

If the creature listed has any extraordinary 
■ Lb III lies or talents these will be listed here. 

Armor 

This Is a rating or the listed creature's natural 
protection (hide, scales, etc.) and the number of 
points of damage It stops. 

Hit Points 

The average number of hit points for a typical 
n uTiiber of the species Indicated will be listed here. 
Generally, a creature receives +2 hit points per level. 
Large creatures sometimes receive more, and smaller 
or less ferocious creatures may have fewer. Unlike 
the hit point scores given for player character arche- 
types, the number listed Is for a hypothetical "O-Jevel* 
creature. Even tst-Jevel creature* get a +2 bonus to 
this number. This system makes It easy to calculate 
hit points tor creature* of various levels. Unless 
otherwise Specified. CON Is already Included In (Ills 
figure. When developing* creature with higher or 
lower CON thnn average, adjust hit points accord- 
ingly. 

Habitat 

This Indicates the region and terrain types In 
which Ihe creature Is commonly (bund. 

For more complete Information on Tails Ian Lin 
fl^r-i* ^uiii fauna, consult 77 uj.s tram s Ccliectamvea. 
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Steeds And Trained Beasts 




Ahtra ore quadrupedal beasts similar In some 
respects io cc^lis bui with heavier lorsos, longer legs, 
spkrallng horns, and a serpentine tall. The Djafur 
claim to have created the species centuries ago by the 
accidental cross- breeding of Various riding and 
burden beasts: no one knows for certain the exact 
components that contributed to the existence of these 
eminently liseful hybrids. 

Despite their ungainly iippr:iraiu<r, uhtra -trr 
Surprisingly swift and agile afoot. More Impressive IB 
the endurance of these creatures, which Is un- 
matched in the animal kingdom. W|Lh their charac- 
teristic long, toping stride, ahtra t -an travel Tor days 
without stopping to rest. By retaining fluids in their 
humplike sacs, ahtra can go without water for long 
periods: one month per sac is considered to be an 
accurate estimate. The creature's scaly hide renders 
It immune to the rays of TallslanLa's twin suns, and a 
pair or translucent membranes shield lis eyes from 
sun and sand. 

There are three varieties of ahtra, each pos- 
sessed of Its own Individual virtues, Swiftest of these 
Is the one-humped antra, bred mainly for speed. The 
two-humped batra is somewhat 6 lower and can carry 
eight hundred pounds Of Weight compared to only 
four hundred Tor the antra. The three- humped talra 
can cany iwetve hundred pounds, but Is the slowest 
of the three and will not run at full speed unless 
constantly goaded with a prod or riding crop. Plans 
for a four-h Limped vurlHy <>f .-ililm were proposed by 
the Djafllf 41 one point, but Were subsequently 
discarded as impractical and possibly absurd. 

Sum: 6"+ at the shoulder, 50O-80Q+ lbs. 
Attributes; INT -8, STR +6, CON +6, SPD +8 
fontral, +7 (batra), +6(tatra| 



L*TflI: 1-4 

Attscks/Dimigs: BtU-: d4. Kick: dlO 
Special Abilities: Trawl up to six day* without 
requiring rest, subsist without water (one month 
per hump}, bear burdens (four hundred pounds 
per hump) 

Armor: Leathery skin, 1 point 

Hit Points: 30-46 

HsblUt: Deserts, wllderlands 

DRACTYL 

Dractyl are a species of winged repute found in 
the mils and mountains surrounding the Lie;* realm 
known as Harak Large and ungainly, these creatures 
have gray-green, scaly hides and membraneous 
wings. The rheumy, yellow-eyed stare of these avians 
Is somewhat unnerving, a fort from which dractyl 
seem to derive a certain perverse pleasure. 

Dractyl are trained as s Leeds by the fierce 
Harakln, who iiw Ihrjn for .ilrUvmr mid overland 
transport Their diet normally consists of vermin, 
scorpions, and spiders, though Lhcy will eat almost 
anyihlng that can be obtained without great exertion. 
They are only fair flyers and have an aversion to 
altitudes above one hundred feeL Though the 
Harakln ride Iheni Into battle, dractyl have III lie love 
of combat and obey their masters primarily to avoid 
being eaten at the next meal. Even so. these reptlL 
lans are capable of delivering a nasty bile and can 
use thetr front and rear claws to some effect when 
the need arises. 

Bit*: T-TW long, 26'+ wlngspan, 6O0-S0O+ lbs. 
Attribute*; INT -5, STR +2, CON +2, SI'D +2* 
•in the air only; -2 on Uie ground, 
L*«l: 3-6 

Attack*/ Damage: Bite: d8, Claws: dG 
Special Abilities: FUghL capable of speech 
Armor Hide, 1 point 
Hit 

Points: 

10. +2 
per level 
Hibltit 

Harak, 
northern 
Qtslll 
Empire. 
Xauadas 
[rare], 
L'Haan 
(very rare] 
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DUADIR 

D nadir are Iwo- 
headed. blpeda] reptil- 
ian* nauve to the Wastes f 
of Kharakhan. Their akin Is a bright crimson In color, 
fading to yellow along the creature'* abdomen and 
u ndersld*. Adult specimen* commonly attain heights 
of up to eleven feet and may measure eighteen feet m 
height. 

Duadlr arc swift runners, easily able to match 
an equs stride for stride. They lack endurance, 
however, and can only travel at top speed for about a 
IN Ik i ir so before becoming exhausted. In <hr Wild, 
tluadlr hunt In groups of up to two dozen Individuals. 
These creatures axe trained as steeds by the Araq, a 
race of reptilian humanolds naltve to the Kharakhan 
Wastes, The Araq accomplish this feat by Ihe cruel 
treatment of duadlr hatchllngs. a procedure taking 
some two years to complete, 

The duadlrs two heads are capable of attacking 
Independently, with each delivering a vicious bite. 
Though their clawed hands are used mainly for 
grasping, the hind legs of a duadlr are equipped with 
•harp talons and arc effective slashing Weapons, 
Duadlr are also known to use their lon|*, sinuous 
Calls to entangle their opponents. They normally prey 
on crag spiders and land lizards but Will attack even 
land dragons when driven by hunger. 

Size: 10-1 1' long. €00-900+ lbs. 
Attributes: INT -7. PER +4. STR+4. DEX +2. 
SPD +7 
L*Tol: 2-d* 

Attacks/Damage: Bite: dfi (two attacks] . Claws: 
dS. Tall: dti (or entangle) 

Special Abilities: Two heads can attack Indepen- 
dently 

Armor: Thick hide, 1 point 
Bit Points: 1G-36 

Habitat: Wastes of Kharakhan, Volcanic Hilts. 
Wllderlands of Zaran 



DURGE 

Durge are a species of ponderous, stx-]e£ged 
herbivores originally bred by (lie ancient Phaedrans 
for use as burden beasts. The experiment, viewed In 
retrospect, appears to hove been less than entirely 
successful. As planned, the hybrid durge were large 
and exceptionally powerful, They thrived on weeds, 
dry grasses, and olher inexpensive foodstuffs, and 
were mild and placid by nature. 

Unfortunately, few of the durge showed any 
great Inclination towards hard labor, preferring 
Instead certain more Leisurely pursuits, specifically 
chasing alter d urges of the opposite sex. The crea- 
tures soon proved remarkably prolific, so much so 
thai Ihe Phaedrans were forced to release great 
numbers of the hulking creatures Into what was then 
the eastern wilderness. 

Durj>e are now found throughout much of ihe 
continent, from Kandu t*j ihr Quan Empire. Great 
herds of these creatures are known to Inhabit the 
Plains of Oolartn and nearby territories. A few 
domesticated durge are still used as dray beasts, 
though most are now raised for food. 

BU«: B long. 5' high at the shoulder, 2,000+ lbs. 
Attribute.: INT -10. STR +8. DEX '10, SPD -0 
Level: L 

Attacks/Damage: Normally none, Head -bu Li: 

dIO, only tf harassed 

Special Abilities; Sec Commenbi 

Armor. As per leather armor 

Hit Points: 20. +2 per level 

Habitat Civilized regions, Plains ofColarln. 

Wllderlands of Zaran 
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ERD 



Erd arc a aperies of damesuraled. sbc-legged 
1 1 ui rrmiols known for their docile and friendly nature. 
These trea lures are Identifiable by their long, shaggy 
fur And unusual Tea turn, which some describe as 
similar to All old man or sage, Zandlr fanners some- 
times coll th«m "wise ones' and resale each other 
with tale* of their crd's placid and patient ways. 

Erd ore e nilnen iJy useful creatures that are 
easy to raise and keep. They grow a new coal of fur 
every spring, shedding the old coat by ihe filth week 
of Ardan. The discarded fur, called shag, Is soft and 
durable and Is used id make blankets and rugs. The 
female of the species secretes milk that Tallslantans 
use to make cheese. The rrealures are quite strong 
and can be trained as burden beasts. They are 
normally placid but are easily iiglrair-d by lirr When 
in such a slate, erd may become quite aggressive. 

SUe: Up lo 8' long. 6' high at the shoulder, 800+ 
Ibs. 

Attribute*: STH +6. DEX B, SE'[> 
Level: 1-2 

Atteeks/Dsmi£«: Kick: dlO. Trample; d20 
(attacks are rare) 

Special Abilities: Wool used to make shag, 

females produce milk for cheese 

Armor: li nan no red 

Hit Point* 14, +3 per level 

Habitat Mosi cMIimd regions; wild erd are 

found in some places 

EQUS 

Equs are unustj.il i nurtures resembling a. 
strange cross between mammal and reptile. They are 
typically sleek and muscular of build, with scaly hide 
and a long mane and tall, the color of which varies 
according to type. Equs are quite intelligent and have 
their own language, called Equan. Some few nre evrrt 
able lo speak the languages of humanoids. though a 
natural tendency toward secrecy forbids most equs 
from boasting of tills ability. They are prized as 
steeds throughout the continent and seldom sell for 
less than lour hundred gold lumens apiece. In the 
wild, equs travel In herds of up to sixty individuals. 



Then: are four sub- species of equi. each with 
lis own distinct attributes as follows; 

The graymane If the most common species or 
equs. and Is (bund In many regions across Talis lan ta. 
Their dusty gray hides and manes lack luster, but 
they possess good speed, endurance, and surprising 
strength. Though deemed unexceptional by breeders 
and beast handlers, gmym&nes make sturdy and 
reilabk mounts and are favored by those who must 
travel long dist an c es . 

Slivermanes. built for •peed, are Ihe swiftest, 
though they are lacking somewhat in endurance. 
Some Talis LanLans hunt them for their Silvery hides 
and manes, a practice that Is Illegal In many lands. 

Snowmanes are while In coloration and built to 
endure the rigors of frigid climes such as those of 
Narandu and L'Haan. Less swift than slivermanes, 
these creatures have superior endurance and are 
sure-footed on toe or snow. 

Darktnanes are large and surly beasts with 
r.oa]-bLi< k manes and hides, sharp hooves, and 
fangs. Aggressive and Spiteful creatures, daricrnanea 
will often attack olhrr equs on sfghL They are known 
lo use foul language and to plot and scheme amongst 
each other. U.n Suimmi-n li^Ve attributes similar In 
other respects to graymane a, but are considered 
practically useless by most Tallslantans. The 
Beastmen or Gclartn employ these foul creatures as 
steeds, a task entailing vigorous use of Ihe lash. 
Elsewhere, darkmanes are hunted for their shining 
hides and manes. 

Sues: 5'+ at the shoulder, 400-600 lbs. 
Attributes: INT 3. PER +3. STR + 3, DEX +3. 
SPD + 7 [+a for slhermanesl 
L*t*Jj 1-4 

Attacks/Damage: Kick: d!2. Bile: 1-4 
tdarkmane only] 
•pedal Abilities: Convene In 
Equan (and possibly other 
humanotd languages). 
Immune to cold 
[snowmane only) 
Armor: Thick 
tilde , 1 point 
Hit Paints; 
16. +3 per level 
Habitat: Plains, 
wilder Ian da, 
snowflelds 

(snowmanes only}, 
hilts (graymanes], 
forests (slivermanes), 
wastelands 
(darkmanes) 
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LAND LIZARD 

Land lizards art a specks or quadrupedal 
herbivores related lo the giant land dragons of 
Tatlslanta. Unlike Ihelr larger relative*, land lizards 
rarety exceed ten feel in length and are doclk and 
generally passive by nature. A full •grown adult may 
weigh over iw<i ilumftinrl |xnni<l*. Hies? large 
reptilian* roam the Barren* and other parta of the 
Wllderlands in herd* <>:" up to .1 hundred or more 
Individuals. 

Although they are somewhat sluggish and dull- 
witted, land lizards are valued Tor use as pack arid 
burden beasts. They are very strong, and can carry 
as much as Lwelvc hundred pounds without diffi- 
culty. It employed as dray beasts, they can pull 
wagonloads in excess of twice their own body welghL 
The ShadLnn or RaJanlaLan equip gelded males with 
armor plates and rkle them Inlu battle, Ihrnigh most 
find land lizards too obstinate and passive for such 
purposes, [.and lizards can delect the srent of sa.lt at 
distances of up locnr half mile, and relish the taste 
□f this substance above all things. 

Sure: ff-10' long, 1,800-2.600 lbs. 
Attribute*: IhT -B. W1L +4. PER -2, STR +7, 
□EX -4. CON +S r SPD - 1 
Level: 2-5 

Aitieki/Duxuurii: Bite: dS. Kick: d8, Tall: d6 
Special Abllltie*: None 
Armoi: Scaly hide, I point 
Hit Points: 20, +3 per level 
Habitat: Wllderlands of Zanm. sail flals h waste- 
lands. Plains of Golartn [rare J 





Lopers are a peculiar species of bipedal beasts 
similar In some respects lo atrtders. but with a mane 
of coarse fur, ({rasping foreclawa, and strange, almost 
humanold facial features; Talis Inn Lan scholars are 
divided over whether the creature Is a mutated 
species of strlder or a hybrid of some sort. Adult 
specimens commonly stand up to eight feel m height 
and measure over fourteen feci from head to tail. 

In the wild, topers usually travel In herds of up 
to forty or fifty creatures. Including males, females, 
and sexless broodllnfis: latent sexual markings and 
physif-id rli;irnc-lnrtsUr-5 i-rnrnuJy do not develop until 
the broodlings mature, al or around their third year. 
The distinction between male and female lopers is an 
important one: the male of the species Is exception- 
ally mean-tempered and prone to erraUc behavior, 
while the female Is somewhat more docile. 

Herds of toper* are found bom the frigid waste* 
of Narandu lo the southern sector* of {Juan and the 
Wllderlands of Zaran- They are generally Innocuous, 
feeding primarily on mosses, lichen, roots, and small 
vermin- Orgoirian traders value lopers as sleeds and 
burden beasts, primarily because they are wry 
rugged and eat Little, Though they can be captured 
and trained, topers cannot be entirely lamed or 
domesticated, The creatures can only be controlled 
by the use of a prod-hook, a device employed to keep 
the Ir>prr from biting Its rider, other anlmala h or 
whatever else Is In range of its Jaws, 

size; 14 long. P tall, 400-600 lbs. 
Attributes INT 8. W1L+7. STR +4. DEX +4, 

CON +3, SPD +5 
LmL 3-5 

Attacks/Damage: Bite; d4. Hind Claws: dS. 
WhlpLLke Tail: d6 [one attack per round] 
Special Abilities; Sure-looted climbers, leap 
across 20-:ju Tout spans, with running start 
Armor: Thick hW*. I point 
Hit Points: 1ft. +2 par level 
Habitat: Narandu, Wllderlands of Zaran. Quan 
Empire 
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A relative of the land lburd. the mangonel lizard 
Is a bulkier and more aggressive rreaLijre than lis 
stubborn bait relatively placid counterpart. Its hide Is 
Ihlcker, and lis tall terminates In a knob of spiked 
bone and gristle. The mangonel can use lis tall as an 
effective battering weapon, and so Is shunned by all 
hul 1 1 if nm-;l llerte or desperate predators. 

The Thralls of Tu favor these creatures Tor use 
as ft Kurds: though they are difficult Id capture And 
tame, mangonel lizards can be made to serve well In 
this regard. Their usefulness as steeds depends upon 
how well the creature* have been trained: n poorly 
tralnril num^ne] li/,ird Is as much a danger to lis 
rider as II Is to any other creature or being. 



OGRJPHANT 

Ogrtphants are ponderous quadrupeds native to 
the western forests and Jungles of Tails lan La, from 
Werewood to Mog. They are Immense creatures, 
MLuifling over eight feet tail : ( t t]w shoulders and 
weighing over a ton- Usually placid in nature, 
ogriphanla can be quite aggressive, particularly 
d wring the mating season. With their long luskf. 
horns, and great body mass, these creature* are 
more than capable of defending themselves a lii-Unst 
most types of predators. 

Ogrlphants have been domesticated In several 
lands, where they serve primarily as burden beasts. 
They are also used to help clear Jungle and forest 
land. and. when equipped with sedan chairs or small 
pavilions called houxiahs. as transportation of a 
rather Impressive sort. In some places ogrLphanLa are 
trained for use In War and outfitted with plate armor 
and wooden battle lowers. They are hunted for their 
Ivory, which brings up to ten gold lumens per pound. 

Sis*: S-9" at the shoulder, 2,000+ Lbs. 
Attributes: INT 7, PER - 1. STR +10, DEX -8. 
SPD 2 
LereJ: 3-6 

Attacks/Damage: Tusks: dl2. Trample: 2d 12 
Special Abilities: Trunk can be used to grasp 
ultjects 

Armor Thick hide, 2 points 

Hit Points: 30. +5 per level 

Habitat: WUderlands of Zaran, Plains of Golartn. 

wilderness regions 



Like land lizards, mangonels are herbivores. 
They generally travel In herds that can range In size 
from twenty to about eighty animals. Both the males 
and females will defend their young to the death. 



sLte: 8"- 10' long. 2.000- 
2,400 lbs. 

Attributes: INT -7, W1L +2, 

STR +0. CON +5. 

sro +3 

Level: 1-4 

Attscks/Dsnuge: Spiked 
Tall: 2d9, Bite: dG 
Special Abilities: None 
Armor; Scales, 3 points 
Hit Points: 25. +3 per level 
Habitat WUderlands of 
Zan.ui. wastelands. Plains 
of Colartn (rare] 
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STRIDER 




Strtders are targe, bipedal predators resembling 
a cross between reptile and flightless bird. They 
stand aver seven and a hair feet In height weigh 
upwards of eight hundred pounds, and can carry aa 
much as six hundred pounds without great difficulty. 
The crimson-skinned Kong of the Quan Empire have 
long employed strident as war steeds, a task Co which 
these fierce Ix-a^.t .ire Well suited. 

The natural defenses and weaponry of these 
creatures are qulle Impressive. Their scaly hide la aa 
lough as leather armor, with a ridge of bony spines 
providing extra protection for the head and neck. 
Despite their size, stride re are surprisingly swift and 
sure fooled, The curved beak and sharp talons of a 
s under are capable of rending the thickest hide, and 
the creature's tall may be employed to grasp or whip 
prey, as desired. 

A soniftwhal smaller, green- scaled relative of the 
strider, called the marsh slrider. Is native lo the 
swamplands of southwestern Talis hn La. 

Slae; r-S" lall, 750-850+ Jbs. 

Attributes; INT 7, PER +2. STR +6. SPD +6 

LeveL 1-4 

Attacks/Dsmsge: Bite: d4. Talons: d8. Tail: 64 
(or used to grasp prey) 

SpetLU Abilities: CLaws can easily pierce leather 
armor; marsh strtders Webbed talons allow swift 
movement In swampy terrain 
Armor: Thick hide. I point 
Hit Points: \Q. +2 per level 

Hsbltst: Cnylands of the Quan Empire. Volcanic 
Hills, Wilderlands of Zamn. Jhangara. Mog 

TARKUS 

Tarkuses are lenible, quadrupedal carnivores 
native to the Gray lands region of the Quan Empire. 
The appearance of these creatures would seem to 
bear out the theories of Mandalan savants, who claim 
that die species was created In ancient times by the 
process ofsorcerous hybridization. 



Indeed, the larkus possesses an uncanny 
combination of physical attributes. Its body re- 
sembles a cross between mangonel lizard, raknld, 
and bsndrabeast; overlapping, plates or bone protect 
the head, neck, and upper torso, and a thick coat of 
fur covers the larkus s limbs and underside. The 
creature has die long fangs and claws of an 
exomorph. yet Its features are vaguely reminiscent of 
a land Heard's. 

The tarkus's ahlhUes are similarly diverse, and 
even uncanny. Though they may measure over seven 
feet In length and weigh as much as live hundred 
pounds, they are tireless runners, and can match a 
graymane Stride for stride over Mlnsr; HiilarM es, 
Tarkuses are able to track prey by scent over almost 
any lyjie rtf terniln, and have farty scute night Vision. 
In the Wlkl. they are known lo travel In packs of Up to 
a dozen Individuals, preying on all sorts of creatures 
Including atrlders, Saurans, and even raknlds. 

The Kang know the secret of breeding and 
training Uirkuses, feats requiring no small degree of 
caution and expertise. Kang tracker units employ 
chained tarkuses when patrol trig the borders of the 
Quan Empire, and use them to guard their outposts 
and Installations, The creatures are also employed In 
conjunction With bands or Kang irarkers to locate 
Sauran setdemenls In the Volcanic Hills region. 

8iic: 7'-8' In length. 450-500 lbs. 
Attributes: INT 6. W1L *4. PER +6, STR 46. 

spd *e 

Lcrel: 1-5 

Attscks/Dsnuge: Bite: dfl. Claws: d8 

Spcd.l Abuitl«s: Track prey by scent, night 

Vision, can run 33 awiflly ris .l 

graymane lor distances or up lo one mile 

Armor: Bony plates. 5 points (limbs/ underside: 

thick fur. I polntj. 

Hit Points: IS, +3 per level 

Habitat: Craylanda of the Quan Emptre, Volcanic 
Hills. Wllderlandsof Zaran (rare] 
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Zaratans are giant sea creatures n-itlvc lo the 
Par Seas and other temperate, watery regions. The 
size of these normaUy docile beasts is quite Impres- 
sive. Few adult zaralan measure In al less tJmn 
twenty feet from head lo tail, and specimens over 
twlce this size have been reliably reported. 

The Sea Nomads of Ocean us have domesticated 
the zaratans, and employ them Tar a variety of useful 
purposes including transportation, construction, and 
food gathering. The somewhat mare aggressive 
females are used In military operations, and can be 
taught lo rain Intruding sea vessels, Zaratans 
themselves are practically impervious to harm. Their 
bodies are covered with thick scales Dearly as lough 
as plate armor and almost a loot thick. Zaratans have 
heavy claws and homed beaks, but will only attack 
other creatures If greatly provoked. 

Six*: £0 -30" long. 4,000-10,000 lbs. 
Attributes: INT -7, STR +12, DEX -jfc CON +7. 
STO+2 
Level 4-IS+ 

Attacks/Damage: Bile: dlO, Claws: d!2 +STR. 
Ram: 2d 12 

Special Abilities: Lf naffer led by extremes of 
temperature, pressures of ocean depths, or 
storms 

Armor Heavy plated scales, 5 points 
Hit Points: 30, +3 per level 
Habitat Seas and oceans 



Denizens Of The Wild 
abomination 

Abominations are typically hideous creatures 
who are the products of demented or abortive sorcer- 
ou» or alchemical experiments. In appearance, these 
monstrosities may vary grossly In form and sub- 
stance. Some are huge, some small: some are mulll- 
Umbed, others resemble bloated worms or nia&fuls. It 
is a mistake to assume thai the physical makeup oi 
an abomination need bear any relation whatsoever to 
natural law or logic. 

In terms of temperament and mentality, nbornl 
nations are similarly variable In nature, Though 
many are of murderous Intent, others are benign, 
and the most frightening are sometimes possessed of 
strange passkms and desires. An abomination's 
Intellect may range from nonsentlence to genius level, 
and Ihe creatures are frequently subject to raving 
Insanity- The only element common to these bizarreh/ 
divergent entities Is that, as the products of magic, 
.ill have at least a single magical weakness of some 
sort. 

S Lte : Varies according to type 

Attributes: Variable; abominations lend to have 

one or two high attributes and very tow scores in 

ait others 

Level: 1 + 

Aitsck»/T>amagc; Variable 

Special Abilities: Variable according to type, but 

all abomination* possess al least one inaglcii 
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ALATUS 

The alaLus 1b a variety or winged leech thai la 
r<«m<l primarily in swamps and lun^le regions such 
,im M 1 1 ii. ilic Dark Coast, and Lhe southern coasts of 
I'-inii.lun and the Quan Empire. They normally nest 
In the hoUoWa of rotten trees, flying forth to feed after 
sundown. A large tree may be nddled with dozens of 
these repugnant creatures, huddled together In a 
writhing mass Of pole, snakelike forms. 

Alatuses hatch from eggs, which the female lays 
in dead or rotting wood, They emerge as wingless 
larvae About six Inches In length. At this stage of the 
rrralurr"* development the alatus feeds mainly upon 
small Insects and vermin and Is practically indistin- 
guishable from the most common species of swamp 
leeches. After a period of one or two weeks the larva] 
alalua burrows Into the ground, encases Itself within 
a fibrous sac, and goes Into hlbeniiiNuii. It tnay 
remain In such a state for months or even years: the 
naturalist Thystmm claimed to have found hibernat- 
ing alatus larvae In sealed crypts and catacomb* thai 
had lain undisturbed {or over a century. 

When at last the alatus comes forth from Its 
sac, II la as a full-grown adult. .\ hldeoun. serpentine 
creature up to six feet in length, with leathery wings 
and curved fangs. An alatus of this size may attack 
creatures as large as mogrolh. strangling prey wilfa 
Its sinuous talj white sucking the victims blood. 

Six*: 6' font',. 120 lbs. 

Attributes: [NT 9. STR +2. DEX +1. SPD+I 
Level: 2-5 

Attacks/Damage: Bite: d4 per round from blood 
drain, Tall: d4 per round from conatrtclirm 
Special Abilities: Flight bite may cause Mood- 
fever; roll versus CON to avoid contracting litis 
disease 

Armor: Unarm a red 

alt Points: 12-24 

Habitat: Swamps, Junglelauda 





BANE 

According to 
the naturalist 
Ttiyatram, banes 
are sinister 
creatures that are 
a bizarre hybrid of 
several species: 
Darkling, night 
demon, and the 
extinct babbling 
howler. Their 
bodies are Bleek 
and muscular, and 
they have pointed 
fangs, coal-black 
skin, and wild, 
black hair. The 
eyes of a bane 
glow In lhe dark 
like burning 
embers, a discon- 
certing sight when 
viewed at nlghL 



Fenmi Inhabitants of lhe forest realm of 
Werewood, banes are vamptric creatures that feed on 
warm 'blooded prey of all sorts. They are exceptionally 
intelligent and possess lhe uncanny ability to mimic 
sounds of all sorts. So acute Is this ability that banes 
urr 3*unc times ;il>le to mimic spells and incantations. 
They are swift and silent afoot, and possess superior 
vision. A bane's eyes function normally even In 
magical darkness and are proof to Illusions of. my 
sort. Banes usually sleep In caves or abandoned 
ruins by day. and come forth to prowl at dusk. 
- .i - i '. i iture, Ihey are only rarely encountered 
In numbers, and mated pairs seldom stay together 
for any great length of lime due to their ghastly 
feeding habits. 

Six* 5'|0--6"6* tall 130-220 lbs. 
Attributes: INT +3, STR +2, DEX +1, SFD +2. 
INT +4. W1L 3, PER +5 
Level: 1-10 

Attacks/Dumige: Bite: d4 per round from blood 
drain, Claws; dS ♦ STR 

Special Abilities: Mimic any sound [roll versus 
level +PER). superior night vision, move silently 
(roll versus level +UEX). Immunity to spells of 
Illusion 

Armoft t Iflrtrrnored 

Hit Points: 12, +2 per level 

13 ■ bit* t; Werewood, surrounding regions 
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BATRANC 

Batmncare 
kite- winged p recta 
1i i rs na livr to the 
skies of Tallslanta. 
They have Wing* or 
translucent mem- 
brane stretched 
laut over a frame- 
work of cartilagi- 
nous spines and 
measuring over 
thirty feel across. 
By contrast, the 
crcalureS serpen- 
tine body rarch/ 
exceed* ten feet in 
length from head to 
tall. 

VBalranc are a 
true avian species, 
f spending their 

/ entire Uvea In the 

air* They are able 
to glide effortlessly 
on the winds, riding the air currents as a tailing ship 
rides the waves, Deaplle thetr great win £ a pan, these 
creatures are surprisingly graceful, and can execute 
the moat complex and dazzling aerial maneuvers 
without exertion. During the spring mating svc;*son, 
flocks of these creatures can sometimes pose a 
navigational hazard tn wtndshtps. 

Balranc prey an other avian creatures. Includ- 
ing avlr. Stryx. revengers, and a variety of smaller 
Uff forms. They will never attack creatures on the 
Cionrni. but will sometimes snatch Individuals (tutu 
h Igh places such as lowers, battlements, and sa 
forth. The creature's grasping tail Is It* main weapon, 
both for attack and defense. The balrancs long, 
tearing fangs are used primarily to devour Its prey, 
which it does by holding the victim in Its rolls and 
rending II to bits. 

Size: 10 r long. 30'+ wlngapan, 140 lbs. 
Attributes: \m -8. PER +6. STR +2. DEX +6. 
SPD+S 
Larel: 4-8+ 

Attacks/Damage: Fangs: d 10, tail used for 
grasping only 

Special Abilities: Can remain airborne Indefl- 
nllery 

Armor: Uimrinorcd 
Hit Points: 16-24 + 

Habitat Tiie skies above all areas of Tallslanta 



BEHEMOTH 

Behemoths are giant, quadrupedal predators 
round ihrmjghuiil the Wlldcrlands of Zaran, the 
Plain* Of Colarln. and the Gray lands of the Quan 
Empire. They are huge creatures, standing up to ten 
feet tall at the shoulder. Their natural armament 
includes an Inch-thick layer of lough. Ir.nhrry hide, 
with a mantle of rock-hard bone encasing the cra- 
nium. The latter form of defense Is of particular 
importance to these great beasts, who have been 
described as 'living battering rams/ 

The behemoth's method or attack Is almple and 
straightforward: Ihe creature charges towards Its 
Intended victim at full speed, intent upon a head-on 
collision that will Incapacitate or upend Its prey. If 
this attack is sum ch-iujI. the behemoth will attempt 
to kill the victim by goring it with Its long, curved 
tusks. Behemoths normally prey only on large 
creatures such ,ts nhlra, L\nd lizards, megalodonl, 
and durge. They are notoriously nearsighted, how- 
ever, and have been known b> ram Into wagons, land 
arks, and even duneahlps. 

SLt«: 19"+ tn length, 10 - at shoulder. 4.000-5.0OO 
Pbs. 

Attributes: INT -9. STR *9. UEX 5, CON +9, 
SPD +2 
Level: 2-8 

Attacks/Damage: Kam: 2d 12 (+1 per level). 

Trample E2d 10), Gore: dl2: one attack per round 

Special Abilities: Armored skull Is vtrtttalty 

Impervious to damage, upends Victim of any 

ramming attack on a roll of 20* 

Armor: Thick skull, 10 points (on h*ad|: thick 

hide, 3 points (on body}. 

Hit Points: 20, +5 per level 

Habitat; WklderLands of Zaran. Plains of Colarln, 

Gray lands of the Quan Empire 
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Cave bain arc singularly unattractive creatures 
with beady black eyes, horrible fanged visages, and a 
definite predisposition inwards vampirism. Their 
hides are shaggy, and I heir leathery wings may 
exceed twelve feet from Up to tip, A cave bat's feet are 
clawed, the better to grip prey while feeding. They are 
blind, but have superior hearing and sonar capabUl- 
tits. 

Cave bats do not fear humanolds. find will 
attack even larger creatures ir other food cannot be 
Tourid. They spend the daylight hours sleeping, 
suspended from the ceilings of their cavernous lairs. 
Except In their underground haunts, cave bats are 
never encountered until alter dusk, when they come 
forth In numbers to feed. Cave bats are carriers of an 
Infectious disease that . i IT- • • l.-i the bmln. 

SLte I2'# whigsp;in. J 00-200 lbs. 
Attribute!: [NT 7. PER + 2. STR +1. SVD *3 
(airborne; -3 on the ground) 
L*t*1: 1-4 

Attack* /Damage tfltr: Jfi p»rr round from blood 
drain, plus chance of disease (roll versus CON to 
resist or suffer Increasingly worse Incidents of 
Irrational and violent behavior). Claws: d4 
Special Abilities: Navigate by sound. Immunity 
to spells of Illusion, flight 
Armor: Leathery hide, 1 point 
Hit Points: 10. +1 per level 
Habitat: Subterranean caves, grottos, abandoned 
ruins, mausoleums 

CRAG SPIDER 

C rag spiders are monstrous, twclvr-legged 
predators that make their lairs amid cliffs, caves, and 
abandoned ruins. Their bodies are covered with 
glistening scales and their horrid visages marked by 
rows of cold, unfeeling eye* and venomous fangs. 
Imposing creatures, the largest reported specimens 
have measured over Dfteen fret In length. 
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Like common arachnids, the crag spider Is able 
to produce silken strands of webbing from Its abdo- 
men. Its usual method of capturing prey is simply la 
w.ui until a. victim becomes ensnared in Its sticky 
web. whereupon Uir >pklrr will leap forth and 
entangle the unfortunate creature in hick* u-ebMnu 
This done, the crag spider Injects Its prey with a 
potent, narah/tir venom. Once ils venom has taken 
effect, the spider injects the victim with gastric fluids. 
These have the effect of slowly dissolving the victim s 
inner organs into a liquid upon which the crag spider 
can later reed. 

Crag spiders are notoriously difficult to kill 
siin r the undersides and eyes are the only truly 
vulnerable areas on these creatures. They are sur- 
prisingly swift and agile for their size and can climb 
even Lhe sheerest surfaces wllh eaAr. f'r.ig spiders 
are also quite Intelligent, and are ca[jatj|f" nf moving 
with great stealth. Their inul I l|»k ryes function 
In darkness, but are Iwlioved Incapable of discerning 
details or small objects wllh any degree of accuracy. 
Crag spiders fear vasps, the fearsome Insecloids who 
are their rivals for food and dominance In their 
territories. 

Sum: |5'+ from end to end, 300+ lbs. 
Attributes: INT -ft PER -l." STR +4 r DEX +2. 

CON +S, SPD +2 

■the crag spider's multiple eyes are Incapable of 
discerning fine detail 
LctcI: 2-8 

Attscks/Dsmsge: BJte: 1-8 plus pariih>l-> 
(duration: 2-20 minutes: roll versus CON to 
resist cflectj. Web: entangle Ir-Ltll vr-r^u* MX at 4 
to break free) 

Special Abilities: Night vision, superior climbers, 
web-spinning, stealth 

Armor; Glutinous scales, 6 points; undersides 

and eyes are unormored 

Hit Points: 12. +4 per level 

Habitat: Mountains, raves, chasms, wastelands 
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DEATH S HEAD VIPER 

The most poisonous of Tallslan tan serpents, I he 
death's head viper Is (bund onry In the Jungles or 
Ghana. These small, scaly armored serpents are 
emerald green in color with while, skull like mark- 
lug* on the hack of the head, hence their name, [i is 
rare for full-grown specimens to measure greater 
than twelve Inches In length, and. the majority of 
these creatures are quite a bit smaller than this. The 
Venomous bite of this snake causes rearing pain,, and 
usually results tn death within a minute's time. Its 
Venom Is so toxic that victims who arc fortunate 
enough to survive a bite attack will still rail Into a 
coma that can last up to twrlve hours, unless an 
antidote la available 

The Wltchfblk of Ghana are known to charm 
death's head vipers and wear them as living brace- 
lets. Called wrUt vipers, these trained serpents sell 
for as much as three hundred gold lumens In certain 

regions. 



I0M2\ 1 lb, 
Attributes: INT -7. PER +4, STR -6. DEX +6, SPD 
43 

Level: 1-2 

Attacks/Damage: Bile: I point plus poison troll 
versus CON or fatal within dJO rounds: success- 
ful roll means victim goes In la a coma for dl2 
hours, or until an antidote can be giver I 
Sped si Abilities None 
Armor: Scary hide, 1 point 
Hit Point* 1-4 

Habitat: Jungles of Ghana, southern Quan 
Empire, tropical Isles 





EXOMORPH 



Exiinwrphs ;irr fierce, quadrupedal predators 
i luii measure up to nine feel in length and have 
llzardUke skin, a heavily muscled torso, and great, 
gnashing fangs. The primary attribute of the 
exomorph Is It* uncanny ability to niter Che colomtion 
or Its thick, scaly hide so a* to blend in perfectly 
with Its surroundings. This ability la such that these 
creatures can assume nearly any color or comb In a - 
Uan of colors imaginable, with variations In hue 
achieved In a second or two at most. 

When their camouflage ability la combined with 
their ability to stand perfectly still for hours on end, 
exomorphs arc nearly Impassible to detect In the 
wild. They often show a remarkable degree of pa- 
tience, waiting for prey lo approach within a few feet 
or so before leaping lo the attack. Although 
exomorphs are quite vicious, they wlU abandon an 
attack that Is not going In their favor. In such 
Instances, they may use their chameleonlike abilities 
to elude pursuers, A starving exomorph, however. 
Will return to attack again unless ii has been severely 
wounded. 

Size: 7-9 In length. 400-600 fee. 
Attributes: INT 7, PER + 4. 5TK *5. DEX +3. 
SPD +4 
Level: 2-8+ 

Attacks/Damage Bite: d£, Claw* d!2 

Special Abilities: Alter color of hide at will (roll 

versus PER at -5 lo detect], stealth, tracking (by 

scent: ability Is a( level * PER) 

Armor: Hide and muscle, I point 

Bit Points: 20. +3 per level 

Habitat: Forests, wllderlamt.t. Jungk.s 
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ICE GIANT 





Ice 

Giants am 
magical 
ooiMUructi 
found in numbers, 
throughout the 
frigid was lis of 
Narandu. Standing 
up lo [en feet In 
height and weighing over two thousand pound*. thclr 
bod lea are comprised entirety of magically animate 
fee. Spiny icicles serve as their half, and frozen tusks 
protrude from their gaping Jaws, It Is believed that 
these monstrosities were created by sin entity known 
as the Ice King, who la reputed to be cither a 
demon lurd <ir a magician of great power. 

In battle. Ice Cfauts wltM great clubs, often 
studded with uncut blur- dlaniriiHls. l1n*lr ImdJes, 
emanate waves of cold sufficient In intensity to numb 
the reflexes and reactions of warm -blooded creatures, 
Alliumjili tee Clan la arc quite susceptible to lire, 
normal weapons are of little avail against them. 
Magical weapons provide a more effective deterrent, 
and elemental spells affecting water or ice can be 
used to dispel the magk: that animates them. Re 
moved of such enchantments, Ice Giants shatter Into 
ln.iulinii.tr frai'me nts . 

SLlc: 9-ltV tall, 1,600-2,400 lbs. 
Attribute*; INT 5, STR +10, DEX 4. SPD -6 
Lwsl: I -50 

Attiefcs/Dsaasge; PI** dlO plus STR, or as per 
weapon employed 

Special Abilities; Emanate piercing cold [Indi- 
viduals within a 10- (L radius suffer a -2 penalty 
on combat die rolls), fire daes dmibli* damage 
Armor Ice skin, 4 polul.i 
Hit Point*; 20. +2 per level 
Habitat: Frozen was lea of Narandu, Xanadas, 
and LTlnan 



KRA 

Kra are giant, sightless eek native 
to various undersea caves and grottos 
around the isle arillirla. Pale while In 
color, these creatures often measure over 
twenty-two feel In length. In their dark 
domains, kra feed on all sorts of marine 
creatures Including skalanx, water 
rahntds. and even other kra. They are 
tierce and ag£«"*f<|vp predators who sense 
prey by sound and vibration, 



The Imrlans rmpluy trams oi up to six kra as a 
means of propelling their bargellXe slave coracles. 
Unpleasant accident* are generally krp1 loa mini- 
mum by the regular Infusion of potent sedatives in 
the kra s food, which Is customarily administered lo 
the beasts by slaves and other similarly expendable 
personnel, 

Six*: 20-25" long. 2,000-4,000 lbs. 
Attribute*: INT -9. PER+l. STR +7. DEX-1. 
SPD +5 
Lmi: 1-12 

Attacks/Damage: Bile: d6 4+1 per leveQ. Tall: da 

Special Abilities: Swimming, water- breathing 

Armor: Thick hklc. I point 

Hit Point* 14. -1-3 per level 

H*bit*t: Warm seas and oceans, swamplands. 

undersea i^ruttu-i 
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LAND DRAGON 




Land dragons are massive, bulky creatures thai 
f;ui Attain lengths of up to fifty feet. These ponderous 
i|Li.icln.iprds are covered Willi a profusion of horn*. 
-■|i|K<t-. arid rcd-hued armor plates, They are Incred- 
ibly strong and can easily bat [er down stone walls 
and fortifications. In the wild, they make their lairs m 
great caves and rock tunnrls. 

The kswt Intelligent of the dragon species, these 
creatures haw been domesticated by the reptilian 
humanold* known a* Ssurans. The Saurans outfit 
them with battle towers and train them for use In 
warfare. Basically mean and aggressive by nature, 
land dragons are well suited to this type of activity 
and will themselves lash out at enemy troops, ride re. 
and beasts. They are Lm pervious to Are and moat 
missile weapons. Land dragons are notoriously 
omnivorous and Will eat almost anything that they 
can catch. 

Bute: 40 -50'+ long, $-10 tons 

Attribute* INT -ft WILL +2, STR +12, DEX -4, 

CON +8, SPD -3 

Level: 6-12 

Attsclcs/Damage: Bite: d!2. Trample: d20. TaJfc 

2d 12. Battering Attack: 2d20 

Special Abilities: Impervious to heat and name 

Armor: Body plates. 6 points: underside covered 

by thick hide, 2 points 

Hit Points: 30. +5 per level 

Habitat: Wilderlands. Volcanic Hills, western 

Quan Empire 



MEGALODONT 

Menalodonts ait- Ijnrm-n^H-. sL\ legged herbivores 
that roam the Plains ofGoUrUi In great herds that 
can number up to three hundred Individuals. stand- 
ing over nftecn feci high at the shoulder, they can be 
quite dangerous If provoked or startled. A stampeding 
herd of megalodonts is well capable of destroying 
almost anything Ln Its path: only the strongest stone 
fortifications arc able to withstand such an on- 
slaught. 

Though megalodonts appear to be plarjd and 
slow moving, It Is ,i nilstakr lt> uiiden-Atlmale the 
capabilities of these massh* heaats-. Mature mal*- i>r 
bull megalodonts are surprisingly tenacious, particu- 
larly when protecting their herds, encroachment Into 
a bull's territory can often lead to swift and unpleas- 
ant consequences, a fad that can be confirmed by 
many an Incautious caravan driver or drayman . 

Sit*- I2'-I5'»t the shoulder, 4-6 tons 
MLribuies: INT «. PER +2, STR +9, DEX -S, 
SPD -4 
UwL 2-5 

Attacka/lJamjijjc T.i|| i> r Kick: <I2Q. Tnunpk 
2420 

Special Abilities Detect scent of blood, preda- 
tors, or Men at ranges of up lo one mile 
Armor: Thick hide, 2 points 
Hit Points: 40, +3 per level 
Hah j tat: Mains of Golarin. surrounding regions 
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MONOLITH 



OMNIVRAX 




Monoliths air gigantic 
creature* comprised of stone, 
native u> the Thaectan Isle of 
Gargania: some Talialantan scholars regard them as 
a form of sub-elemental. There are perhaps three 
dozen monoliths on Garganta. each (he size oTa 
small mountain. They are ponderous creatures, slew 
in acL and moving only the mood suits them, 
which is often not at all Moat monoliths are passive 
oild calm, though some .ire prone to outbursts of 
Violence, generally expressed by means of some 
volcanic or seismic display, Extremely violent volca- 
nic activity may signal ihe birth or death of a mono- 
lith, or so some scholars believe. 

Monoliths claim to be as old as the world Itself, 
and are said to possess nearly Infinite stores of 
knowledge, They can be convinced to impart a 
portion of their wisdom lo those pauenc enough to 
await a reply. A walUng period of several days or even 
weeks Is to be expected when dealing with these 
lethargic beings whose conception of time Is not 
affected by the urgency displayed by mortal beings. 

Slxe: IO0-2.OOO+ tail, weight unknown 
Attributes: INT +4. W1E. +10 
Level: 20+ 

Attacks/Damaga: See special abilities 
Special Abilities: Cause selsmfe/volcanlc 
disturbances at will [varying tn intensity, as 
desired). Immunity to magical control or Lriflir 
ence 

Armor: Stone skin, 25 points 

Hit Points: 200, +50 per level 

Habitat: isle of Gargania, mountainous regions 

(very rare) 



The omnlvrax is a ferocious quadrupedal 
predator native lo wilderness and woodland regions 
throughout Ihe Talialantan continent. The creature 
derives Its name from the fact that II will eat almost 
any living organism. Including plants, wild beasts. 
Men, or even others of Its own kind, 

Omnlvrax are dangerous creatures, highly 
adapted to a predatory existence. They have excel- 
lent vision and can see clearly even In near-lotal 
darkness. Their sense of smell b so acute that they 
ran follow Ihe faintest tracks and trails without 
difficulty. I'lir umntvrax's hearing Is such that It can 
fHTirclvr Ihe Mtmiid of anal her creature's breathing at 
distance* of a hundred feet or more. 

The physical characteristics of the omnlvrax are 
likewise exceptional. A fuu-grown adult Is capable of 
dragging ,i lund Il/„m1 to I Jn- ground ar running dnwn 
r vr n Ihe »wl fles t grayrnane, The omnlvrax's claws 
and fangs r;ui easily slice through Ihe toughest hide 
or rip Wooden planks to shreds. The natural anna- 
meal of these creatures, a spiny exoskeleton aug- 
mented with spikes and bone plates, afTbrds them 
protection similar lo the best chatnraall. 

If the omnlvrax has a weakness. It is that the 
creature's Intellect can tn no way compare Eo Its great 
ferocity, Tales of omnlvrax attacking statues, scare" 
crows, or even their own shadows are not unknown. 

Six*: &-& long, up to 4'+ at the shoulder. 600+ 
Ihs. 

Attributes: INT 1 1. PER +6. STR +7. DEX +2, 

SPD+7 

Level: 4-10 

Attacks/Damage: Bile: dlO. Claws: 2d8: total of 
two attacks 

Special Abilities: Can subsist on any organic 
substance, tracking try scent (roll versus Lev - el 
+PER}, detect prey by sound or scent (range: 
100+ ft -I 

Armor Spiny exoskeklon. 3 points 
Hit Point*: 20. +4 per level 
Habitat: Wilderness regions 
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RAKNID WARRIOR 




Raknlds are horrible Insect creatures thought lo 
be a sorcerous hybrid of demon and scorpion. Their 
segmented bodies are encased Ln exoskelelons of 
Ii hlt-Mc cnt, ihlUrnUJi maimd. liaknld warriors are 
human old in form, with a heavily armored carapace, 
hooked talons, and a tall stinger capable of Injecting 
a potent paralytic venom. These creatures are 
employed to defend the hive-colony and gather food 
for (lie hive's Inhabitants-. I.lkc all raknlds. Lhey sliare 
an evil hive mentality and arc subject to the tele- 
pathic commands of their queen. K;dCnlrl warriors 
instinctively attack other specie* lo protect their own 

nil r. 

6Lm: lall, 200-300 lbs. 

Attributes: INT none, controlled by queen; 
STH +4. DEX +2, CON +« 
Lewwl: 112 

Atlacka/Duufe Claws: d6. Tall Sunger: d8 -+ 

paralysis (duration: 620 rounds) 

Sped*] Abilities: Leap up lo 20 feet. Immunity 

to magical Influence and control, amphibious 

[water raknlds only) 

Armor Chllln. 3 points 

Hit Point*: 14, +2 per level 

H*blUt: Volcanic Hill*. Wilder! and* ofZaran 

RAVENGER 

Prom an evolutionary standpoint, die ravenger 
i* certainly one of the more opportunistic Talialantan 
llfeforms. Considered Individually, lis altrtbules 
seem rather unremarkable: ravenger* do not possess 
exceptional strength, Intellect, or dexterity. They are 
neither the fastest fryers, the strongest swimmers, 
nor the swiftest of runners, In short, ravenger* are 
not a dominant or even particularly imposing species. 
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What Is remarkable about these creatures Is 
their incredible adaptability. RaVengefS thrive In 
water, on bind, or In the air. They have bain lungs 
kinl jMlls ami iirr aiilr ta modify llirir body lempeni 
lures rind metabolic rates lo suit almost any climate, 
Hie r .avenger's wings, tail, and sail- like crest are 
equally useful for undersea or airborne navigation. 
Furthermore, they are capable of walking on land 
and are sure climbers. 

Compensating Tor their lack of single, special- 
ized talent, ravengers possess an almost single- 
minded determination to survive. They can subsist 
on almost anything. Including Wild beasts, vermin, 
and refuse. Relentless hunters, ravengers are nearty 
Impossible lo deter once they have marked a creature 
or other food source as prey, if unsuccessful In Its 
initial attempt to obtain sustenance, a ravenger will 
return again and again to try anew. In this respect 
these creature* can be quite resourceful and even 
Ingenious, 

SImj G'-G'fi - tall, 140-175 lbs. 

Attribute*: All rated at *0" (average rating for 

humanoldsl 

Level: 110 

Atlscks/Dunujc: Biter dG. Claws: del 

Special Abilities: Ability lo thrive In practically 

any environ merit, heal or cold does only half 

damage. ilJ^lil 

Armor Hide, 1 point 

Hit Points: 10. +2 per level 

Hsbltst: Found throughout the continent 
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SATADA 

Satada art; a race of reptilian predators found In 
hoi and arid regions from Kasmlr arid Slndar of Ihc 
Seven Kingdoms la Ltic Red Desert and the Graylands 
of the Quan Empire. The great range of these intelli- 
gent creatures ts attributed to the widely held belief 
that groups of aatada regulariy traverse the length 
and breadth of the continent, following an extensive 
maze of subterranean tunnels known as the Under- 
ground Highway. 

5a La da are Intelligent and converse In an 
ancient variation of the Sauran tongue. They fashion 
Iron implements and weapons of fair quality, tacllid- 
lin! ihe capture- bow, a heavy and unwieldy weapon 
resembling an oversized crossbow. Salad a feed on 
both warm and cold-blooded creatures. Including 
humanoid beings. Despite Hie claims of certain 
scholars, they recognize no other creatures as km. 
and bear an ancient haired for all other Intelligent 
Ufeforms 

sis*: T-T& tall. 300+ lbs. 

Attribute*: INT +1 , PER +2. STR *4 r DEX +2. 

SPD +2 

Lwit 2-12 

AtUckc/DuMtfe: Bits: d4. Claws: cH +STR Tall: 

06 (may use tall simultaneously to defend from 

rear assault], or as per weapon employed 

Special Abilities: Capable of speech, cold docs 

double damage 

Armor: Scary hide. 1 point 

Hit Folate: 16. +2 per level 

Habitat Subtrrralieinl dutnaln-i. Iml anil arid 
regions throughout the rontlrienl 





Scavenger slimes, are a variety of large, single 
celled creatures native to certain swamps, deep 
woodland*, mnd subterranean regions. They prefer 
moist, dank climes and *o are most common In the 
Sinking Land. Mog. and the Mushroom Forest or 
WcrcwoocL 

Scavenger slimes may grow up to ten feel In 
diameter and about eight feel In height. They re- 
semble pale, oozing hags of viscous fluid, and are not 
a sight recommended to those who nave weak 
stomachs. Visible Willi In the organism Is Its cyto- 
plasm and nucleus; the lentaclellke appendages 
attached to Its surface are fiagella. which enable the 
creature to move abouL 

Scavenger slimes feed on carrion and organic 
wastes, which they ingest by surrounding and 
enveloping these substances within their bodily 
forms. Once consumed In this manner, the sub- 
stance Is dissolved by the scavengers, corrosive 
Internal fluids. The nutrients and degradabfe organic 
materials are thereby extracted, leaving only bones 
and any Inorganic materials thai lhe creature may 
hare inadvertently "swallowed." These the scavenger 
eventually discards along with other waste products; 
the entire process lakes a day or Iwo to complete. 
Scavenger slimes occasionally contain the remains or 
possessions of deceased humanotds. The areas that 
they Inhabit are often Uttered with these materials. 

8iw; 8' tall, up to 10' In diameter, 500+ lbs. 
Attribute*; INT - I0 t DEX 20. SPD +2 
Ley th 1-4 

At Ucks/ Damage: Whiplike Flagellar d-l+t per 

level, Acidic Internal Fluids: dG per round 

Special Abilities: Bodily fluids dissolve all types 

of organic materials, unaffected by poisons. 

acids, or Illusions 

Armor Unannored 

lilt Points: 10. +3 per level 

Habitat: The Sinking Land. Mog. the Mushroom 
Fores L dank underground region » 
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SEA SCORPION 




The sea scorpion Is a giant Jipecta of aquatic 
Ineectold similar In overall appearance <t« *kalanx. It 
is a widely held opinion amongst Tallslnntan sailors 
thai then are few fnfcaturcs more dangerous or 
unpredictable than these feareorrsr monsters, whlrh 
ore found throughout Ihe southern reaches of the 
Azure Ocean and the Far Seas, 

The sea scorpion's pincers can crush wooden 
innate and limbers with ease, and II* long stinger can 
penetrate even the thickest wooden hull*, If these 
matures have a weakne u 13 that their vision is 
extremely poor the multiple eyes of the sea scorpion 
are apparently Incapable of perceiving £reaL detail. 

Sea scorpions normally prey on large aquatic 
creatures such as sea dragons and wean Jtra. H Ls 
possible that they attack sailing vessels only by 
mistake, thinking them living creatures. Errors of 
this sort do not stop sea scorpions from feeding an a 
ship's crew after the vessel hfta been lorn apart, 
however. 

81m: 40 + long. 4-6 tons 

Attributes: INT - 10, PER -4, STR +9, DEX 

CON +B, SPD +2 

Lcrei: 10-16 

Attacks/Damage: Pincers; 2d 12, Mandibles: 
d 12, Sting: d20 {tola! of two attacks per round! 
Special Abilities Nojv 
Armor. E-XMkelelon. 5 points 
Hit Palais: 40. +4 per level 
Habitat: Sea* and Oceans 



SEA DRAGON 

The sea dragons ofTrUblonta are gigantic 
serpentine creatures that may reach lengths of over 
sixty feet. Their bodies are covered with overlapping 
rows of Iridescent green scales as tough as plate mall. 
A crest of spines runs along the length of the body 
from head to tall, wllh barb* and spikes ranging the 
area about the head. The great Jaws of these aquatic 
monsters, large enough lo swallow a nian-stzed 
creature whole, are lined with urn -Inch fanga. 

Sea dragons are unparlicular with regard to 
their eating habits, exhibiting an equal fondness for 
rainbow kra. giant scorpions, aquatic serpen ts, 
and Men. They have an abiding fear of uraLins. 
paruculariy In herds, and lend to avoid areas where 
these creature arr foimd In numbers. 

Six*: SO - 60' long. 6-10 Ions 

Attributes: INT +1, WILL +9, STR +9. CON +6 

L*t*1: 6-16 

AltAcka/Dwmage: Bile: d20. Constrict: d 12 + 
STR per round 

Special Abilities swiilkiiv man-steed prey whole 

(50% chance on a nuxim damage result], 

converse In ancient tongue, Immunity to poisons 
Armor Scales, 3 points 
Hit Points: 26, 44 per level 
Habitat: Seas and oceans 
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Slirlckcrs arc fierce avian predaLors who haunt 
the foreata of Ihc northern Quan Empire. They have 
sharp metallic feathers, typically a glistening s liver - 
C'lV In lolijr. and a pointed, three- foot long beak. 
Adults may attain a wlngspan of up to fourteen fecL 

The shrieker, with lta heavy plumage, la not a 
good fh/er. For this reason, shrlekers hunt by diving 
from the high branches cf trees, impaling prey with 
their long beak*. Pew creatures possess hide or 
armor strong enough to afford protection from a 
shrieker diving at full speed from high altitudes. 
Travelers in the Cerulean Forests of the Vajra district 
are In the habit of stringing nets of silken cords 
between the tree* to protect their encampments from 
plummeting 9 rine ken*. 

The metallic feathers of the shrieker are much 
In demand in the Quan Empire. In addition to their 
ornamental uy.'ii, die feathers :irr used In Ihe making 
of arrows and are smelted down In obtain a metal 
similar In quality la red Iron, A smaller relative of the 
shrieker. the ironshrlke. It a native of the Sinking 
Land. 

Sum: B'-T In length. I4 - wlngapan, 160-200 lb*. 
At tribute*: INT 4. PER + I , STR 4, SPD + 4« 
*+9 While dMng 
Level: 1-3 

Attacks/Damage: Beak: d!2 diving. d6 other- 
Wise 

Special Abilities; Diving attack, loud call can be 

heard up to two miles away 

Armor: Metallic feathers. 3 points 

Hit Point*; 6, +2 per level 

Habitat Cerulean Forest or northern Quan 

Empire, surrountlini; region* 



VORL 

Vorls are Insidious creatures whose bodies t 
composed entirely of animate mists and vapors, 
leading acme naturalists to surmise that these 
organisms are a variety of quasi-elemental. Although 
they axe vaguely humanold In form, voris are able to 
alter their shape as suits their needs. Their feature* 
are amorphous; their mouths and eyes resemble little 
more than pulsating, dark holes. 

Denizens of the Valley of Mist, vorls are sinister 
entitles of some Intelligence. Vorls prey on living 
creatures of ail sorts, whom they seek to sulTocalc In 
ilir-ir rr.iiliiiir. mlsly forms. They thrive on moisture 
and feed on the bodily fluids of their victims. Crea- 
ture* "devoured" by vorls In this manner appear as 
(trlrd, mummified husks, and will rrumble lu liiisl al 
a touch. 

Vorls cannot be harmed by ordinary weapons, 
and even magical Weapons do little damage against 
their vaporous (arms. Strong winds will disperse 
them temporarily, and spells thai call into effect 
iu:iu;n.«I iilKI.s ran lw- cast In reverse as countcrapella 
and used to dissolve them to nothingness. Vorls can 
also be evaporated by great surges of heat or flame. 
As they often roam the Valley of Mist In numbers, 
these Insubstantial being* pose a great hazard to 
pilgrims en mule to Ihe Well of Saints, 

Sis*: 6 -7' Lul when In humanold form 
Attribute* INT +3, W1L +2. SPD +1 
Level: |-S 

Atttcks/Danuge: T«Ut |i; d8+l per level from 
moisture drain, per round 

Special Abilities: Immune to nonmaglcal Weap- 
ons, magical weapons do only half damage, 
harmed by heat or flame, can be affected by 
wind* and magic 
Armor: Lmarmored 
Hit Point*: 10, +1 per level 
Habi tat: Valley of Mists 
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WEREBEAST 

Tli est fearsome creatures are a mutated variety 
of lycanthromorph, a species or vamplrlc predatora 
belle "ltd extinct for many hundreds of years. They are 
huge and ugly, standing nearly seven feet tall with 
deep-set eyes and curved, yellow tusks. Their hands 
and feet ore equipped with curved talons and their 
hunched, muscular torsos ax* covered with coarse 
gray-black fur. 

Were beasts are vicious camtvores who hunt 
only by night lying dormant In caves and barrows 
during the daylight. They are rather stupid and will 
attack and devour almost anything thai move*. 
Werebeasts tend to hunt In small pack* that may 
number from three to seven Individuals. The largest 
and Atrongesl member of lite pack Is generally Its 
leader, though fierce fight* U> establish dominance 
are thought to be quite common among these crea- 
tures, Werebeastsare rioted Tor their cruelty and will 
often torture and torment their victims unless driven 
to less elaborate measures by extreme hunger. They 
are able to track prey by scent, and have superior 
night vision and keen hearing. 

Several sub-species of werebrast are found In 
different parts of the Talis lan tan continent, Including 
the snow-dwelling frostwenr; the yaksha. a denizen of 
rugged hills and mountain regions; and the 
sltalhane, a species found only In troplral and 
temperate forests. 

8 lie: G'6"-7* tall, 290-100+ lbs. 
Attributes: INT -G. PER +3, STR +7, CON +3. 
SPO -1 
Level: 3-10 

Attacks/Damage: Bite: dS, Talons: d!2 + STR 

Special Abilities: Keen hearing, track prey by 

scent at level +PER, superior night vision 

Armor; Fun 1 point 

Bit Paints: 20. +5 per level 

Habitat: WereWood, surrounding regions 
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Whlsps are a dimunillve species of minor 
He mn|[ji|.'i uh<i .kvll In forests, swamps, and other 
w|]rlrm«>!t iirra-t, Ibcn- :in- sevrral known lypen. ill 
of which exhibit certain basic similarities, Most range 
In height from one to six Inches, are slender and 
somewhat frail, and have delicate, butterfly like 
wings. They are exceptionally swift flyers, capable of 
the most incredible aerial acrobatics. To varying 
degrees, all are mischief-makers who find Jay In 
tormenting other creatures and beings. 

The most rorrvmon types of whlsps are (he 
brownish, tree-dwelling woodwhlsp, the aqua-colored 
walerwhisp. and the smoky gray nlghtwhiap, 

Woodwhlsps are forest dwellers who flit about 
the woods drinking the nectar of flowers, They are 
deemed the wisest or their kind and gene rally the 
least mischievous. Woodwhlsps know all the secrets 
of the woodlands in which they duel], but will rarely 
reveal what they know to mortals. They are fond of 
the race of Muses, however, and often act on their 
behalf as Interpreters:. 

Waterwhlsps are a translucent aqua In color, 
with deep blue eyes. They are very shy. usually 
keeping to the streams and ponds In which they 
make their homes. Waterwhlsps live In fanciful 
"castles' 1 made of air bubbles and gossamer. They 
sometimes come forth lo splash or spv upon crea- 
tures who stop to refresh themselves In their watery 
domains. 

Nightwhisps are smoky gray In color and have 
sardonic features. They are the most obnoxious of the 
race of whlsps. coming forth at night to ptay thelr 
pmrifoi. Nighlwhhp:, 11 rid amusement In creating 
misfortune far other creatures and can sometimes be 
qutte cruel. 

All whlsps ran uaunlly lir buughl off with bribes 
of cakes, sweetmeats, or blosAom nectar. If attacked, 
they will (lee only lo return later with reinforcements. 
When angered, whlsps can become quite nasty. 
Though few know any but the most minor spells, 
whlsps are adept In the creation of clever baps and 
snares and know how to concoct various toxic 
substances from the Juice or pollen of plants. Some 
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folk claim that the best way Id be rid of wlilsps Is Id 
ignore them unlJ] they become bored and leave, 
O Ultra suggest ample doses of whlspbnnr. Ilvr 
serpentvlne. and yellow stickler or noxious magic* 96 
a more certain remedy for these tiny IrnnMr n^kera. 

Si**: G" La]l, 1-6 o?.. 

Al tributes: INT+1, W1L -2, PER +4, 5TK 10, 
DEX SPL> +8 
Level: I 

AtUck»/D*m*ge: i [mini with diminutive 
weapon, or as per spell employed 
Sped.*! Abilities; Secondary magic skills (natu- 
ral (ihi^ti-, nifucl iniirti 1-3 spells per day), flight, 
swimming fwaterwhlsp only} 
Armor Unarmored 
Hit PtilnU: I 7 

Habitat: Forests, swamplands, wilderlwds, 
Jungfelands, sens and oceans (waterwhisps only) 

WINGED VIPER 

Winged vipers are bat-winged serpents that can 
be found In r retain | uncles and tropical forests. Thry 
are a striated green and yellow In coloration, enabling 
them to hide amid the leafy branches of trees. These 
serpentine predators normally prey on small birds 
and lizards, but will attack even the largest creatures 
If hungry or disturbed. 



Ukr thr iiL,i|;nLcy i>f T.ilislarHan serpents, the 
winged viper is covered with rows of lough, averlap- 
|ilr>.| Ki iiles that afford the creature protection from 
the smaller and less determined sorts of predators. 
Scales taken from the largest of these serpents are 
sometimes used tn make a decorative sort of 
lealherlifce armor. Winged vipers may grow la lengths 
to. excess of ten feet. 

Despite claims to the contrary, winged vipers 
are poor flyers and are unable to maneuver swiftly 
while In the air. Their venom, though seldom deadly 
to man -sized creatures. Is nonetheless <jnjlr nnjih-.is 
ant A nocturnal species that feeds primarily on hats 
la also known to exlsL 

Sum: 2'- 1 2' long, 4-18' wtngspan, 2-24+ lbs. 
Attributes: INT -9, PER +3, STR -2, DEX +1, 
SPD +5 
Level 1-4 

Attacks/Damage: Bile: 1-4 +1 point of venom 
per level 

Sped*! Abilities: Flight, natural camouflage (-2 
to PER rails to spot In trees] 
Armor. Scaly hide, 1 point 
lilt Points: 2. +1 per level 

Habitat: Tropical Jungles, rain forests, swamps, 
and niarslies 
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FANTASM 



Extra-Dimensional Entities 

juju 



Fanusms are bat -wmged paeuclc-demans who 
hall from ttie lower plane known 09 the NlghLniare 
Dimension They are burnancid in appearance, bin 
have elongated limbs and long, drawn visages. These 
apecLral beings, range In aUe from about two feet to]] 
to just over six feck a fantasm's height seemingly 
having lUUe bearing upon I Li capabilities. 

On their home plane, fan taenia are Impotent 
creatures, scarcely able to frighten those young and 
ltii|itr!un|(iiuibLe children whose sleepy thoughts and 
antral bodies vent in* km in-.ir the Ni^ln rcirr- Hi mm 
sion. tr summoned from Lhelr home plane by one 
skilled In the black arts, (antasms can br unkU- li> 
spring forth from a sleeping spellcaster's subcon- 
scious, thereby gaining a semblance or reality. In this 
form they are capable of causing fear, which they do 
by raking victims with Lhelr shadowy claws. Victims 
who sustain a sufficient amount of this psychic 
damage wlJl actually die of fright. Those who have 
been badly but not fatally "wounded" by a fantasm 
wlU generally recover In a day or so. though the 
attack may leave permanent menial scare. These may 
In time develop Into phobias of one sort or another, to 
the lasting detriment of the unfortunate victim. 

Although they air frightful creatures, fanlasms 
-in- wr:ik and ran lie easily dispatched l.v thd use of 
silv er or magical weapons. It la also possible to drive 
off the fantasms by awakening the caster who 
summoned Uirtn forth 

Use: i' W tall 

Attribute* All negligible except DEX +2, SE'D +3 
Level: 1-10 

Attacks/Damage; Claws; dB (psychic damage; 

roll versus W1L or victims "wounded" for greater 

than half their total number of hit points will 

suffer some sort of permanent phobLa or psychic 

disorder at the CM's option) 

Special Abilities: I [armed only by stiver and 

magic, riighi 

Amor Unannored 

Hit Points: 2 per level 

Habitat: The Nightmare Dimension 



Jujuaajre 
zombies created 
through the use 
or primitive black 
magical rituals. 
They possess no 
volition of thelr 
own, but are 
totally subject 
to the com- 
mands of 
Lhelr 
maulers, 
who 
control 
them 
through 

the use of a graven 
lin.i^e The soul esBenre of a living being, captured 
and placed within thejuju, gives the monster a 
semblance at life. 



mm/A 



/ 




Jujus are repulsive enUues. filthy with grave 
dust and Infested with maggots and files. They emit a 
horrid stench, sufficient to make most living crea- 
tures who encounter them Incapacitated with nau- 
sea. Although they are slow moving and awkward. 
Jujus possess the strength of the damned and are 
Impervious to pain. They are ik-^troyed only by (lrr, 
but can be rendered inanimate by the release of the 
Imprisoned soul essence, a task requiring the bnple- 
menlauon of powerful m.i£lr. 1 Jr-stjuyhig Hie grrnni 
Image used to control a Juju will i-jndr tin- rin>n*ler to 
crumble to dust, and vice versa. 



Size: 6 7 tall. 1 40-2004 lbs. 

Attributes: INT and W1L as per master, CHA -10, 

STR +S. DEX 5. SPD S 

L«TeL Equal to hair the level of the spirit used to 
animate the juju 

Attacks/Damage: Strangle; dS + STR Iper 
round), or Flsc dfc + STH 

Special Abilities: Destfoyed only by (lint {weap- 
ons will cause damage, but do Utile OT do harm}, 
Immunity to magical control or influence except 
by graven Image 
Armor; Uiuvmored 
Hit Points: 20, +1 per level 
Habitat; No natural habitat, per ae; found In 
regions where primitive magic Is practiced 
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NECROPHAGB 

Necrophages are ghastly humanold creatures 
Lhat haunt ciypLa and barrows subsisting on the 
decaying flesh and bones of corpses. These creatures 
arc horrid to behold, with deathly while skin, yellow- 
ish fangs, and cold, dark eyes. They dress In rags 
stolen from the bodies of rorpses. wear necklaces of 
tcelh and bones, and speak In harsh, rasping whis- 
pers, Despite their emaciated and unhealthy appear- 
ance, nccraphages possess fearsome strength. 

Though found In great numbers only In Hie 
mysterious land of Khaxad, necrophages are drawn 
by the stench of death and decay. Accordingly, these 
creatures may be encountered In a. variety of places, 
Including graveyards, abandoned ruins, and battle- 
fields. Driven by their horrible craving for carrion, 
necrophages are strangers to fear. Many, In fact, are 
utterly insane. Necrophages can detect the scent of 
bones, corpses, and such at distances of up to two 
miles, and they are always hungry. 

Nocturnal by nature, necrophages huddle In 
underground caves and crypts by day. Since they 
never sleep, their gnashing and mumbling may 
sometimes provide warning of their presence to those 
'.v|n> venture loo near llieir haunts. Certain necro 
manoers and demons are known to employ these 
wretched beings as slaves and servants, though their 
Insatiable appetites can make them diJTlrult for any 
bul the most powerful masters to control. They are 
also proven carriers of a variety of unpleasant 
.<ih i trnls and contagious diseases, including corpse 
rat 

Sixe: 6'4"-r tall, 120-160+ lbs. 
Attribute*: tNT -2, W1L +3. PER +2. STR +4, 
DEX -2 r SPD - I 
LctcI: |-6 

Altscks/Dsmsge: Bite: <|fi. Claws: r|H (roll versus 
CON or contract corpse rot; aee Chapter Seven 
for a description of this disease} 
SpeeUl ALU It lea Hitmied only by silver and 
magic, night vision, ability to 
delect the scent or carrion or bones at a range of 
2 mile* 

Armor: Unarrnoced 
Hit Points: 1 0. *2 
per level 

H*blt« t: Khazad, 
ruins, crypts, 
deserted baltle- 
grounds, 
graveyards 



NOCTURNAL STRANGLER 





Perhaps the moat mysirrtiHisofTalislajUan 
creature* is the nocturnal strangle r, Attempts at 
accurately describing this strange beast have long 
suffered certain logtsUcaJ difficulties. Under normal 
conditions, the nocturnal strangle r Is quite invisible 
and leaves no trail of footprints In Its wake. In Tog. 
mist, or smoke, the creature's outline can sometimes 
be seen, though this of itself Is seldom cause for any 
great rejoicing. According to most accounts, the 
nocturnal a (rangier Is roughly humanold or apelike 
in form, stands from eight to ten feet tall, and moves 
with a slow, shuffling galL Sonne deartlhr its call as a 
mournful howl, some claim It Is a bloodcurdling 
scream, while others say that the creature makes no 
sound at all. 

There Is less disagreement concerning the 
nature of these beasts, which is uniformly murder 
on*. They attack by night, sneaking up on vlctlnis 
from behind and silently strangling them lo death. 
The physical strength of these creatures la said to be 
most fearsome; iioclLirn.il strangers are supposedly 
capable of Lilting even large humanolds such as Ur ofT 
the ground without apparent difficulty, 

Nocturnal stranglers cannot be delected except 
at ranges of leu feet or less, Under such conditions, 
ihe -.'Hind of heavy breathing or shuffling footsteps 
may be heard, and a pungent aulfurous odor may be 
noticed. Magical Weapons seem to have some effect 
against these monsters, but little else ran harm 
them. 

Slxe: Unknown 

Attribute*: INT +3, PER +3 (on astral plane; -3 
elsewhere), STR +2, DEX -2. SPD +3 (on astral 
plane; -3 elsewhere) 
Level: r>-12 

Attacks/Damage: Strangle: dlO + STR per round 

(roD versus STR at '8 to break gruspl 

Special Abilities: Affected only by magical 

weapons and spells of mysticism and in visibility, 

undetectable except at close range 

Armor: Unarmored 

Hit Point*- 24, +4 per level 

Habitat: "sightings' claimed throughout the 

contlnen t 
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REINCARNATOR 

Krtncamatonj air the spirits of lite necroman- 
cer* of Quar&n, a cabal of black magicians who. in 
ancient lime*, one* ruled a dark empire that spanned 
much of the conunent ofTahalanla, liy dlnl of a 
cursed pact Wllh the rebel shallan Zahur, Iheae 
malign spirilform* cannot be claimed by Dealli. the 
drriid ruler of thr Underwork!. "Ihiw Hi*y are able to 
return time and time again 10 walk among the Irving. 

Relnoamalora have the ability to "possess" the 
physical farm of any type of living creature. They do 
so by draining the victim's wlLI and Inhabiting Lis 
body. Once inside the host, the rclncarnator latches 
on to its spirit, which It uses to sustain Itself It will 
continue to possess the victim until the physical body 
wastes away or until such time as it chooses to move 
on to another form. In this way. the necrosnainrr^ r»| 
Q-uaran have lived on for thousands of years, evading 
detection by those who would bring them to justice 
for their crimes— the Xambrian wizard hunters. 

The Xambrtam are the last survivor* of a race 
whose ante* ton were subjected to genocide by the 
Quaranlans during the Forgotten Age. Xambrian 
wizard hunters have stalked relncaraatora ever since, 
tracking them across countless lifetimes. 
Relncarnators rear them above all things. If van- 
quished in astral combat by a Xambrian wizard 
hunter, these vile splrlU&rms can no longer elude 
Death and must go to their final Judgment. 

Sum: 6-7" tall, weight negligible 
Attributes: Mental attributes as per die 
splrlUbrm [typically, INT +5, W1L +3, CHA +5}; 
physical attributes as per the physical body that 
the retneamator has lateen over 
Level: 1-16 

Altaeks/Dams^a: Touch: drains 1 point ofWll,. 
or as per spell or weapon employed 




Special Abilities: FVwiseaslon (roll VcrSU* W1L lO 
resist, or the relncamatnr lakes over the victim's 
physical form J , drain will, primary magic skills 
(necromancy}; In spirilform, harmed only by 
enchanted weapons and magic, (light, pass 
through solid matter at will 
Armor: Lfnarmored 
Hit Points: 10. +1 per level 
Habitat: Any 



SHADOW WIGHT 




Shadow wights 
are the spirit forms 
of deceased persons 
consigned to spend 
e tern Ity as specters. 
Creature* of the 
night, they resemble 
humajiQid shadow*, 
distorted In ahape 
and Insubstantial to 
the touch. Their eyes 
emit a faint, color- 
less glow; their 
voices are sod and 
Imploring, masking 
the vile Intentions 
that these wralthhke 
beings harbor 
towards the living. 



The domain of thr tiiajorlly of slmdow wlghls Ls 
the lower plane known as the Nightmare Dimension, 
a place populated by santaams, shadawforma, and 
other horrors. As the Nightmare Dimension lies In 
dose proximity to thr material plane, denizens of this 
dark domain are sometimes able to cross over Into 
the land of the living. Those that do Invariably return 
to the places where their mortal bodies lie Interred In 
the ground. 

Consigned to haunt the areas surrounding their 
graVesites, shadow wights air miserable creatures. 
They despise their spectral bodies and crave corpore - 
allly and physical form above all things. Shadow 
Wights are able to rob living creatures of their sub- 
stance by (Ouch, thereby attaining a semblance of 
solid! ty and physical being. These stolen qualities last 
but a few hours before again fading, requiring 
shadow wights to seek new victims constantly In 
order to satisfy their longings. Living creatures may 
survive an attack by shadow wights, but If they 
become drained of all their physical substance, their 
bodies simply cease to exist and they will themselves 
become ahadowforms. 

Other types of shadow creatures, audi as 
shadowrnanes and shadowcats. are known to exist In 
Tallslanla. The shadow -stuff or which these entitles 
are made Is prized by thaumaturges for Its magical 
properties and can purportedly be contained within 
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stoppered viols made of amberglass. There Is DO 
evident consensus of opinion regarding the mmi 
reliable means of getUng a sbadowfonn Into such a 
cojiiainer, however. 

Bute: G'G"-7"6* lall, weight negligible 
Attributes: Menial attribu tea aa In lift, physical 
attributes air as per corporeal forrn 
L*T*I: 1+ 

Ait*ck*/Diai*4*: Touch: d6 +1 per level [drains, 
substance: see Special AhUllles) 
SpcclsJ Abilities: Immune to weapons while In 
spec tral form, ability to ileal the substance of 
similar creature* by touch (stolen corporeality 

I.imI.' r I'.miriicr Irvrl of Uir vkllml. illMu.iyrd 

by strong lli^lit, r|j-jf>erscd by magical radiance 
Anno*: Unannored 
Hit Point*; 10+ 

Habitat: The Nightmare Dimension, material 
plane {rare except In the Shadow Realm] 

SFIRITFORM 

These ethereal entitles axe the splrlUbrms of 
deceased creatures and beings who for one reason or 
another have become lost or stranded en route to 
their next Incarnation*. Countless numbers of these 
disembodied entitles have been consigned to wander 
the gray sphere of the astral plane or, in some cases, 
the material planes. Some, having met a particularly 
violent or unjust end , slni ply refuse to move on to 
their next Lives. Others were the vie Lima oF miscast 
spells, abortive attempts at astral travel, or any of a 
Variety of unfortunate circumstances. 

Entitles of this sort are useful to magicians, for 
they may provide Information of events that have 
transpired In the astral or material planes, or may 
consent to be bound by a pact to serve a* a 
magician's. fomJUar spirit, in the latter ewe, a disem- 
bodied spirit may willingly elect to take up residence 
In an Inanimate object such as a mirror, crystal ball, 
or cauldron, and agree to serve as an advisor answer- 
ing up to three questions per day, as a spy, or as a 
sentinel. The 
disembodied spirits 
of ancient magi 
clans are 
especially 
i dueled for 
(heir 

knowledge 
of spells 
and 
arcane 
formu> 
lae. 
while 
other 
types 
of 
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splrtt* are better suited far less Intellectual tasks. 

Content simply to experience again some form 
of corporeality, most disembodied spirits will eagerly 
agree to a pact of servitude. The magician Is advised 
to exercise discretion in such dealings, however, for a 
fair percentage of disembodied spirits are either 
deranged, vengeful, or otherwise possessed of null 
clou* motives. 

Slu: 5-7' tall, weight negligible 
Attributes: As per former life (physical at- 
tributes do not apply, except SPD and DEX. both 
of which are rated at +2) 
Level: 1-16 

Attacks/Damage; I point per level (energy 
dmiMgel 

Sped*] Abilities i ussess/lnhabll Inanimate 

objects, flight, pass through *oUd substances at 

will, harmed only by silver, magic, or other extra 

dimensional entitles 

Armor: Unarmored Inoncorporeail 

Hit Points: 6. +1 per level 

Hsbltst: The gray sphere of the astral plane 

SUB-ELEMENTAL 

Sub-elemental* are a variety of minor nature 
spirits related to the true e It mentals. There are 
several distinct types, including sand, mud. smoke, 
lightning. Ice, crystal, wood, and plant sub- 
eiemenuus. Normally amorphous, these entitles are 
capable of assuming any form desired within the 
limitations of their size, total volume, and the nature 
or their substance. Sub-elemenlals are among the 
most useful of summoned creatures, for they possess 
litde voUUon of their own and generally fallow In- 
structions without complaint. 



I ft in height per kvrl, Volume Is one 
cubic ft per level 

Attribute*; All attributes are average except INT 
■4 and CHA (not applicable) 
Level: l-le 

At !*c k#/D*m*ge: d-t + 1 per level (energy 
damage, according to elemental type| 
Special Abilities: immune to non magical 
attacks except from 
opposing elemental 
forces, ability to alter 

bodily form and 

at will, providing 
suitable quantities of 
elemental substance 
are available to be 
absorbed 

Armor Unarmored 
Hit Points: 2 per 

level 

Bsbltat: Tile 

elemental plane 
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Talislantan Insects 

The following Ls a listing of some of the more 
common varieties of Insects native In the world of 
Archaeus. Unless stated otherwise, moat Insects have 
the following common characteristics: 

Attributes: INT -15. PER +6. STR -15. DEX +1 I , 
CON -10. SPD +1 1 
Level: 0 (no modifier) 
Attseks/Damsge: 1 point [bite or sting) 
Armor Unarmored 
Hit Pflint*: 1 



Amber Wasp 

The amber 
wasp u u denizen or 
the swamps orMog 
and a relative of ihe 
fabled gold beeuV 
Amber wasp* derive 
their unique colora- 
llon from the liny 
bits of amber upon 
which they feed. 
Unlike the gold 
beetle, however, the amber wasp Is an aggressive 
defender of lis territories. The sung of this Inch-long 
Insect is Incredibly painful, producing the wildest and 
moot unseemly gesticulation*, thrashings, contor- 
tions, and howling In lis victims (duration: 1-10 
rounds). The nests made by these Inserts are made of 
spun amber and are valued at 20-30 gold lumens 
apiece. 



Chig 





The most 
destructive of all 
Tails Ian (an 
insects, the chig 
Is native to 
wastelands and 
wooded areas 
from Zandu to the 
Quan Empire, A 
fuM-grown dug 
can average 

almost sbc Inches id length and weighs about a 
quarter of a pound- They are prodigious lenpera. able 
to span distances of up to 10 feet at a single bound. 
The wicked pincers ortliesr msec- Is are capable or 
piercing cloth and even hide (damage: 1-2 points, no 
STR modifier} 

Chlgs Usually prey on small avians, reptiles, 
and Vermin, and In this respect are sometimes 
beneficial to Men. They are seldom found In num- 
beiB, except at such times when It Is their nature to 
s]mwt (once every 6-7 years, on the average). When 
spawning, rhlgs reproduce at such a frightening rate 
that massive •warms of these Insects can appear 
practically overnight. It is then thai chlgs are most 
dangerous, for In large numbers they will attack and 
devour all Living creatures In their path. Such Infesta- 
tions generally last only three days, after which most 
of the newly-spawned chlgs suddenly die. The 
discovery of a bloated, egg- laden chlg is often the 
only warning lh;il ;i spawning Is about to occur in a 
given reglmi 




Caravan Bug 



Caravan bugs are social Inserts naitve to 
temperate woodlands and semllroplral forests. The 
drones are six- legged, but walk erect on their hind 
legs and stand approximately 3 Inches In helghL 
They arc surprisingly Intelligent (INT -6J, and are 
believed to have a primitive language of sorts. 
Caravanbugs are nomadic by nature, traveling In 
groups of up to two thousand Insects. They cany 
with them everything essential to their survival: seed 
pods, hollow nulshelh filled with plant nectar, the 
eggs of their young, and parasol-shaped ferns that 
are used to shield the queen from the rays of the twin 
Talislantan suns. Traveling both by night and by day, 
a group of caravan bugs can cover up to a mile in a 
da/a time. They are not particularly dangerous, 
though caravan bugs have been known to scavenge 
food and provisions from campsites nnd Moragr 
areas. 




Crystal Moth 



These beautiful, 
crystal-winged Insects 
are common through 
out much of Tahs- 
lanta: a hardy Ice- 
blue variety it round 
even in such frigid 
regions as L'Haan and 
Narandu) The largest 
may attain wlngspans 
of up to 2 feet; the 
smallest, 1-2 Inches. 
Crystal moths are 
valued by collectors, 
who may pay up to 20 
gold lumens for the 
finest specimens. The I l;uljln favor fans and head- 
dresses made of these delicate pieces of colored 
crystal: such Items can be quite costly, up to 20 
tlrnrn thr price «f common articles of the same sort. 
The Jhangarans and Imrians eal rrystaJ mollis wings 
;in<J M\. and i uusl<l«-r l.hem a great delic acy. 



276 



Chapter 8 




Flit 

Flits art 
small, winged 
insects generally 
ranging from 1-2 
Inches In length. 
They dwell In 
swamp and 

limbic Jl*£k>«ls, 

making their 
homes In the 
hollows of rolling 
togs. Flits feed on 
the blood or birds and mammal* and are a great 
nuisance to travelers and their mounts. With their 
barbed legs, they latch onto their victims, insert their 
stingers, and begin to Teed (blood drain; I HP)- Flits 
are carriers of swamp (ever, a disease that can cause 
madness. They are repelled by whlspbarve and by the 
bitter Juice of the mung- berry. Smoke anestheslzes 
them, causing them to drop harmlessly to the 
ground. 



Giant Waterbug 




There are hundreds 

of cJIITrrriit V;irlrlir» nf 
giant waierbug native to 
ihe Talialantan conti- 
nent, from the Toot-Jong, 
Waler-sklmmlng 
boa La man to the six- Tool 
tall swamp mantis (level 
3, HP 6; claws do dS 
damage]. Most feed on 
tiny eras taceans. larvae, 
and the eggs of other 
aquatic creatures, 
though some are rub- 
bish- or carrion- eating scavengers. Though only the 
fearsome swamp mantis poses any great danger to 
Men, most giant walerbugs will bile or sting If 
threatened, and some may be responsible for spread- 
ing disease. Aeriad, Jhangarans, and Imrians favor 
these creatures for food, as do water raknkls: broiled 
swamp mantis is traditional fare at a Jhangaran 
banquet. 



Gold Beetle 



Tbl* fiibulims 
and rare Insect Is a 
denizen of Ihe deep 
swamplands of Mog. 
They measure up to 4 
Inches In length, with 
their wings and 
Carapaces comprised 
of pure gold ; this Is a 




condition attributed to the bugs' diet which consists 
.tluiosL entirely of tiny bits or gold. Fine nprrliiiens 
may bring up to 2,000 gold lumens 
apiece In some lands, but only If still 
alive and unharmed; collectors have little 
interest In dead Or damaged gold beetles. 



Iron Dragonfly 



These melaltlc-wlrj^ri:! Insert* air 
typically found only In Lroplral Jun^trn 
and rain forests. They feed on other 
Insects, Including such peals as the 
Tazian fry and flits. They are generally 
harmless, though Ihe larger types can 
sometimes do accidental damage to Ihe 
sails and riggings of low-flying 
wtndshlps. A relative, the Lron butterfly, 
Is Faund In rrrtaln woodland reruns. 

Mud Walker 



These awkward -looking, b Lilt - 
legged Insects are found throughout 
the Sinking band, as well as In most 
swamps and marshlands. They eat 
slugs, mudworms. and leeches, and 
so are rarely molested by Men: the 
fact that mudwalkere are inedible 
may also have something to do with 
this. Adult mudwalkers may stand 
l up to three feet In height and are 
\ virtually all legs. Despite the 
L t almost comical appearance of 
L*- these Insects, they are surpris- 
es^ ingly swift and agile and are 
ejfeetkrit c Umbers. 




Raj an Scorpion 




This desert- 
dwelling species Is 
found primarily in 
Rajanlslan, hence its 
name. They are a 
sandy h rown In color, 
and measure up to 
about a fool in length 
when fully grown. The 
Rajan scorpion's 

for burrowing allows 
It to bfend almost unseen into Its desert habitat, a 
cause or some concern to individuals who must 
traverse these areas. The Insect's powerful sting 
Idiimage: tf3 points, not modified by STRJ can pen- 
etrate even the toughest leather, and carries a lelhal 
venom {d 4 damage per round for 10 rounds). 
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Root Grub 

These eyeless, 
fanned larvae live 
below ground in 
many woodland and 
Jungle regions, 
feeding on the roots 
of large plants and 
trees. They are a 
threat to cultivated crops, vineyards, and orchards, 
and are the bane of sentient plants such as 
mandragores and manga. An adult ntot grub may 
crow up to two feet in length with a diameter of eight 
Inches or mace. Their ranged mandible* are capahie 
of penetrating leather, hide, and even light ^hnin mail 
(damage: d3], Green Aeriad botanomancers employ 
trained draes to locate and kill these subterranean 
vermin. 

Sniper Bug 

This 

unusual 

species "f 
Insect Is native 
to Zandu. 
Si Ivan us, 
Werewood. and 
parts of Arim 
and Yrmanla. 
The sniper bug 
^ Is named for Its 

uncanny habits: armed with tiny spf-irs m-.ulr frr>m 
bWa of wood. rock, and glass, sniper bugs lurk In 
hiding, waiting to ambush unwary prey. Like caravan 
bugs, they are quite Intelligent (INT -7). Sniper bugs 
usually travel In 'platoons' of up to two dozen 3-4 
Inch tail adults. They generally prey on small avian.*, 
reptiles, and other Insects, but are quite fairies* and 
will attack man-sized or larger creatures as well, 
Wlille their small weapons are capable of doing only 
minor damage {1 point), sniper bugs can be danger- 
ous when encountered In targe groups- They are 
almost impossible ix> get rid of once they have marked 
a territory as their own. Wars between sniper bugs 
and whlsps have purportedly gone on for untold 
millennia, largely unnoticed by Men. 





Tazian Fly 

This noxious 
variety of biting Insect 
is native to the 
Jungl'-*. iif 'hLjs as well 
as other swamps and 
Jungle rrglnivi. Ij-sm 
than an Inch In 
length, the Tazian fly 
la believed to be a 
carrier of such 
virulent disease s as 
yakuk and the Red 
Death. During the 
spring months, the 
dies swarm In hordes 
ten thousand strong. 

Wfiirig 



The whlrig Is a 
liny, one mllllrnHrr 
long variety of winged 
insect found through- 
out much of the 
Hills Ionian continent 
It Is the whtrlg's 
nature to feed on 
leather, wood, rope, 
and various types of 
metals. Whlrig do this 
by boring Into the 
substance they wish 
to devour, leaving a hole no larger than a pinprick. 
Once inside, the Insect feeds continually, leaving In 
Its wake a complex network of tunnels tn which It 
lays Its eggs. When hatched, these turn Into hun- 
dreds of equally voracious young whlrig. These 
pestiferous Insects are capable of causing consider- 
able structural damage to buildings, conveyances, 
and equipment. The process Is often so subtle as to 
elude the notice of even the most skillful engineers 
and artificers, so that the damage is often discovered 
only after It Is too Liti*— a building collapses, a 
conveyance suddenly breaks down, or equipment 
maHuncuons or fella to pieces. Whlrig can sometimes 
be kept away by dusting equipment and key struc- 
tural elements With toxic powders, or through the 
application of noxious liquid solutions. Neither of 
these methods Is without Its own drawbacks, how- 
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Talis laiv tan Flora 



MAWDRAGORE 

Denizens of the dark, forest of Wrrewood. 
mandra]{ores are an Intelligent and mobile species of 
plant life. Rarely exceeding three bet In height, these 
strange creatures are roughly humanold tn form, 
with gnarled, rootlike limbs and leafy "hair,' Their 
r yrs nrr like dark knots, their mouths like the 
i in i rt | hollows of ts i nail trees, Mandra^orrs are 
Inactive by day, When they stand rooted to the 
ground. Though Individuals skilled In wood hi Or 
horticulture can Hm«lJme« spot them, they appear 
much like ordinary plants la the layman- In the 
evenings these vile creatures uproot themselves and 
Ht:dk the forest In bands of up to two dozen Individu- 
als, Marching for prey. They use nets of vines and 
grasses to snare their victims, whom they bury alive, 
feeding on them like compost or fertilizer. As 
tttandragores have no use for coins or other civilized 
articles, their feeding grounds often contain an 
assortment of valuables burled along with the 
remains of unfortunate travelers, merchants, and 
adventurers. 

Slxe: 2 -3' tall. 3-8 lbs. 

Attribute* INT+1. PER +2, STR A, DEX +3 
L*t«1: 1-2 
Attack*/ 
Damage: see 
Special 
AblLltlrs 
Special 
AbUiU** 
Warp or 
animate 
unliving wood 
and plant 
products 
lin:«Jmum: 1 
cubic foot of 
material per 
level), converse 
with plants 
and trees, 
night vision 
Armor: 
Uiiarmored 
Hit Point*: 2. 
*2 per level 
Habitat: 
Werewood. 
Jungles and 
fores! lands 
(rare) 



MANTRAP 





The mantrap Is a fjiant Dowering plant native lo 
certain swamps and marshlands. These dangerous 
organisms exude a scent that is Irresistible lo mosl 
living creatures and may be borne on the wind far 
distances of up to four miles. 

Once an affected creature or individual cornea 
clove enough, the mantrap enfolds the unwilling 
victim In Its petals; death by asphyxiation results 
within a minute's lime (10 rounds), after which die 
mantrap gradually begins in dissolve and digest Its 
prey. An hour later, the plant will disgorge any 
inedible materials (cloth, metal, bone, etc.) that It has 
swallowed. Despite the i-onsldmible risks. Jhangaran 
marsh hunters and other entrepreneurial sorts are 
known to hunt mantrap for lis pollen, a narcotic 
substance called euphorlca. The Farad have suc- 
ceeded In growing these plants in vats, thereby 
simplifying the process of obtaining mantrap pollen. 

Slxe: 6 1 - 1 0' lall, 1 2f>-200 lbs. 
Attributes: STH +3. SPD +| 
Level: 1-5 

At tacks /Damage: Asphyxiation: d 10 per round 

Special Abilities: Irresistible scent [roll versus 

W1L or approach the plant In fascination] 

Armor: Uiiarmored 

Hit Points: 8 r +2 per level, 

Habitat: The Alx-rr.-itit Forest. We re wood 
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SCARLET SPOROZOID 




[Tit- m .it let sporw-ohl Li n snmll, blood red 
variety of mushroom round only In dark, damp 
environs such as b warn pa, cutms, And ancient 
crypts. If disturbed or approached carelessly, the 
fungus Wtii expel a cloud of crimson spores In a five- 
Tool radius area. Each of the tiny spores la a living, 
feeding entity that will greedily devour organic 
skibalanccs of any sort Including hide, flesh,, and 
even bone. The spores feed for ten rounds, with new 
scarlet sporozolds then growing from the unwitting 
boat's corpse. The parent plant dies soon after 
rrlcaslrtg Its spores. Only fire, strong arid, or on anti- 
parasitic purge will kill the malignant spores, and 
neither treatment Is without Its own harmful skle 
effects to victims Infected by these Insidious organ- 
Isms. Radiant magical light, cast directly upon a 
scarlet Sporozold, will render the organism tempo- 
rarily unable to expel Its deadly spores. In this way 
the du*i may be collected and stored for future use. 

ftix«: 0T- 12" tall. 1-6 o?,- 
Attribute*: All negligible 
Level: 1 

At tec if/Duujc: Spares: d6 per round lor ten 
rounds 

Special Abilities: Rendered Impotent by radiant 
light spores banned orriy by fire, arid, or anti- 
parasitic purge 
Armor Umirmored 
Hit Point* 1 

Habitat: Subterranean eaves, grottos, crypla. 
swamplands 



STRANGLEVTNE 

Stnuiglcvlnr Is a rugged species of paraslUc 
plant found In moat Jungle and forest regions of 
Tahalanta. In lis native environment the plant la 
difficult to detect, for It Intertwines Itself In the 
branches of other trees and shrubs. When an animal 
or other creature passes within a few feel of a 
strangfevlrte, the plant sends forth a whJplike tendril 
In an attempt to ensnare Its prey. If successful, the 
vine will entwine about lis victim, seeking In immobi- 
lize and strangle LI In Its tough, fibrous colls. 

Only creatures possessing great strength will be 
able ta break free of Use constric ting vines, which are 
resistant to culUng.md. tci -i kwrr rxtt-nt. burning. 
The plant's nut system Is far more vulnerable to 
damage, though It can be difficult to locate In a 
crisis. Siranglevines draw nutrients directly from the 
decomposing corpses of slain victims, the remains of 
which often provide a grim clue as to the location of 
these dangerous plants. 

Bum; 10-80'+ Lang, averaging ] Ih. per fool of 
length 

Attributes: STR +3. SPD +1 
Level: 1-3 

Altecks/Dunaajs: Constriction: d6+3 per round 
(number of attacks based on number of tendrils) 
Special Abilities: limited mobility 
Armor Bark. 3 points; roots unarcnored 
Hit Points: Each tendril has 2 per level 
Habitat: Forests. J ungletands, swamplands 
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Bald Nettle 

This aplny stemmed weed ta native to the 
Western Umda. An extract of the bald netlle is used 
as a depilatory by the Amnanlana. 

Balmroot 

This succulent I* found In most temperate 
marshes and wetland s rm.l Ls hU- n tillable by Its 
spongy, oval teavrs and thick 3 talk. When dried and 
ground Into a fine powder, the plant's rwt Is used In 
healing elixirs and potions. It should be noted that 
the sticky sap of the balmroot attract* insects or 
many types. 

Barb* Berry, Common 

This thorny shrub Ls found primarily In moun- 
tainous regions. Its bright red berries ore edible buL 
Well protected by the plant's sharp, spiny branches, 
which grow In great profusion. 

Barb Bern/, l^rple 

The purple barb-berry Is found only In the 
mam i Li Inn ufArtm. Il I* simitar In moM re-spei-t* In 
It* more common relative, with the exception that Its 
fruit la a deep purple In color. The savage Dmkh 
tribes color their skin, hair, and steeds with the 
berries indelible Juice, which is also of some use In 
the making of Ink. 

Barge Tree 

The barge tree 
is on unusual 
species of squat, 
stumpy -limbed tret 
native Id the Sinking 
Land. Notable 
primarily for its 
unusual, flat-edged 
roots, barge trees 
actually (loot upon 
Hi. iirfm:e uf thrlr 
murky surround- 
ings. Though 
Incapable of Inde- 
pendent movement. 
ifi-TMr (iiq.iiiKiiiH are propelled (ooome extent by the 
prevailing wind*, and so tend to drift slowly from one 
place to another. Barge tree* are sometime* home to 
certain species of birds, wlilrh most In their branches 
and feed on the trees' succulent fruits, which re- 
semble large pomegranates In appearance, taste, and 
nulrtllve value. These tires are also of benefit to 
travelers wishing to pass through the Sinking Land: 
.such folk may rest In relative safety amid the barge 
tree's low-lying limbs. The spongy leaves of the barge 
tree are exceptionally buoyant and can be used to 
create makeshift 'rafts' to keep equipment and other 
necessities from sinking In the mire. 




Block Mushroom 

Tli Is rare variety of fungus la native to certain 
ruins and underground regions. These black, shriv- 
eled organisms grow on the roots of gall oak trees 
and are sometimes mistaken for unfiles by less -than 
adept gourmands. If eaten, black mushroom ran 
cause severe hallucinations for len mlnutea (unless a 
CON roll La made) and even temporary madness Ion a 
mishap, duration: d20 days}. 

Blue Pomegranate 

The blue pomegranate Ls a fruiting tree origi- 
nally found only in the Cerulean Forest ofQuan. It 
was Imported to Zandu some years ago, where It has 
become a favorite of Zanctir horticulturists. The tree 
La Valued for Its succulen t frui L and brllllan L blue 
foliage. 

Bombo Tree 

A infant variety of 
deciduous tree native to 
the swamps of Mog. 
the bombo Ls 
notable Tor Its 
tangled and 




gnarly toots, which 

often extend high above the Water line. 
The fibrous, two-foot wide leaves of the bombo tree 
are collec ted by the slotblike Mogroth, who weave 
them into crude garments and use them to Wrap 
parcels of amber Or mung -berry. Wood whisps often 
employ the large leaves as river craft, and they are an 
Important food source for certain aperies of swamp- 
dwelling bJrds. 

Chokeweed 

This spiky-leafed plant grows wild throughout 
the Flams of Golarln and certain parts of the 
Wllderlands of Zaran. The stem and leaves contain a 
noxious resin that, when Ingested, ran cause as- 
phyxiation within Ir 11 minutes' lirnr, hence the 
plant's name. |t |s possible to Isolate the plant's resin 
for use as a poison. 

Cleric's Cowl 

This small flowering plant is found In woodland 
regions throughout Talislanla, typically under rolling 
logs and in other shady places. An extract derived 
from the plant's 'cowl" (outer leal) is of use as a 
poison antidote. 
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Crystal Dendron 

Crystal dendrona ; tr r n irtely of Borterous 
hybrid found primarily In the Quari Empire and t]ir 
Aberrant Forest. These crystalline paints come in 
iiuiny shapes, sizes, and colors. And are valued Tor 
their great beauty, Their delicate blossoms arc sold 
for up la Irn guld lumens apiece In the Western 
Lands and are available through the Ispaslan mer- 
chart Lb of the Quart Empire. II Is a crime to export 
live crystal dendrons or their seeds oul or the Quart 
Empire, 

Deadman 




A while pkml 111.) I lh rives only In darkness, 
deadman I* commonly found in caves, the hollows of 
rotting trees, and so forth. The leaves of this plant 
c.\ude a lethal contort pnl.nni; u single touch Is 
auflklenl to cause death within two to five minutes 
Unless a CON roll can be made. Even a success on 
Hie CON roll means the tared take* I rl \0 damage , 

Desert Palm 

The common desert palm Is native to such arid 
lands as DjaJTa. Farad un. Kasmlr, Rajanlstan, and 
Caranlheum. The tree can attain a height of up to 
thirty or forty feel and la valued for Its CrutU which 
may be eaten fresh or preserved by drying. 

D'oko 

The d'oko I* a 
colorful, nine- foot taU 
species of flowering 
plant resembling In 
many respects a gjan t 
lotus. Employed aa 
living plant houses by 
the Green Men of 
Taiislanlas Dark 
Coast, d'oko are 
hardy perennials, 
growing new blos- 
soms during ihe 
spring of each year. 
Tended by Green Men 
for many generations, these great flowering plants 
supposedly no longer possess the ability to reproduce 
by themselves. Rather, the interaction or Green Men 
moving from plant to plant Is said to perform the 
function of pollination for the d'oko. In return, the 
Cm-en Nfen obtain shelter and nourishment Id'oko 
nectar) from the plants, constituting a symbiotic 
relationship of sorts. 

Bverbtue Starfire 

The everhlue starfire Is an exceedingly rare and 
precious flower, a magical hybrid thought to have 




been created by Vlrkllan the fablm! lx>UuH>rruir>cer of 
ancient Umes. The flower Is valued for IIS brilliant 
sky-blue petals, which, when dried and ground into a 
line powder can be used lo cause hybrid or natural 
plants and trees to grow to full maturity in Just a 
minute's lime, A single blossom yields one dram of 
powder, a quantity sufficient to affect up to a half- 
dozen plants, or half as many trees. The everblue 
starfire is believed to be round only on the Zandlr 
Moors In Zandu. The dower, or a one-dram quantity 
iif [.Mimlcrr*! blossom, Is valued at a minimum of one 
thousand gold lumens. The slarflre typically grows 
alone and blooms only at night 

Fernwood 

Femwcod Is a deciduous tree native lo temper- 
ate woodlands and subtropical forests. It resembles a 
giant fem up lo sixty feet tall, and is valued primarily 
for lis fragrant wood, which Is used In Ihe making of 
the most common types of Incense. 

Fire Lily 

This plant Is IdcnUflahlr by Its red, srven-lobed 
leaves and Is found primarily in regions where there 
has been recent volcanic activity. It grows In warm 
volcanic ash, and b practically impervious to fire. An 
extract of the Are Illy Is used In preparations that 
confer protection from flame and heat. 

Fungoid 

Fungolds are a type or giant fungus nauve lo 
the Sinking Land as well as parts of Werewood and 
KhaZad. These organisms grow In a variety "f sli,ux-v 
rolors, and sizes, including pnik puiTbalta, translu- 
cent orb fungolds. branching yellow fungolds. gray 
disks, orange Ian -shaped fungolds. and a hundred 
others. Some fungolds are mildly poisonous, though 
most are benign , All possess phosphorescent proper 
ties and cast on eerie glow by night 

Gatl Oak 

Thus variety of deciduous Ire* Is indigenous to 
many temperate forests and mountainous region*. 
The btlslerilke galls found growing from the bark of 
these trees contain a blue-block secretion that Is 
used In the making of inks and dyes. 

Giant Mushroom 

These umbrella- shaped fungi are commonly 
found In the Mushroom Forest of Werewood as well 
as the Sinking Land and parts of Khazad. They range 
In size from the smaller 2-6 foot types to massive 
specimens that stand up to eighty feel or more In 
height. Small creatures such as skanka and quaal 
often make ihelr home in the stems and caps of lh 
glanl fungi, which emit a phosphorescent glow at 
ntght. 
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Gray Baobab 

tills variety of fruiting, tropl r^al tree grows lo a 
height of about 20 feet and has a thick trunk that 
can measure up to to fret in diameter. It* squat 
appearance is such that the gray baobab is com- 
monly known as the 'barrel tree;" this Is an appropri- 
ate name, for the baobab's hollow trunk may contain 
up to 40 gallons of pnLihle water, which the tree 
absorbs through Its roots. Among the other virtues of 
i In- Ljniv I :■: li il>-. nli are it* bark, which Is used to make 
rope. :md I Li live-pound fruits, which contain • 
■weet nutritious pulp. 

Hangman s Tree 

Tills ominous -looking tree Is a familiar tight Id 
many wilderness and woodland rc^imm I he angular 
black branches silhouetted against the sky. lis long, 
rapelike tendrils hanging almost to the ground. 
Hangman's tree has been used as a ready-made 
gallows since ancient limes: the black magician 
Mercian Le was said to have had a grove of such trees 
planted atop a hill overlooking his mansion. 
Hangman's tree Is still commonly Used for this 
purpose In Arlm. primarily by assassins of the 
Rcvenanl GulL 

Harpwood 

This flowering tree Is found in certain sylvan 
woodlands, such as An tar of the Seven Kingdoms. Its 
curved branches and resonant wood are much 
favored for use In the making or the finest harps, 
trloles, and other musical instruments. 

Incense Tree 

The Incense tree Is found primarily In Zandu 
n lid les.fi commonly In Arlm and Aaman. 1 1 IS prized 
far Us aromatic wood, which is used in the making of 
the finest Incense and magical fumes. The Sultan of 
Zandu owns a grove of ancient Incense trees that 
were reportedly once kept by the Tabled sorcerer 
Kabros. 

IranWood 

A variety of deciduous tree notable for its steely 
gray leaves and bark, the iron wood is found in 
temperate forests across the continent, it is valued 
for lis wood, which is nearly as hard as Iron; Zandir 
lumberjacks employ saws and axes coated with a 
solution or magical quicksilver when cutting these 
trees for timber. 

Jabutu 

Jabutu grow* "iily In *li<* mountains that He to 
the north of the jungles of Chans. It grows on the 
steepest inclines and is Identifiable by Its mottled 
yellow and jjreen leaves. An extract of the Jabutu 
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plant Is used to make kesh. a narcotic commonly 
employed by the Ghana Wltchfolk tribes. The plant 
has other magical properties as well, and Is utilised 
by the Mama tribes In their shapechanglng rituals. 

Ktallah 

K'tallah Is a rare 
variety of swamp plant 
with a serpentine stem 
and i Irriilar. gray- 
green leaves. The 
leaves of this plant 
contain a resinous substance tlvit. when Ingested, 
enables the user to "see" visions of the near future. 
Though casual users of this substance cannot control 
or dictate the nature of these divinatory dreams, 
those who use k'tallah regularly can supposedly 
acquire the ability to do SO, See Chapter Six for more 
Information on k'tallah* addictive properties. 



Lantern plant 

This flowering plant la found throughout 
various woodland regions on the continent of Talis- 
lanla lu l;<nirrn shaped Wue flowers glow In tin* 
dark, casting a wan Illumination. The plant Is quite 
delicate and should be handled with care; If treated 
roughly, the lanterns lose their glow, 

Lotus 

The Tallslan 
tan lotus 1» a 
variety of water 
Uly comimm 
lo certain 
swamp- 
lands and 
Jungle 
regions. 
There are 

several different types. The scarlet lotus Is a subtle, 
mind- influencing substance. Its powder renders 
those who lake it susceptible to the commands of 
others. Black lotus possesses powerful narcotic, 
hallucinogen l<'. and mind -expanding properties such 
as ESP, clairvoyance, and dalraudlence. Repeated 
use of this substance, however, runs a 1% cumula- 
tive risk of addiction. The pollen of the blue lotus Is a 
subtle narcotic that brings about the onset of pro 
pheUc dreams. A muluhued variety known as rain- 
bow lotus IS cultivated by die Mandalan savants arid 
herbalists of the eastern Quan Empire. Its properties 
are unpredictable, and the Dower Is prized mainly for 
||s beauty, 

Moonflower, Common 

This exotic variety or flower Is so named be- 
cause Its fragrant blossoms bloom only at night, and 
change color to match the hues of the first Tallslan- 
tan moon to appear In Ihr rvenlng sky. Moonflowers 
are priced by horticulturists and collectors from othe 
lands, often bringing a hundred gold lumens for a 
single, healthy specimen, 2 




Moan/lower, mack 

The rare black moonflower Is found only on the 
continent known as the Midnight Realm. These pllrh- 
black plants bloom only at midnight, and the blos- 
soms lake on the color or whatever Tallalanlan 
moons are In full phase. The black moonilower's 
sornt Is mildly inloxIcaUng: a field of black: moon flo w - 
era In bloom can havr a polenl afTeel on other 
IllWnrms In the rrglon. The plant's petals are used In 
the making of black moonflower wine, an exquisite 
and exceedingly expensive wlnr that la considered b 
fabulous delicacy. 



Morphias 




Morphuw l* a parasitic plant that grows amid 
the branches of trees and bushes. The fragrance 
«XUded by Its deep blur blossoms Induces sleep In 
most type* of living creatures. Characters who make 
A COH roll are groggy for 2d 10 minutes [- 1 on die 
rolls): those who fall fall asleep for a like period of 
time. 

Mung-Berry 

1 variety of fruiting 

tree found only In 
the swamplands 
of Mog. Notable 
for their extreme 
bitterness,, the 
leaves and berrlea 
of this lice form a 
substantial part of 
the MogrouYs diet 
and have certain 
practical uses as 
well 

The Juice of 
mung- berries Is so 
bitter thai II 
serves to repel 
biting Insects and 
certain other 
pests. Including 
the noxious 

Inserts known as flits. When boded In vinegar* the 
leaves of the mung-berry yield a waxy glue with 
excellent adhesive properties. As Mogrolh do not take 
kindly to the stripping of their pin-Inns iimng-berry 




trees, the leaves and berries are sometimes difficult 
to obtain. Accordingly thrse subs Lin res bring a fair 
price In many regions — as much as twenty gold 
lumens per pound for mung berries, half this figure 
liar the leaves alone. 

Neurozoid 

Neurozolds are a rare and bizarre -looking form 
of ambulatory fundus found only In the Mushroom 
Forest of Wercwoed and the Sinking Land. These 
organisms resemble masses of pulsating brain Uuue 
1-1 feel In diameter. Despite appearances, the 
fungus Is not a sentient entity. Neurosokfa graze on 
slimes and molds, moving slowly across the terrain, 
They are quite harmless and in fact are of some use 
lo horticulturists and gardeners. 

Orange Fungus 

Till* odd variety of fungus Is found In under- 
ground cave* and tunnels throughout Dumc of the 
Seven Kingdoms, It may lie dormant for months or 
even years until such lime as it makes contact with 
another living organism or is moved or Struck. 
Should this occur the organism will begin lo multiply 
al a rapid rale, growing In size for one minute (10 
rounds), after Which It Is ld4+l limes as large as II 
originally was. The reason why the fungus reacts In 
this manner Is unknown: the naturalist Thystram 
believed thai this unusual activity was a defense 
measure Intended to discourage predators, 

Parasol Tree 

This colorful variety of giant palm tree Is 
common to tropical rain forests and Jungles. It Is 
notable for Its size, up lo a hundred feet In height, 
and for Its spreading crimson foliage, which re- 
sembles a great umbrella or parasol In shape. 

Polyp-Plant 

The polyp-plant is Indigenous to the Aberrant 
Forest and Dark Coast regions, as well as parts of 
Mog and Jhangara. The plant consists of a long, 
lubelike stem terminating In a bulbous Up filled with 
a sweet, sticky nectar. The Muses of Astir are partial 
it> the nerLir or polvp-pUnta. as are many types of 
insects. 

Prism Plant 

This rare variety of crystal dendron is found in 
certain woods and forests from Zandu to the Qu&n 
Empire. The plant Is notable Tor the prismatic 
properties of its leaves and blossoms, which refract 
light In all the colors or the rainbow. Collectors and 
botanists will often pay up to a hundred and fifty gold 
lumens Tor a healthy prism plant. 

Prophet Tree 

This rare and ancient variety of fruiting tree can 
be found In certain Isolated woods and forests. The 
Ure jinKint-es :i tempting red fruit that, when eaten, 
confers visions of future events. The nature of these 
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visions is unpredictable; the portents may be favor 
able, unfavorable, or utterly Incomprehensible. 
Overindulgence in the frulL of the prophet tree Ib said 
lo lead to madness. The trees cannot be transplanted 
and are difficult to cultivate from seeds or cutting. 
The fruit la particularly perishable, losing Its efficacy 
soon after It Is picked. 

Provender Plant 

The provender plant grows In abundance 
throughout the continent otTTallslanta. serving as a 
plentiful Bounce of food for herdbeaats, onintvores, 
and human old* alike. It la exceptionally hardy and 
thrives In almost any type of climate. The plant's 
grassy leaves make excellent fodder Its seeds, which 
can be harvested In the (all, can be used as a pass- 
able substitute for other grains. Even the bulbous 
root Is edible, though. Its bitter flavor Li favored by 
Tew Creatures other than land kra, which feed on the 
tubers from below ground. The famed naturalist 
Thy* Irani theorized that the provender plant was a 
hybrid created by ancient Arch a en bolanomancers. 



Purple Narcissus 

The purple narcissus is an enchanted hybrid 
created by a precocious lnjliitjoirumt er of am Irnt 
times whose name has long since been forgotten, The 
plant blooms only if It can see lis reflection In a 
mirror, pond, or other reflective surface, a peculiarity 
Hud has endeared It lo collectors of exotic plants, 
who will Sometimes pay up to two hundred gold 
lumens for a healthy Specimen. Purple narcissus Is a 
cultivated plant that can only be grown in indoor 
environments. The plants are quite frail and wither If 
exposed to direct sunllghL 

Rampant 

Rampant Is a leafy vine that grows wild 
throughout Archaeus. The plant serves aa a plentiful 
supply of fodder foi wild arid domestic herbivores. 
Rampant grows at an alarming rate, up to 5 feet per 
day under Ideal conditions, and is a nuisance to 
gardeners. 

Repente 

This plant is well known for lis spiny stem and 
leaves, which are tipped With a noxious Venom thai 
can cause a painful, Itching rash. The plant's name 
means "you U be sorry" In old Archaen. 

Scimitar Bush 

The scimitar bush Is indigenous to hills, plains, 
and wilderness regions. It Is quite aggressive and will 
lash out at creatures or individuals who approach too 
closely. In this respect the plant Is apUy named, for 
its Leaves are as long and nearly as sharp as scimi- 
tars and are capable of delivering a nasty wound [dS 
damage), Unlucky creatures who happen lo run Into 
a scimitar bush mny suffeoip to a dozen attacks and 
maybe rut to (IIJhuiv Tin- nrlrnlMr bush li rxrrp- 




tionalry rugged [12* HP), and can survive even In 
such hostile regions as Khazad, (J rag, and the 
Wllderlands ofZanui. 

Shrinking Violet 

An herb notable- for Its purple flowers and 
diminutive 
size, full- 
grown 
shrinking 
violets rarely 
exceed one- 
half Inch In 
height. The 
liny flowers 
of this plant 

poaaaav 
magical 

nrifperlira iuid are useful In shrinking potions, 
powders or diminution, and so forth. A dram or 
shrinking violet seldom sells for less than twelve gold 
lumens. 

Sicklewced 

Thia grassy plant grows wild In many wilder- 
ness areas and Is particularly common on the Plains 
of Golarln, 1 1 is named for Its wiry, curved leaves, 
which resemble slckiebladea. A "blade* ofstokleweed 
can> In fact, be used to saw through rope, cloth, or 
similar materials In a pinch. 

Silver Deodar 

This large variety of spreading conifer, which 
grows up to seventy fret till, in native Lo both the 
Eastern and Western Lands. It Is valued for lis 
durable and fragrant wood, 

Skulleap 




Skullcap ts a poisonous variety of mushroom 
notable for Its bone -white cap and black, bowed 
slem. Token in minute quantities of one-half dram or 
less, the mushroom can cause highly Irrational and 
even violent behavior las ling up lo one hour. A 
successful CON roll means the character Is Irrational, 
but not out of control. A dram or more will cause 
swift and painless death in mast cases, usually 
within one to two minutes. Even a successful CON 
roll does 1 point of damage per round for the next 
2d 10 rounds. The Wildinrn of Yrmanla have, through 
long use. developed a virtual Immunity to the more 
toxic effects of skullcap. Most have also been ren- 
dered Insane, a possible side effect of this hallucino- 
genic substance. 
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Snow Lily 

A delicate 
white flower 
found only In 
the coldest 
cUme*. snow 
lily has certain 

practical iocs. w!3»We- *iw>*r 

Eaten fresh, the plant acts to ward against the onset 
of frostbit: prepared In an elixir, snow Iffy la said to 
confer virtual Immunity against Ihe effects of cold. 

Sorcerer Tree 

This rare coniferous tree is found only In 
isolated woodland regions, it ia notable Tor its 
"mantle" of dark green needles, which give the tree 
the semblance of a 10-12 fool hooded man . The wood 
of the sorcerer tree Is often used In the making of 
enc hanted staves and wands and Is thought to 
p oi w ss magical virtues. 

Span-Oak 

Span-oak Is a giant species of deciduous tree 
that may attain heights of over two hundred feeL The 
limbs or this tree are strong and sturdy and generally 
span a distance equal to the tree's height, hence Its 
name The avian Glyphs make their eyries In these 
great trees, which purportedly live for thousands of 
years. The tree sheds about a fourth of Its branches 
earn fall, and the fallen limbs are coveted as excellent 
Umber in Cymrtl and other lands. 

Spice Tree 

The spice tree Is a hybrid r»rlphiiiHy i-rrair d Uy 
the Green Aertad botanomancers of Vardune. and 
now grown extensively in Vardune and Zandu. The 
tree Is emlnenUy use full Its bark, leaves, and roots 
can be used to make three different types of Lea, lis 
nuts arc Like < loves, Its soft Inner bark like ginger, 
and lis flowers as fra^r.-jtit as myrrh. 

Spider Mass 

This parasitic plant Is native to swamps, 
Jungles, and woodlands across uV continent. The 
plant Is aptly named, for It resembles a 2—4 Tool tall 
shambling spider and Is capable or moving about 
from one place to another In a stow [SPD -4] creeping 
fashion. Except to other forms of plant life, spider 
irnvys Is harmless. The Green Men of the Dark Coast 
have learned to be wary of this plant, which is 
Stubbornly aggressive and feeds on vegetable matter 
by Injecting jt with a causUc chemical solvent kM 
damage) and then absorbing the nutrients through 
Its roots. 

Spitting Crocus 

This noxious variety of wild flower Is found In 
wooded and Jungle regions. The flower Is named for 
Its habit of "Spilling" at creatures or individuals who 
pass within a five-foot radius of its location, no doubt 
an effective deterrent to creatures who might wish to 



devour Lt. The plant's acidic spray can cause tempo- 
rary blindness lasting from 1-10 rounds, but gener- 
ally docs no permanent harm. 

Sponge-Bristle 

This rugged variety of spiny skinned succulent 
Is Indigenous to hot. arid regions such as DJaffa. 
Kasmlr. Rajanlstan, and so forth, The sponge-bristle 
absorbs moisture from the air and from deep below 
the ground, storing ll within lis spongy Interior. A 
fully grown plant may measure up to three feel In 
diameter and can contain up to six quarts of water. 
The sponge-bristle la a boon to desert dwellers and 
travelers. Along with desert palms, these plants are 
coiuman to manv a Wllderland oasis. 

Spider Ekmdran 

The spider dendron Is a variety of deciduous 
tree Jdmllflabfe by |Li ne twark of fine branche-s. 
which resemble a spiders web, hence Its name. 
Avians and other types or creatures sometimes 
become tangled In the spider dendron's branches. 

Stenchroot 

Slenchrcot 
Is a noxious 
variety of tuber 
rultlvsOed hy 
the Gnome kin 
ofDurne. The 
plant Is 
harvested for 
Its milky Juice, 
which Is 

drained through small Incisions In the root Ihls It 
accomplished from below ground, since the 
stenchroot plant itself Is never picked. The Gnome kin 
of Dunic employ flasks of stenchroot juice as a 
deterrent against intruders inlo their underground 
realms, using slings to propel the clay missiles great 
distances. The vials break upon contact with any 
relatively solid object emitting the most horrid 
stench Imaginable. So much as a whiff of this nuJ- 
oduroita fluid will niiikr riroal creatures Incapacitated 
by extreme nausea. A critical success on a CON ml 
prevents Incapacitation from direct exposure. A full 
success does the same for a mere whiff. Fortunately, 
the Juice eventually evaporates when exposed to the 
air. leaving behind only a faint, musky scent. 

Six [fur Tree 

This acrid -»me||hrig tree is notable for Its bright 
yrlJow foliage, bark, and roots. Sulfur trees are highly 
flammable but are of no use as tinder because they 
give off a noxious ■moke. The tree Is found only In 
(he Yellow Marshes of Mog. 
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Tantalus 

TiinUlu* i& a small, 
leafy plant with a tuber- 
ous, heart-shaped root 
Powdered tantalus root Is 
known lo be a potent 
aphnxltslac and. srlls for 
ajs much as one hundred 
fifty gold lumen* per dram 
in certain places. The root 
nut* an Increase in 
amorous desire, but even a partial success with a 
Wll. roll allows a charanier to keep his or her behav- 
ior In rhcrk- The tantalus root Is also said Id be of 
use In Ihr making ml" charms, lave phttlem, and the 

tike- 
Thistledown 

The thistledown hush fs common to the deep 
woodlands of Tamaranth but is almost unknown 
elsewhere. The soft down contained In the plant's 
srrdpiyls, 1a us<rd Its ii'mkr s|ilutf,L\", ,l li^ht ,md 
durable rloth favored by the Ariane. 

Thomwood 

A giant species of trailing briar, ttiomwood Is 
found In most types of temperate forests, wllderlands, 
and swamps. The plant grows at phenomenal speed. 
Its fibrous and spiny branches taking on the form of 
a winding, mazctlke hedgerow. Resistant to fire and 
cutting weapons, thomwood can render wilderness 
trails nearly impassable In Just a few days. 

Tinsel Tree 

This peculiar tree is (bund in the Aberrant 
Forest and other Isolated woodlands. It Is named for 
its silvery leaves, which sparkle in the light or the 
twin Tallslanlan suns- The spun fibers of tinsel tree 
leaves are used lo make sllversparklc, a garish 
material that cost* len limes the price of common 
cloth and Is popular In Zandu, Kadjlstan. and the 
Quan Empire. 



Venamwuud 

The venornwood 
tree is a rare variety of 
tropical plant found only 
on Pana-Ku In the 
Crescent Isles. Its wood 





exudes a virulent poison thai Is thought to protect 
the tree from boring insects and termites. The 
cannibaliallc Na-Ku tribes make poison arrows from 
the branches of the venom wood, employing them 
against other tribes in the region. In addition lo its 
normal damage, a venomwood arrow causes 2d 10 
damage from the poison (or 2d4 with a successful 
CON nit), 

Viridia 

A hybrid 
plant with many 
practical uses, 
viridia was 
developed 
several hundred 
years ago by the 
legendary 
Vhidian, a 
magician and 
author of some 
note. Seeking to 
create the Ideal 
cultivated plant. 
Vlridlan spent over forty years Isolating, Categorizing, 
and combining plant essences. 

The result of the fabled magician's labors was a 
plant of uncommon virtues. Growing ten feet per 
year, up to a maximum height of one hundred feet, 
all parts of the vlridla plant are Useful: Vlridla root Is 
a nutritious tuber and can be ground Into flour for 
baking. The limbs and trunk can be burned as fuel 
and the leave* make a passable mulch, The vtridta a 
largr. foLir- u> six-foot lung pods, are of use as one- 
person skiffs. Its tendrils exceed rattan In strength 
and durability, and the fibrous down found In the 
viridia » pods can be woven Into a fine, supple linen. 

Perhaps one of Vlridlan 'a finest achievements, 
the vlridla plant is not without certain minor daws. 
Developed ia be hardy and long- lived, the plant grows 
with wild abandon, choking other forms of Vegetation 
In Its tendrils. Vlridla bark Is resistant lo fire, and Its 
root system grows so deep In the soil that the plant Is 
pr.11 tJr.illy impossible to remove or kill once It has 
attained a he Igh t of four feet or more. 

Wavering Sunbtossom 

This colorful wild flower is found only In the 
Aberrant Forest, where It grows In great abundance 
in certain spots. The flower derives Its name from its 
uncanny propensity lo shift In color according to the 
prevailing breezes. There are few sights as breathtak- 
ing as a field of wavering sunblossoms (hicluaUng In 
myriad hues with the movement of the wind 

Whipweed 

This Insidious plant grows both on land and 
underwaler and can be found across much of the 
continent. It can cover large areas In a fairly short 
amount of time, and Is quite dangerous. Individuals 
or creatures attempting to pass through a patch of 
wtilpwced will be Instantly attacked by dozens of 
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slash Lng leafy tendrils (damage: d& per round). 
Whlpweed Is easily mistaken for common 
plains^rass, an error Lhnl may yield fatal conse- 
quences. 



Whisphane 

Whlspbane is a 
rare Variety of creeper 
with long, leafy tendrils 




and blue blossoms. Worn as a garland, the plant .iris 
as a deterrent to whlspa. who are offended by the 
odor or Its blossoms, A single plant will suffice [<> 
keep whlspa at bay for up to 4 hours after It has been 
picked. After this lime, the plant loses lis effective- 
ness, though the dried flowers are of some use to 
tk'liemksls. 

Whisperweed 

Whisperweed 
Is a rare species of 
plant practically 
indistinguishable 
from the most 
common varieties 
of wild grasses. So 
ordinary is this 
plants appearance 
that even Lite most 
highly skilled 
horticulturists find 
it difficult to 
Identify aecuralery. 
an unfortunate 

Situation considering the fascinating properties of 
thlt most unusual organism, VVhlsperWeed derlveH lis 
name from the plant's ability to "speak* softly when 
swayed by the slightest breeze. These plants are 
known to whisper the most astonishing things: king- 
lost secrets, ancient incantations, legends, bits of 
verse, and more. How whlsperweeds canie to know 
such things and how the plants are able to speak are 
mysteries which as yet remain unsolved. As It Is not 
possible to cultivate or grow this uncanny plant 
f\i rp[ In Llie wild, the discovery of n patch of 
u'hbperweed Is deemed a rare find Indeed. 




Whitewood 

Whitewood Is an ivory -colored variety of conifer- 
ous tree found In mountain, hill, and forest regions. 
The handsome wood of this tree in prized by 
wood carvers for Its ornate beauty and durability. 
Both the Arlane and the Dhuna favor whitewood for 
ijv In die making of staves and hows, 

WUtawood 

This tree, with lis characteristic hanging foliage, 
Is native to the banks of rivers, lakes, and swamps. 
The flexible twigs of the wlUowood are used in the 
weaving or baskets, mats, and furnishings of various 
sorts. 

Withergall 

Withergall Is a variety of gall oak native to 
Wastelands and wlklrrlands regions. It Is similar in 
most respects lo gall oak, but is bent and withered In 
appearance and \h ;< favorite nesting place fur avUn 
scavengers such as the mordc 

Yellow Aqueor 

Yellow aqueor is a variety of giant kelp that can 
grow up to five hundred feel In length and Is found 
throughout much of the Azure Ocean and Far Seas. 
The plant's massive trunk and fibrous stalks are 
used extensively In Oceanian construction. 

Yellow Stickler 

The yellow 
stickler Is a 
peculiar plant 
native lo various 
temperate forest 
and Jungle 
regions of 
Tallelanu. 
Standing up to 
five feet In 
height, the 

stickler's long, golden leaves exude a sap with 
rnnarkiible adhesive propnik-t [he plant reeds on 
insects of all sorts, which become stuck to its leaves 

arid even tually die. The de^yliiu; lnyr:4:! then provides 
nutrients that the plant absorbs by the process of 
osmosis. 
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ANGORN 




The angom is an unusual creature resembling a 
wlngnj. aquatic eel. [1 glides above Ihe water when 
hunting for prey, typically small aquatic creatures, 
then dives deep to catch Ihc chosen victim In Lis 
Jawa. The angom is edible, though not particularly 
flavorful. 

Bute: 5 -6' lung. 100-140 lbs. 

Attributes: PER +2. STR -2. DEX +4. SPD +4 

Left! 1-2 

Attacks/Damage: Bite: d6 

Special Abilities: Gliding, (up to about 100 ft, per 
attempt], can survive out of water for up to one 
hour 

Armor TJnarmored 
Hit Point*: 4 ' ■ 
Habitat: Sea« and oceans 




AVTR 

Avlr are Uie 
most common of 
Talislanlan avians. 
They nest in Lrte- 
(ops and feed an 
bisects, fruit, and 
seeds. There axe 
hundreds of differ- 
ent varieties of avlr, 
ranging widely In 
color and native 
habitat The more 
colorful varieties are 
favored as pets Ln 
some lands, Midi ,r, 
Zandu and the 
Quan Empire. 



Six*; Wtngapan averages from l'-4'. 2-8 lbs. 
Attribute*; STR - 10. DEX +12. CON &, SPD +12 
LeVeh 1 

Attacks/Hanuge: Beak/CI ^ ■ J 2 jwhua 
Special Abilities: Flight 
Armor Unarmored 
Hit Point* 3 

Habitat All parts of the continent 





CHANG 

Chang are 
vicious, metallic- 
scaled fbh. They 
travel in schools of 
up to two hundred 
Individuals and 
are exceedingly 
aggressive. Vora- 
cious eaters, 
chang will attack 
even such large 
predators aa 
sknlanx and river 
kra. The Kang 

favor Llir.te 
creatures as pets. 

keeping them In heavy glass tanks. Chang can 
survive on t of water for an hour or more. 

Six*: l'-3\ 3-12 lbs. 

Attribute: STR 4. DEX +5. CON +2, SPD +9 
Level: I 

Attacks/Damage: Bite; 1-3 points 
Special AblUUea: Metallic exoskekton 
Armor As per chain mall 
Hit Point*: 4 

Habitat Rivers and lakes. Inland Sea (Quan 
Empire) 

CHASM VIPER 

Chasm 
Vipers are 
creatures 
resembling 
metallic ser- 
pents. They 
normally prey 
on small avians 
ami VrnnLtl and 
are expert rock 
Climbers. Their 
Venom is too 
Weak to be of 
any great Value. 

she*: r-6', 
2-16+ lbs. 
Attributes: 

STR - 1 1 

DEX +G, SPD +3 
Level: IH 
Attacks/Damage 

daiua^r) 

Special AbUltlca: Poison bile, ability to climb 
rmk surfaces, metallic scales 
Armor; As per chain mail 
Hit Points: 3-12 

Habitat: Canyons , wastelands, mountains 




Bite: d4 (plus d4 poison 
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DRAG 



Draca 




malt 

wingless, 
dragons, 
the wild, 
these 
creatures 
prey mainly 

on vermin but may exhibit aggressive tendencies, 
Drue* are much favored as pets in some land*, where 
a young* up to one- foot long drac may sell for as 
much as My gold lumens. They are sometimes 
trained as guard beasts or trackers (skill rating equal 
to level of ability plus PGR). 

Sbie: T-B' in length. 20-160+ lbs. 
Attribute* PER +4. DEX +2. CON +2, SPD +2 
Lewi: i t 

Attacks/Damage: Bile: d4 |+ I per level). Clam; 
I point per level 

Special AblLltlea: Keen sense ofsnirll (can be 
trained la track and /or detect any Single species 
of creature] 

Armor: Scaly hide. 2 points 
Hit Points; 4-16 

Habitat: Wilderness rrgkttl* of all sorts 

ENDOMORPH 

Endcmorphs 
are tmpllke 
creatures that Li-e 
together In 
i uu mm rial shells, 
with as many as 
twenty Individuals 
sharing the same 
common abode. 
They are quite 
Intelligent and are 
capable of speech, 
but arc extremely timid; at the first Sign of danger, 
the colony retracts Into Its protective shell. II re- 
moved from Its colony, an endomorph will go Into 
shock and die. 

Mac i'kmg. 1-2 lb* 

All HbL.tr, mV * I . I'KR +6. str e. DEX +4. 
SPD +6 
L*Ttl: 1 

Attacks/Damage: None 

Special Abilities: Ability to sense danger, high 
Intelligence, have own language [similar to 
Talifll.ml 

Amor Shell, ■! [xiluls: otherwise, unarmoml 
Hit Pouts: 1 

Habitat: The Mushroom Forest [WereWoodJ, 
Aberrant Forest 





FEATHER DRACTTL 

Feather dractyl are 
a small species of avian 
resembling a cross 
between an avir and a 
dractyl They are 
peaceful creatures dial 
subsist primarily on a 
diet of seeds and fruits. 
Feather draelyls are 
prized as pets and may 
be told (or up to a 
hundred gold lumens in 
some places. 

Sb»: Wingspan: IV 
4. 3-12 sbs. 

Attributes: STR -8. DEX +6, SPD +fl 
Lerafc 1-3 

At tacks /Damage: Bite: 1-3 paints, Claws: 1 
point 

Special Abilities: Flight 
Armor; Unannored 
Hit Point* J O 

Habitat: Jungles, forests, wilderness regions 

GIANT MOLLTJSK 

There 
are many 
species of 
giant 
mollusk 
native (o the 
Tauslantan 
continent, 
rangi ng In 
stee from 
benign 1-6 
foot types to 
a man- 
eating 
variety that 

can measure up lo twelve reel across. The rarest of 
these is die giant quaga, a dangerous carnivore that 
Is hunted for the violet pearls it produce*. These 
pearls may weigh up lo ten pounds and are valued at 
over a thousand gold turners. 

Si**: 1-12' in diameter. 5-500* lbs. 
Attribute** STR +1 per 2' diameter 

U V* i i-e 

Attacks/Damage: Consulctloft: d4+ 1 per level 
(see Special Abilities) 

Special Abilities: Ability lo crush prey between 
upper and lower shell as If the shells were 'Jaws' 
Amor: Shell, 4 points 
Hit Points: 2 per level 

Habitat: Sea, ocean, lake, and river bottom*, 
shorelines, tidal pools 
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IB IK 

The iblk Is a 
flightless bird found 
only In Lhc Sinking 
Land, It feeds Upon 
lilts. chlgs. and tithe r 
Insects, which II 
spears with a light- 
ning- fast pointed 
tongue. Iblk arc 

iiir I- i5sl.lv Mill! . 1 1 ii 1 

agile runners, easily 
able Id dude practi- 
cally any type of 
predator. The crea- 
tures can be trained 
for use as pels. 

Six*: I -t long. ItMO 
Iba. 

Attribute*: PER +4, 

STR -6. DEX +12, SPD 
+ 13 

L*T«1: 1-4 
At Lac k* / Dtmijt : 

Sainted Tongue: I 
point. Claws: 1-2 
points (up to two attacks per round) 
special .Abilities: Superior speed and agility, 
excellent climber, run across m ud or water 
Armor: Unarm ored 

Hit Pain La 1 per level 

Habitat: The Sinking Land. Mog_ Jhangara, 
swamps and marshes 

LLATHA 

The I'lalha Is a 
creature resembling a 
reptilian monkey, found 
only on the Isle of 
Phantas. Phantaslan 
aslromanrers often keep 
Hatha as pels, since they 
lire quite Intelligent and 
can be trained as 
astrogalionlsl's helpers. A trained l'latha may sell for 
as much as four hundred gold lumens. Untrained. 
I hub. i i .mi lie purchased Cor about a hundred gold 
lumens. 

Size: 2 -3' Lull, 10-15 lbs. 

Attributes: INT -4, PER +7, DEX +6. CON -1. 
SPD +fi 
Level: I 

Attacks /Damage: Bile: 1-2 points 

Special Abilities- High animal Intelligence, acute 

powers of perception (detect impending storms, 

night vision, keen hearing] 

Arm or Hide, 1 point 

Hit Points: 4 

Habitat: Isle of Phantas 
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MOONFISH 

Moonffeh arc 
suVery-scaled aquatic 
creatures round only in 
the Inland Sea and Moon 
Lake In the Quan Em- 
pire. The Sunn revere 
moondsh as the spirits of 
their ancestors and 
cherish them far their 
"songs." complex melodic 
patterns sung or pro- 
jected al night that other 
sentient beings perceive 
on a telepathic level, The Quan and Kang, with less 
highly refined sensibilities, favor nwonflsh as a 
delicacy. Wealthy Ispasians sometimes keep these 
creatures as pets, imprisoning them In ornate crystal 
spheres. 

Six*: r-2' long, 2-1 lbs. 

Attributes: INT +2 (possibly higher), PER +3, 
DEX +1, CON -2, SPD +3 
Level: I 

Attacks /Damage: None; moan Fish feed on 

plankton and aquatic plants 

Special Abilities: Telepathic communlcaUon 

Armor: Unarmnred 

Hit Point*: ]-2 

Habitat. The inland Sea (the Quart Empire] 



MORDE 

M curie are a 
lowly variety of 
avian scavenger 
favored as pels by 
QieStryjcof Urag. 
They are semi 
Intelligent and 
possess the ability 
(o defect the scent 
of death at great 
distances. Craven 
cowards, morde 
serve their masters 
for fear of being 
eaten. They are 
believed to be 
carriers of disease 
and pestilence. 



9ixe: Wings pan I -3\ 2-6 lbs. 
Attributes: INT 6. PER +8. STR -S. DEX +2. 
CON +4. SPD +3 
Level: 1-3 

At I ac ks/Damsge: Bile: d4 r Claws: 1 point 

Special Abilities: Keen sense of smell, flight 

Armor (Jnarmored 

Hit Points: 2 per level 

Hsbltst: Most parts of the continent 
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MUD RAY; 



Mttdraya 
air a common 
species of 
aquatic creature 
resembling 
murky-brown 
mania*. They 
ait edible and form a staple part of the die! of many 
TallakmUuis; smoked mudray Is sold throughout 
much or the continent A less common variety, the 
glittering silverray, la considered a delicacy. Both 
species are found In salt and fresh water and have a 
poisonous stlng. 

Slxe: 1-3 long. 1-6 lbs. 
Attribute*: STR -S. DEX +4. SPD +6 
Lavat 1 

Attscks/Damag*: Sting: I point [+d4 poison 
damage] 

Special Ah [title*: Poisonous sting 
Armor: Un armored 
Hit Point*: 2 

Habitat: Seas, oceans, rtvers, lakes 

NAR-EEL 

~ - - Nar-eela 

are sinuous 

aquatic crea- 
1 ii res resembling 

Ion*; hoi i in. I, 

spiny finned 

normally prey 
nnly Upon 
smaller aquatic 

species, but have been known lo attack small boats 
and Men- The nar-eel's horn Is coveled by Ivory 
traders, who value these Items at up to fifty gold 
lumens apiece, 

MM 4-1 2* long. 40- 13ft* fbs. 

At tribute* STR +3, DEX +1. SPD +S 

LctcI: 1-3 

At tacks /Damage Horn; dG +1 per Level 
Special Abilities; Leap up to 1 0' out of the Water 
Armor Scaly skin, 2 points 
Hit Points: 6-10 

Habitat: Seas, oceans, rivers, lakes (rare) 





NEUROM0RPH 

Nmruinorptis 

are bizarre crea- 
tures that closely 
resemble the 
ambulatory fungi 
known as 
neuroxolds (tax 
ToJtsfanbm Flora). 
Posing as these 
benign organisms, 
neuromorphs 
attack prey by surprise, rending with fang and claw. 
They normally feed on mud walkers and other small 
creatures, but have been known lo attack Men, 

sut*. I -4" (tola represents diameter when 
crouching, height when upright). 30-120 lbs. 
Attribute*: INT -7. STR +1 . DEX +2. SPD +4 
Laval: 1-4 

Attacks/Damage: Bite: d4. Claws: dfi 
Special Abilities: Ability la adopt llir outer 
appearance of a neUTOZOkJ 
Armor: Unamiored 
Hit Point*: 1-16 

Habitat The Mushroom Forest. Aberrant Forest. 
Sinking Land 

QUAAL 

Quaal are smallish, 
furry rreatures with king, 
flexible eyealalka. Ihey are 
semi- Intelligent and possess 
keen powers of perception. 
Quaal are popular among 
certain rogues and charla- 
tans, who keep these 
rreatures as pets. They can be trained as lookouts, 
emitting a chattering noise at the Drat sign of Intrud- 
ers, and as sneak- thieves. (Jiucil normally subsist 
on nuts and berries but have a weakness Tor sweets. 

SI**: 1" long 1-2 lbs. 

Attributes: INT -5. PER +6. STR -8. DEX +8. 
SPD +S 
Laval: I 

Altacks/Dsmage.: Bile: 1-2 points 
Special Abilities: Keen senses or smell and 
hearing prehensile tail 
Armor Unanuored 
Hit Points: 2 

Habitat: Wilderness regions. Wastelands. 

-:«,Lill|)-» 
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Chapter 8 




ROCK URCHIN 

Rock urchins are 
1*"iilgn, cave -dwelling 
creatures that feed an 
mosses, lichens, and 
detritus. They are prized 
as delicacies and for 
Ihelr spines, which an 
used to make quill pens. 



fill*: V-T In diameter. 1-2 lbs. 
Attribute*; SPD 10 

Att^cke/Damage: Spines may cause tn ci dental 

damage when handling 1 1-2 points] 

Special Abilities: Slow-moving but sure rock 

climbers, able tA hftng upside-down from cave 

celling* 

Armor As per chain mall 
Hit Points: 2 

Habitat: Caves, caverns, underground grottns 

SKANK 

The akank Is a 
distant relative of the 
snipe, a species of 
Intelligent moltusk 
that Inhabits the 
Sinking Land. Like 
snipes, they are 
curious creatures, 
eager to exchange 
news of their surroundings for bits of gossip, Infor- 
mation about other locales, and so on. S kinks are 
biirrowers, however, and do not possess the snipes' 
ability lo "swim" through earth and inurl. Aba. If Ihe 
truth be known, skanks are prone lo telling lali tales, 

BLie: 1-2' In diameter. 2-4 lbs. 

Attribute* INT +1 , PER +5. DEX -6, SPD -6 

Level: I 

Alt ■cki/Dsmmgc: None 

Special Abilities: Intelligent, capable of speech, 
can retract Into shell for protection, adhere to 
almost any surface 
Armor shell, 4 points 
Hit Points: 1 

Habitat: Wilderness, wastelands 




TARDISITE 

Tardlslles are amphibious creatures that 
re-irmble large, six-legged newts. They are notori- 
ously slow- moving, often remaining perched alop a 
stone or tree stump for days at a lime- Tardisltrs are 
fairly intelligent, and are capable or speaking Com- 
mon Talislan. They possess thr somewhat 4l$rc>n- 
certlng ability to swivel their heads a full 360 de- 
tSnr s. and can rotate each of their eyes Indepen- 
dently. If threatened, a lardlslte will puff up like a 
blowibh. becoming a ten -fool ball covered with 
needle-sharp spines, Tardlslles normally subsist on 
Insects, which Ibey catch With Ihelr tongues. 

Six*: 3' long. 30+ lbs. 

Attributes: INT -6, PER +4, STK -4, DEX +2, 
SPD -12 (exrepl as pertains to special ability) 
Level: 1-2 

Attacks/Damage: Spines (when inflated): dfi 

S perl a I Abilities: Rotate head 360 degree*. 

expand In size If threatened 

Armor Normally unarmored: spiny hide, 2 

potnLa In expanded form. 

Hit Points: 4, +2 per level 

Habitat: Swamps, marshes, lakes, ponds 
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Introduction to the Magical Fair 

This adventure Introduces new playera to the wndd of Talis Ian ta. to the game system, and to 
their character*. It provide* (hem many opportunities ta (est Lhelr skills and talents, to team the 
game mecha nic*, and to see or experience the various races, foods, philosophies, cultures, and 
habits lo which Tallslanla t* hi urn-, all In a nonlhrealenlng setting. Characters may get bruises, 
taunts, or facefuls of noxious amoke. but they won't gel killed. 

In addition, this adventure serves as a prelude either to the adventure supplement The Scent of 
thr Beast or to whatever adventure you as the gamemaaler may wish lo invent. 



The Magical Fair 

The first two wprk» of Phandlr are marked In 
Cymrtl by the Magical Pair, Ostensibly this event 
commemorates the founding of the free kingdom or 
CymrU In 148 iv.jt., but It has large fy turned Lnlo an 
excuse to hold an extravagant lair. As the Cyinrlllans 
.in- f.isrlnatrti by maelc. various magical goods, 
services, and show* are popular 6ur attractions. 

The lair 1* held in the CymrU Bazaar 1*2 1 on the 
city orCymrtl miipf. forcing the usual vendors out for 
over two weeks as the fair is prepared .md held. 

As a renter of trade on the conUnent, Cymrtl 
generally sees a diverse array of travelers, but this 
diversity reaches lis peak during the Magical Pair. 
Some of these groups, such as (he Aamanlun 
Orthodoxlals and Zand Ir Paradoxals, do not see eye 
to eye; to prevent violence, Thrall guards patrol the 
(air, often with Cymrillan Wizards to provide fnorr 
sophisticated means lo quell trouble. 

The Characters 

Six pregeneraled i h.ir.n ler^ have been provided 
to make this first game session easy for you and the 
players. If you wish to use them, pass them out In 
the players, letting them choose the characters they 



are most Interested In. Ifyoii have more than six 
players, or IT your players want to Invent their own 
characters, then guide them through the character 
generation process described In Chapter Two. The 
character* are all relatively Inexperienced people who 
have come to CymrU within the past month, or who 
live there, and they have let 1L be known that they are 
willing to take risks In pursuit of employment, 
wealth, training, glory, or the good of the Seven 
Kingdoms. Some may wen have com* expressly to 
Like pari. In the Maglcil Fair. Show each player his or 
her character's homeland and the city of CymrU on 
the map of Tallslanla so the characters know some' 
thing of where they've been and where they are when 
the adventure begins. If you wish, elaborate lo your 
heart's content on I he adventure* the character* may 
have already had leaving home and selling off for a 
better life. 

The pregeneraled characters do not know each 
other, but player-created characters may. This 
adventure, however, gives the characters a chance lo 
get acquainted, so most or all or the character* 
probably do not know each other— yeL 
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Chapter 9 



Running the Advent tire 

Jual a Tew notes to keep lit mind as you run 
this adventure: 

Qorgwus Detail: Honestly, this adventure 
could be aa long aa the enUre guidebook If it went 
into the level or detail thai It would take to do It 
jusUce. Since that's not possible , you'll have to pick 
up the alack. Be sure to flesh out the scenes, events, 
and people that the player characters encounter In 
the Magical Fair. Make a special effort to gel across 
to your players the extreme diversity of the people 
and the extravagance of this legendary event. 

Running Into People; The Tazian Arena, the 
Vardune Archery Tournament, and the Batik Arcane 
describe several types of people attending the lair, 
These non-player characters are meant aa opponents 
for the player characters, but you can also use them 
as random encounters. Just have one of these 
character* bump Into, talk to, argue with, fall In love 
with, or ask directions from one of the player charac- 
ters. 

Naive Characters: It you assume I hat the 
characters are well versed In the ways of the world. 
If 1 1 the players the names of the races they encoun- 
ter "A Kang walks onto the archery field. He has 
crimson skin, reptilian features, white eyes, and long 
black hair held In a queue." For more effect, you can 
assume the characters are less well infunnrd in 
which case describe the non-player races but do not 
supply their names: 'Onto the field walks a man with 
crimson skin, reptilian features, white eyes, and long 
black hair held In a queue." Of course, characters 
Will be able to recognize the races that are predomi- 
nant In the areas from which they come. In the 
above example, you could give the second description 
to the group as a whole and then tell a player who la 
running a character from trie nearby Quiui limptlrc 
that he or she recognizes the being as a Kang, one of 
the warlike, de taclo rulers* if the Qu.in Empire. 

Contests: The advent Line Inrliidrs < niLlrsl.s (or 
combat, maglr, and archery, Not only do ihese 
contents show the players how the rules work, but 
ihey also Introduce them to various races, so they are 
very Important to getting £h« players familiar with 
and Interested In Tatlslanta, Encourage Ihe players 
la Join In, and when one of the players Is Involved In 
a contest, encourage the others to fend moral »u(>p>nrl 
by crossing their lingers, cheering, or whatever, H:we 
the apectallng players see other spectators cheering 
on their friends to give your players the idea. 

I f characters gel knocked out of a competition 
so early that they didn't have any Tun or dklnT leam 
much about the rules. Us always possible for Ihe 
Judges to make an exception and allow Iwo elimi- 
nated contestants to have an Informal contest 
lvtvveen themselves. 

The First Step 

It Is Ihe first week or Phandlr. ihe third month 
or median, a season roughly corresponding to the 
summer of earth's temperate zones. As Is to be 



expected, the weather Is mild, with temperatures In 
the low 70s during the day. 

Each character has been contacted indirectly by 
Aim Qua. a Kasmh <n moneylender who has offered 
an unspecified reward for an unspecified task. Each 
character has been told to come to the Magical Pair 
and meet at mldmomlrig at the Kasmlran trapmage 
tooth, there to meet Abn Qua and discuss the terms 
ttfilv employment all at no obligation. Tb increase 
their chances of taking up the offer, he has offered to 
buy Ihem a drink. 

Characters who are associated with a mentor or 
organization may have received word about this offer 
through their superiors. Others probably heard about 
II through Voranll. Abn Qila's Cymrillaa messenger, 
who Is described on the next page. 

For the pregenerated characters, use Ihe 
following inirocuctlons to the adventure; 

Javin Introduced Thrust to Voranll when he 
heard that Voranll was looking for potential adven- 
turers. 

Quirlsan told Prevectol about the offer herself, 
having heard about It .it the Lyceum. 

Twi-twee-il came to Vbranil s attention on her 
own; her constant running about In search of an 
employer had called a lot of attention to her. 

Ilartpclla overheard Voranll offering the deal to 
Thrust In a bar. She Ihen arranged lo run into 
Voranll and make |1 apparent that she was looking 
for an adventuring opportunity. Haripella. then, al 
least has had a glimpse of Thrust. She Is the only 
pregenerated character who knows anything of any of 
the Others. 

Bani Ltrba directed Abl to (lie right places to 
look for employment, and there he met Voranll, 

Voranll "Verlieurd Alallla talking to some 
patrons In a bar about her plans, and than Voranll 
approached her with Abn Qua's offer. 

If you have Ihe time and Inclination, briefly 
roleplay these offers, bearing In mind that in any 
ease ihe characters will receive no further Informa- 
tion on the offer. They have lo show up to Dnd out 
more. 

Meeting at the Kasmlran 
Trapmage Booth 

The booth Itself will be described later as 
attraction "A." 

Ask the players which character shows up lirsL 
Perhaps among the characters there Is a nervous 
Blue Aerlad who always arrives anywhere fifteen 
minutes ahead of schedule, or a cautious Thrall who 
wants to check out Ihe surroundings before meeting 
his or her potential employer For the llrst character, 
read the following: 

YoufaUnw the wide, crowded mads through the 
great, arching towers of Cymrlt until you eonv to 
the outskirts of (he SUuficul Fatr. Utah ahoiV the 
fair, moored lo o loU Ironwaod iouxr. floats a 
CymriJtaji wtndshtp sporting silk pennants of each. 
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color representing lite Seven Ktngdams: green, 
azure, brown, purple, orange, crimson, and aqua 
blue. A moat Juied wtih colorful fish separates the 
street from the grassy sward and Us rows of 
hootitsandijmts. On the other side of the moat is 
a oast, confusing throng of people representing 
various races Jrom across the land: masshje 
Thralls decorated head to foot with colorful 
tattoos, wrinkled Kasmtrans Sri itooded purple 
robes, a Muse uitlh violet butterfly wings, dewier 
Acriads with bright plumes, serious lacking 
Cymr&tans, lumbering Monad servUors. gaunt 
Sitularans. and diminutive Onomvkirt wtih atnfter 
optlcals under their eyelids. Above the constant 
murmur of footfalls and conversation you can hear 
exclamations of surprise, violent sounds of wood 
hitting wood, the grUuluu) uf hidden gears, the 
piercing calls ofhatvkcrs selling thetr wanes, and 
the crackles and hums of magic 
You JTnri one of the many footl)rkiges across the 
moat, pay the I gold lumen entrance fee, and Join 
a steady stream of people filling the fair. 

If the characters want to lour the fair before 
Undine the KiiirnJr-.m tni|m»;u;r booth, hurry them 
through the process to get the action started. When 
the character deckles to find the booth, continue 
reading. 

■ i Act asking around for several minutes and 
Jostling through the crowd, urntjirul thr h'c.srriifrjJi 
trapmage booth. The bor^th cor\sisls of a \arae. 
purple tarp shading an expanse of ground, with 
luhlfx r itf rrf [v surrvw\(ting H\r •itiurfed area Along 
the tables an? hundreds of boxes of various sizes, 
ail chestnut brown and lacquered until shiny. A 
few wrinkled Kasmtrans in purple robes tend the 
booth, andfalrgaers of all races are cautiously 
examlntng the boxes. 

You circle the booth, but no potential employer 
seems ru?oinby. 

After Die Qrst character arrives, determine who 
COWS! next, one by one, until everyone la there/. 
Doubtless they will aak the booth tenders if they 
know of Abn Qua, but they know nothing, Eventu- 
ally, a character Will realize that these other people 
Who axe hanging around the booth must be here for 
the same reason and approach the others to verify 
the lime and pjar* of the meeting. This (a haw the 
characters who da not know each other already can 
meet each other. While waiting, they might wander a 
bit to mc the sights or try Ihetr luck at the Kaarniran 
stench- leaps. 

About half an hour past mldmomlng, Voranll, 
Abn Qua s messenger, arrives. She Is a slender 
Cyinnllan woman of about thirty years (see descrip- 
tion below] , She seems a bit out of breath and Just a 
touch embamuied w she gathers Ihe characters 
together, verifies that they have come to meet Abn 
Qua. and tell.* ih#m tils new*. Abn Qua. she says, 
has been delayed by the unexpected visit or an 
Important Djafllr merchant. He will, however. 
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certainly come before nightfall, and he experts to 
arrive much sooner. Voranll instructs the characters 
to remain aL the fair, preferably In a group, so that 
when Abn Qua arrives he will be able to find them. 
For thetr trouble, Voranll hands them each a small 
hag that weighs about half a pound and jingles when 
moved. Each bag contains ten gold lumens. She 
Also reminds them that If Abn Qua considers them 
suitable for his need*, they will all be working 
together in what might be dangerous circumstances, 
m they kIhiisI.1 t.kke thii opportunity to gel to know 
each other. 

Note thai, true to his Kasmlran nature, Abn 
Qua intends to deduct these lumens from future pay. 

I T questioned, Voranll says she has no more 
mJbrmallon than she has already given them, and 
that she realty has other business to which she musl 
attend With aiwuVr apology and a reminder to stay 
at the (air so Abn Qua can find them, she turns and 
hurries away. 

If this set-up Is not enough to get your players 
to enjoy the fair for the day, make up something that 
will do the Job. 

Once Voranll leaves the party, Horvunce begins 
tailing them. 5rr The Lurkrr" on page 314 

Voranll 

Cymnllan Messenger. 12th level 
Female, age 33, 61". 130 pounds, Ught green 
akin, dark green magical sjgi) on her right cheek, 
nondescript features, long black hair, slender build. 
She wears a lunJc checkered blue and green, dark 
blue breeches, and red curi-toed shoe*. 

IhT +1 PER +2 

W1L 0 CHA +2 

STR -1 DEX -1 

CON -1 SPD 0 

Kit Points: 33. 

Language*, 1 Common Talislan +13, High Tab Alan 
♦ 13. Arrliam *2. Nomadic +13, Sign +13. 

skills: Acting +14, Oratory +14, Diplomacy +14, 
Talislan tan Culture +13. Coerce +14. Cartogra- 
phy +13, Ride +11. Customs. Urban {Cymruj +13. 
Haggle +M. Fashion +14. Short Sword +5. Up- 
Reading +3. Bribe +3. Con +4. 

Attack CR Damage 

Short Sword +5 d£-l 

Armor: none 

Vendors 

In addition to the vendors who have scl up 
booths at the lair, many merchants carry their goods 
With them and sell them to pusscrsby. Depending on 
the pace of your session, you can have one of these 
vendors approach Lhe characters each lime they 
travel (rum one attraction to another, or you can let 
Lhcm fade Into the background and forget them. 
Below are some sample vendors that may be of 
Interest to lhe characters. Use whichever ones strike 
your fancy. 
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Bttpboric* Seller: A young Cymrillan woman 
named CU H bedecked with sparkling face powder and 
a scintillating robe. She carries an embroiderer] 
salelirl fILIed v-Hh small tins, each containing a one- 
dr.itn iUi*r r>rrinilirjrlo», awhile powder that users 
mix In drinks or sprinkle on roods. At 25 g.l. a dose. 
It is an expensive drug, but brisk trade In this 
commodity prt>vr* thai timrr titan n few And llir prti r 
fair. Thanks to prosperous tunes and liberal atti- 
tudes, euphorica has become quite popular in Cytnril 
In recent years. 

Shr approaches potential customers with the 
phrase, "Looking Tor a really good time T 

Note that a dram la one-sixteenth or an ounce. 

Hurukan TaJis-nancer: Ord Is a pale, gloomy 
fellow attired In gray mourning robes. He carries a 
gnarled staA*, from which hang nine Marnk.m luck 
medallions, lead lozenges stamped with the symbol of 
TallSftndre. the silver moon. Most people recognize 
Marukans and their medjitllcns. so he docs Utile 
work to attract buyers. In any event, he's ton morose 
lit >Ur up Ink rest In polenllal buyers. Each medallion 
costs 60 g.l. and gives lis Wearer +1 magic resistance 
as pertains to curses and maledictions . Since the 
home City or the Marukans is beset with a terrible 
curse, many people douhl the potency of Manikan 
lutk medal] Ions. 

Saris ts Gypsy: An old woman named Govea; 
»he has an olhT complexion and long whllr hall , .ltid 
l.t dressed in a peasant dress adorned wllh odd 



bangles and trifles. She clutches a silver Sari*ta love 
locket In one hand and hrashty approaches anyone 
young and not In the company of a lower. First she 
asks for directions to one attraction or another, and 
then asks if the characters know of » very inexpen- 
sive place to slay. Regardless of their answer, she 
thanks them and then starts En walk away, only to 
I urn back once more. 'Could you help qui an old 
woman?" she asks plaintively. Govea -explains that 
she and her family have noi been able lo find * mk 
like they thought they would, and she: ha* deckled 
thai Tor the sake of her daughter and two-year-old 
granddaughter she should sell one of her family 's 
prized possessions. 

At thai point Mhr cifiYrK Ihrm her locket. "Be 
cause we need ihe money now," she says, "t will 
consent to part with It for Just 1 20 g.l.* She will go as 
low as 95 gj. if the characters haggle. Her whole 
story, obviously. Is a concoction, but she has a Con 
skill of ♦ M . so It Is unlikely that the characters will 
-ci- 1 1 1 1 ■ • - 1 l i i i! li 1 1. traders try to see through 

her story, have each roll versus PER + Con. Those 
who do not have the Con skill must roll Id 10 Instead 
of the usual Id2t> For the Saris ta. roll d20+14. If any 
characters beat her roll, they can tell she Is lying to 
them. There Is a 50*Hj chance thai the locket Is faked 
with thr sjk-11 raise Dweomer (see Chapter Five] so 
that It simply appears to be magical in anyone who 
can delect magical emanations. 
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Grog Vendor, A I t: iky Jhangaran named 
Ynnos. pushing u c»sk mi a dolly. He ha* marbled 
brown and sepia skin and an elliptical, hairless head. 
Yukk to dressed Id the traditional yellow loincloth 
and arm and leg wrappings, garments of a Jhanj^ron 
mercenary. For 1 c.p. hell use the funnel on his belt 
to pour grog InlO a customer's muf> or waterskln, but 
he does not provide containers himself, since Cymrtl 
Ills i(i> "disposable" cups. In a pinch, of course, a 
wizard could conjure up a mug for temporary use. 

Yanos Is a refugee who came to CymrU looking 
fr>r a Ix-LIrr iifr. That selling gro£ ;l< :i (tipper .1 cup Js 
■ "better life' for biro tells you something about life In 
Jhangara. 

Bauble Hawker: A Kaamiran woman named 
Aba Nada. from a bankrupt family trying to work Its 
way back to wealth and Hiatus. Her lunlc Js covered 
with brooches and earrings, her wrists loaded down 
With bracelets, and her fingers adorned with two or 
three rings each. She wears Jewelry for both men and 
women, displaying her wares for passe re by. While 
some of the Items are very expensive, such as a gokl 
ring with a 5-carat black diamond [550 g.L). most are 
common fare. If she sees thai the characters have no 
jewelry, she asks them If they are travelers and 
reminds Ihem thai Jewetry Is a Rood Investment far 
anyone planning to make a journey. tl"9 easier to 
carry than coins, and also easier to trade In certain 
primitive lands, tike all Kasmlnuis *lir strtkL's a hard 
bargain for her wares. 



Attractions at the Fair 

The Magical Fair consists of many bflghuy 
colored tents and painted Wooden booths lining wide 
lanes filled with peddlers, Wizards, curious specta- 
tors, and visitors from distant lands. The largest and 
most Important attractions are In the renter of the 
fair, with leaser booths sprawled unevenly around the 
edges. Hundreds or sounds, smells, and sights create 
a bewildering pageant or magic and possibility, 
'Typical booths uffrr fond*, fl ikr- weaponry. Intricately 
designed mechanisms, or minor magic devices. The 
more noteworthy attractions are described below. 

A, Kasmiran Trapmage Booth 

Here the KaamLrans display over two dozen 
deep brown wooden boxes that vary from tight inches 
to over three feet wide and are of similar dimensions 
deep and long — the peculiar devices known as 
stench-traps. Falrgoers are Invited to lest their 
manual dexterity against the workings of the boxes, 
Each box has a series of levers, buttons, latches, and 
so (brth thai must be handled Just so. Mishandling 
any of Ltic delicate incr hanllm* releases a cloud of 
noxious smoke accompanied by the blare of a hidden 
hem and Jeers from on lookers. Working each 
mechanism correctly causes a hidden drawer In the 



bottom of the box to slide open, revealing a prize for 
the winner. Only one prize per customer, please. 

A purple relied Kasmtran nails out Id 
fairgwrs , . , 

Obstmv, urv urtfJ all! tn this booth aire arrayed, a 
srricia $txiH{>!t? of the dever mechanisms can 
strutted by the trapmages of Kasmir. who on: 
unexcelled at their craft Come lesl your $k(H ott 
tht-Sr stench-traps; Just a Jew simple monfputo- 
(fcms. and a valuable prize Is yours! 

It costs 1 gold lumen to piay. though C. nam- km 
must pay 2 g.1.. and Yassan must pay 3 g.L since 
these races are noled Tor their line dexterity. 

Some of the tests in the stench-traps include: 

• Reach Into a covered box and locate a key by 
(iiuiii, taklne rare lo avoid hidden *lhlefr;tlrh- 
era." metal devices that snap down upon (he 
flncjers like a mousetrap [roll versus dexterity at - 
5 tn detect these devices by touch without selling 
them off and gelling a fateful of noxious gaaf. 
Once live key has been obtained, it can be used 
to open the drawer that contains the prize. 

• Manipulate (he movable pieces of a puzzle- lock 
troll versus intelligence rating at -51 in unlock the 
I hi nf tlii* box. Inside are three drawers, two of 
which are booby-trapped and will spray the 
contestant with vlle-smelUng liquid if opened (roll 
versus perceplir>n rating at -5 to detect the tiny 
nozzle devices before opening the lid all the way). 
The un trapped drawer (GMs choice) contains ihe 
prize. 

■ Inside this box Is a pair of small Iron pendulums, 
beneath which sits .i tin Loken the size of a 
standard rain. The object is lo reach in and 
snatch live token without being struck by either 
of die two pendulums (roll versus dexterity raUng 
at -5 to do so, or the unlucky victim is subjected 
to a dose of ogront dung essence]. Once obtained, 
the token Is then placed til a slot, causing a 
hidden drawer to open and reveal the prl/r. 
To succeed at any of the stench-traps, the 
charac te r must achieve at least a result of success on 
each die roll required to win the prize. Add (he 
characters Traps skill, if any. to the roll. On a 
partial success, the character touches Ihe Irtp- 
mec nanism, not hard enough to set It off. but enough 
to warn that he or she tame close, tf =■ character fails 
at a trap and Hies the same trap again, be or she 
gets a +1 bonus on each roll for each previous 
attempt. 

Some of Ihe stenches that the traps release 
Include ogrtphanl dung, stinging alchemical waMe, 
swamp gas. sour milk, and rotten ejjgs (sulfur}. 

All the prizes are gemslonrs worth 5 g.L, such 
as I ' carat stones ofcamellan, Jacinth, or Jade; 5- 
caral stones of obsidian or sard; a half-carat moon- 
strjiir: or a I h anil tint uL diamond. Note thut 140 
ants equal approximately one ounce. 

Under the tarp, the Kasmlran trapmages have a 
Wide variety of traps for sale. They make hjon( iff dirlr 
profit on the sale of these Items, using Ihe Stench- 
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trap* only to attract allenUon. These Imps sell for 
anywhere from SOg.L lo 2,000 g.]., depending on 
ihetr complexity. 

B. The Windship 

A graceful windship. Ha gossamer salta billow- 
ing 111 the breeze. Is tethered to a tower of IroilWOOd 
ih..ll rises above the buildings or Cymrl]. At the base, 
a Cymrilian barker cries out . , . 

People of the Seven Kingdoms, and vtsttorsfron i 
ritxtri nl lands: here ts Che opportunity to cxperlenc*- 
the- «jodi£menr 0/ traueftng in a rear wtndshtp. See 
for yourself what it's (flee le rtcfe the dm ids. and to 
soar high above our fair kUtgdom. I can assure 
you, ti is a sight you wai not soon forget 

For a mere 10 gold lumens, a character can 
climb In a wicker basket and be hauled up 300 feet 
to the windship. On re the riders are on board. Ihc 
Cymrilian crew unfastens the mooring and lakes the 
ship high Into Die air. The view of the colorful fair, 
the hexagonal City of Cymrll, the lush croplands and 
vineyards around it, and Ihe rolling, wooded hills 
beyond la easily worth the prirc. The rocking sensa- 
tion caused by winds and the uneasiness Tell by 
newcomers to the experience, however, hns meant 
the loss of lunch for more than one daring adventurer 
irol] versus constitution or experience a sense of 
nausea). 

The windship tour lasts about fifteen minutes, 
then the passengers are brought back down lo the 
ground, if you need to Inject a little action at this 
point, you can add a ciOM encounter with a balranc. 
a kile winged creature with a long, grasping Mil (see 
Chapter Eight), The balranc can make a couple of 
passes at the ship before bctng driven ofT by ihc crew 
and passengers. The crew Is occupied with the task 
or flying uie vessel, and may request thai the passe n 
gers help, A full refund will be offered lo any unsaus* 
fled customer, 



C. Betting Booth 

Near the center or the fair Is a large booth open 
on all four sides where anyone can bet on contes- 
tants In Ihc four major competitions of Ihe fair. A 
Sindaran odds-maker namr-l '/sun r;ilh mil 

Attention, all senlienls: uwgers are now being 
accepted Jbr today's tournaments. Kevlnr the list 
of contestants and allocate funds as desired. The 
current odds afford a tvtde rtavje of possible 
Choices. Come forth and place your bets, 

A group of three Slndarans calculate the odds 
for each event based upon a variety of complex 
compulations, while Zorn lakes all wagers, Anyone 
who bets receives a copper token engraved with the 
name of the ronlestanl and the latest odds. There Is 
no upper limit on wagers, but the minimum Is 5 s.p. 
Winners can turn In their tokens for cash when Uie 



Contests are over. It Is considered palriolic lo bet on 
< uiitcsCjiriis from ones own land, but no one looks 
askance at those Who put their money with foreign- 
ers. The Slndarana who arc running the booth are 
eager to expound on the nature of the contestants In 
an attempt lo drum up Interest. 

While the contestants are certainly exceptional, 
they air not llie continent's best Often they are not 
even the Seven Kingdoms' best. After all the truly 
j.K.iwrrful warriors and wizards are generally too busy 
or too proud lo take part in these contests. 

The eventual winners arc listed at the end of ihe 
adventure under "Return to the Fair." 

Wizards' Duets 

On the last day of the fair, eight wizards Will 
face off for the championship, a contest given great 
regard among the magic -obsessed Cymrilians. 

3:1 ClreUe— Thaedan enchantress. Associate 
Professor and Head of ihe Enchantment Department 
In Ihe Lyceum Arcanum, tost year's winner. 

4:1 E**d*l— Cymdllan magician, A Wanderer 
who has reportedly returned lo Cymrll with newly 
discovered magics that he has yet to show lo anyone. 

5:1 Triznethras— Tanaslan wizard. Defeated 
by Clrelie two years ago; he wouldn't be back unless 
he had developed some new spell Ihal he thinks wlB 
give him an advantage, 

7:1 Thalia— Zandir ch^iian. Although her 
access lo centers of learning It limited, she Is a clever 
opponent. 

0:1 Tntamlr— Dracaruui thaumaturge. He has 
competed eight times, but has yet to win Ihe chutupl 
oris hip. 

13:1 Eo Beaoblo — Gnomekin c rystnjomancer. 
Skilled In magic, but generally thought lo lack the 
competitive spirit that is required to win the contest 

14,'i AJs — Cymrilian magician. Her power Is 
unquestioned, but her ability to wield that power la 
open to debate; two years ago she nearly Won the 
championship, but last year her magics failed almost 
entirely. 

Windship Regatta 

Held on (he 7th of Phandlr. this regatta pits 
Cymrilian ships against those from die Island of 
I'li.mtns. The rivalry Is a tradition among these two 
imU'ijin. wlm lur many years ln-iii .1 \'lr1(i;il monopoly 
on windship arcanology. In recent years Faradun has 
acquired winshlp arcanology. and some believe that 
tile Kajans may also be developing windship* of their 
own. However. Faradun has been banned from the 
contest. Just as the Farad are banned from Ihe Seven 
Kingdoms In general, 

3:2 ClotidspHfJer— A Cymrilian ship piloted by 
the legendary Captain ArUnomla: she has won this 
race lor three years straight 

2:1 Wind Warrior— A Cymrilian ship piloted 
by Farsem. a captain with plenty of experience on the 
eastern Borderlands; this is hi* first rr^m.t. .mil lots 
of money is being wagered In his favor. 
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8:1 Bin* Lightning — Though roost Phanlastnn 
windahlpi are deteriorating from poor maintenance, 
rumor has It that thf Phantaslans h.we actually been 
Improving thla one. It Id baaed on Ihls rumor that 
the Phantaslans are £lv*-n such romparaUveh/ good 
odds. 

IB: I Cabal Magic il* — An old and somewhat 
outmoded PhanEaslan vessel that appears (o be an lis 
last legs. The hull shows signs of numerous repairs* 
and the decks creak underfoot. 

Combat Championship 

On the second to the last day of the la.tr, the 
field used for the Tarjan Arena Is reservrd for a 
brutal contest of combat ability. 

4:1 AnutM — A ZajidJr swordswoman, trained 
from childhood to represent Zandu In the Clash of 
Champions, an annual duel between the best War- 
riors of Zandu and Aaman. Four months ago she 
defeated the Aaman Lan champion In the Clash of 
Champions, Known for her speed and agility. 

9:2 Halbard— A Thrall Veteran of the eastern 
borderlands. 

5:1 Til-Tun-An Aliazu mercenary: Ills four 
nrms give him quite an edge In a duel. 

fl: 1 Rugart— An Artmlte knlfr- fighter, rumor 
has It that he Is a Revenan t, though his fees must be 
strep Indeed If this Is the case. 

7: 1 CclaJa — A DanuVian swordswoman. 
renowned for determination and persistence. 

10: 1 Dot Kodcr— An Anmanlan warrior' 
priest, defeated four year* ago In the Clash or Cham- 
pions; he survived the defeat, but has exiled himself 
In penance for his failure, 

14:1 Odo Bin ■Jo— A Gnomckln warrior: she 
packs a great deal of strength and skill Into her small 
body. 

20,1 Daaf — A Khnrakhan giant: not the moat 
stalled contestant, but certainly very strong and 
tough. 

40:1 Aribil— A I>r.i( .iit.iii warrior, Lough and 
resilient. 

Archery Tourney 

Most of the archers use crossbows tor superior 
accuracy, though some prefer other weapons with 
which they are more familiar. 

3; 1 Tanas— A Jaka manhunter using her bow. 
last years champion. 

4; 1 CUtichsa— A Blue Acriad, newly returned 
from paramilitary actions in the Obsidian Mountains. 

5:1 Dis— A Ferran who won the contest two 
years ago, but has been slipping ever since: rumor 
has it that success allowed htm to Indulge some bad 
habits that are now catching up to him. 

7:1 AJiniml — A □racarlan; good, but not 
Carantheum's bcaL 

8:1 Beo Omono— A Gnomckln. an Instructor 
for Dume s Underground Highway patrols. 

16:1 Bolt — A Thrall, a newcomer, relatively 
untested, and attracting a lot of wagers. 



25:1 Sheer* — A ftanitvlan swordswoman 
using her bow; reports from the eastern Borderlands 
suggest she Is good, but few give her much chance of 
winning. 

D. Hie Tazian Arena 

A large, open field Is set aside for the Tajclan 
Arena, where the Kingdom of Taz sponsors mock 
duels, An right-foot high wooden barricade encircles 
the field, and a Thrall Warrior named Cestus stands 
near the single entrance. His body Is covered with 
ceremonial tattoos, as is the custom of ms people. 
Other Thralls can "read" these markings, which 
reveal much about the wearer's past. 

Cestus'a markings indicate that he comes from 
the village of Tor. has achieved the rank of com- 
mander, spent four years In the Eastern Borderlands 
stationed at ikarthks, and has been decorated for 
valorous conduct In battle no less than eighteen 
limes. 

Like all Thralls, Cestus Is not very talkative, but 
he gels his point across In a strong voice: 

Wefcornr to the Tazian Arena/ Come see the 
greatest warriors trt thr Seven JEs^pdams compete 
an Lf t*» Jletd aj bailie. Or test your oum sk Si at 
arms . if yau dure. For Manor and. gtaryt Challenge 
and rntAeir matches; oneon<3ne. or learn versus 
from. Just one gold hunenl 

Inside the entrance. Thrall guards lake I gold 
lumen frmii each person. Spectators are then shown 
to the stands to either side, while contestants are 
ushered Inlo a lent on the far side of the field. In the 
if ill. Thralls ask whether the contestants want to 
fight Individually, as a team, or both. Anyone 
fighting brtrJt Individually and on a tram must puy m 
additional gold lumm. They also explain that all 
lighters wear protective padding and sturdy helmets, 
and that aTJ weapons arc wooden and padded. No 
missile weapons are allowed In the fight: archery 
contests axe held elsewhere. The two main events are 
as follows: 

Challenge: This Is a contest pitting Individual 
opponents in one on -one combat using padded 
■snrtlii The matches take place on a one- root wide 
bridge suspended above a mud pit. The first match 
starts with a Thrall Warrior standing at one end of 
the span. He challenges any member of the audience 
to attempt to defeat htm. Whoever remains standing 
on the plank IS the winner, and may remain on the 
brl* Ige until defeated by another challenger. The 
longer an individual remains undefeated, the more 
tokens he or she earns. 

Note: In challenge, opponents roll try ha us per 
standard combat rules. Ar\i) tirri* 1 rharaet ivs im ■ ha, 
they must rod versus dexterity lo determtrw if they can 
keep their balances. Failure means that the character 
loses his or her balance and Jails Into the mud. An 
opponent can also lose by being knocked unconscious 
(temporarily reduced to 0 hit points). All damage Is 
temporary, as explained below, 
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Battling In the Tazian Arena 



Melcc: This Is a mock battle between two 
t-wrily matched teams at 3-7 opponents. It takes 
place on a field measuring 1 00 feet In length and 20 
leet In Width. Each team has a bottle standard at Its 
end of the field, which It must defend against attack. 
There la an element or strategy Involved, for each 
team must deckle how much of ita force to commit to 
offense, and how much In allocate for defense. The 
team that first captures the opponents' standard 
wins the match, and may remain on the field until 
beaten or until the team deckles to retire. 

Note; This ts an opportunity for the CM to get 
some practice handling a group combat satiation. 
Rules aie as per standard combat, except thai damage 
is temporary (see betow). Opponents cannot capita* a 
baiUe standard in any round when they are engaged 
in dost combat; an opponent must somehow win free 
for at least one round In order to grab hold of the 
opposing team's standard. 

The minimum number on a learn ts three. If 
only two ohamrtroi w;ml to fl^hl, they can Arid 
another lone fighter to Join them; use one of the first 
round duellists and let one of the other players run 
that character. If you want Id get all the players in on 
the fun, let everyone play either thetr own character 
or one of the first round duellists Id form a large 
tram 



All contestants are required to divest them- 
selves of Uielr own gear, after which they will be given 
pidikd luiimr uikI weapons. Any cornhatant who ■ 
stunned (reduced to 0 or less hlL polni.si Is. ou\ •>{ lh-- 
fight and must leave the field. Damage is counted 
normally against h)t points, but this damage IS 
temporary. Whrn dropped to 0 or fewer hit points, a 
character fans to the ground and Is out of the fighL 
To recover, ihe character makes a roll versus consti- 
tution raUng as U recov*rln£ from i wi-niudu, A 

failure on this roll means the character loses 1 
regular hll point and has aches and pains that 
hound htm or her the rest or the day, A mishap 
means the character loses ld6 hit points and is In 
quite a fait of pain. 

Traditionally the combatants walk onto the field 
carrying their helmets so that they can clearly see 
their opponents, be seen in lum, and make their 
declarations. Before each fight, each team or Indi- 
vidual duellist gels to make one statement to the 
crowd. These; statements may be personal, religious, 
honorable, derogatory (aimed at the opponent), or 
obscure In nature. These statements alloy.' the 
players to express UieLr motives for fighting and their 
attitudes toward their opponents, to stand up for a 
cause, or Just to be silly. 
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You may determine the opponents thai Ihe 
characters [ace rand cm Jy or choose the ones y»u 
find moat interesting, or choose opponents that best 
match the characters' comb:*! skill*. 

For fun, you might have some of the characters' 
opponents stop by to see them after the fights to fJ et 
to know I hern. Perhaps that Danuvian 
s wo rd swd man , Tor example, was impressed by th*" 
strength and skill oT the man she beat. 

See Chapter Two for the basic combat rule*. 

First Round Duellists 

Tim, Duuvian Sirordawomau, 1st Level: 

Female, age 22. 63", 1 70 pounds. Bronze-skinned, 
black mane, strong features, farr derunitnl with 
LUck ,ind rrd IrlaiiglrM. Holds hrr helmet under hri 
rlghl arm and supports her halberd with her left. 

Declares: "May the best woman win!" 

SPD +2. CR (combat rating] Damage Id 1 2 1-3, 

HllPWnls 15. 

Elayd. Thrall Warrior. 1st L*wcl: Male, age 
19. 6*2'. 160 pounds. Body covered with ceremonial 
tattoos; If "read" by other Thralls, these indicate that 
he is a young warrior from Trang. with little combat 
experience. Holds his pole-axe firmly before him. 

Declares; "I accept the challenge!' 

SPD +1. CR +3, Damage ld!2 +4. Hit Point* 20, 

Gun, Jnangaran Mercenary , 1st Level: Mafe. 
nge 23. 6'5", 176 pounds. Marbled brown and scpn 
skm, e]|jptl«i] cranium, angular build, hairless, dull 
eyes. Raises his longs word above his head, with his 
shield leaning against his kg. 

Declares: "1 Heart My services currently for hire!" 

SPD 0. CR +2*. Damage Id] 0 +1 , Hit Points 14. 

*Uses a shield, so attackers receive -2 on attack 

roll*. 

Aibio, Aamaalan Acolyte, lit Level: Male, 
age 17. 5'6". 120 pounds. Topaz skin, green eyes, all 
facial and bodily hair removed. EjcIs his mace rest on 
die ground. 

UivUn-s "For I Iiinklii^ fhr.id ibonghts against 
(ho will of Aa Uie Omniscient, for falling to serve 
Aa tn all things, and Tor Hying to hide secrets 
from He Who See* Ail Things. 1 now submit 
myself to the punishment of the Infidels." 
SPD 0. CR0*. Damage IdlO. Hit Points 12. 
•Since he ha* nocamhnt skill, he rolls on id 10, 
not IdlO. when altar king. 
Nalc: Aahan is here to take a beating after 

stnrting against Aa. He has little intention or chance of 

Winning. 

Second Round Fighters 

bt, Kang Warrior, 2nd Level; M-'iK looks 
age 25 (actually age 20), 67*. 200 pounds. Crimna 
skin, hard features, white, pupllleaa eyes, long black 



hair worn in a queue, ugly sneer, Brandishes a 
broadsword and shield before him. 

Declares; "Kang strong. This people weak. Kang 

defeat now." Forgive him his broken Tallslan. 

SPD 0. CR +4*, Damage Id 10 +4. Hit Point* 10. 

"Since he uses a shield, attackers receive a -2 

penalty on attack rolls. 

Am, TbxaJ] Warrior. 7th LeraL Male, looks 
age 30 (actually age 1 5). 6*2". LOO lbs. Hairless. 
musi-Li!L\r, body rovnrd wlthjaggrd tattoos In green, 
blue, and black. Holds his greats word on high while 
'.V'kiiic 

Declares: 'On this, the anniversary of Cymrila 
founding, all good people of CymrU must vow to 
fight now against the ZaT 

SPD 1-1, CR+9. Damage Idl2 +4. Hit Points 32. 

Third Round Duellists 

Bthcnla, Zandlr Swordamagc or great repute. 

2 1st Level; Female, age 28, 67*, 150 pounds. 

Topaz skin shining with glitler. black hair, green 

eyes, and scarlet eye shadow. Flourishes a long 

sword and disdain* the use of a shlHi! 

Declares; "A good day lo you. my good Islr or 
madam]. Fancy I should run into you here." (to 
the opponent, while performing a deep, exagger- 
ated curtsy] 

SPD +3. CR +13, Damage dlO +1. Hit Points 52. 
First Round Fighting Team 

A bunch of young, drugged. Cymrilian 
warrior mages, 1st Level: Males, ages 17 to 25, 6" 
tn 6"2", 140 to 160 pounds. Light green skin, nonde- 
script features, slender builds. They use longswords 
and shields. 

Declare: [to the characters) "Come forth and 
meet your superiors. Hal We applaud your 
certain demlsel" 

SPD -3. CR0, Damage dlO+l, Hit Points 12. 
Nate: These slots are lamer than normal diw la 
the amount of eupharica thetj have recently consumed. 

Second Round Team 

Gnomckln Warrior*. 3rd Laval: Males and 
re males, appear ages 20 In 30 (actually 1 0 to 20), 
2'IQ" to 3"2". 60 to 60 pounds. Nut-brown skin, soft 
black mane, large green eyes, childlike features. 
They hold their short swords and shields at the 
ready. 

Declare; (to the characters, smllinft) "Are moat 
honored to challenge you.' 

SPD 0, CR +7*. Damage ld8 +1. Hit PoLnls 26. 
'Against charac trrs seven feel tall or taller, they 
receive a +2 combat bonus. Since they use 
shields, attackers receive a -2 penalty on attack 
rolls. 
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Third Round Team 

Thrall Warriors, IQtfc Lard: Male* and 
females, look about sgta 30 to 35 (actually ajjes 15 to 
20), hairless, muscular. bodJea covered with tattoos. 
They cany their greatswords with exceptional f;itn Ll - 
iarity. 

Declare: "Soon all Rood people must light the 
Sub -Menl" 

SPD *l, CR +12, Damage Id 12 +4. HH Points aa. 



E. Vardune Archery Tournament 

Heavy canvas draped over poles amcs as a wall 
to surround the archery Held. Above the wide 
entrance on one end is a banner proclaiming 
'Vardune Archery Tournament.' 

To one side of the entrance stands n Blue 
Arrliiri, his plumed heaclcrral waving In the wind. He 
calls out In Lie characteristic AerUd voice, which is 
accompanied by taint clicking sounds produced by 
his vesUgal beak . , ♦ 

C-cotv En and see arctxtTS in a c-oontesl of sharp 
eyes and steady aim. Fierce targets appear 
suddenly on the field. Who uffll be the Jlrst to 
discriminate between friend and Joe? Who urQl 
strike the target in the most vulnerable spot? See 



Jar yourself. And if you one an anther in your ollti 
right, here is an opportunity to measure uoursefjf 
against oilier anthers from across the c-oonlinenL 

Past the entrance Is a 75 fool long field Willi 
archers standing on the near end. People line the 
arc hery lane lo watch the content*. It coats I s.p. to 
watch or I g L to compete. Contestants earn ] g.L 
far each win, with the overall winner taking home an 
additional 100 g.L 

Two archers compete a I a lime. Al the far end 
of the field, 50 feet from die archers, la an array of 
Invisible targets, at) In the shape of humanoids. For 
each round, one target fa revealed at random: rati 
Id 10 to see which It Is. Or you can choose the 
targets; If the characters wlD follow "The Magical 
Fair" Willi TfwHrivit oftlu- firuM. yr>u mljllil want ttj 
be sure that they get a glimpse or a Beasunan. a 
sautda. and a 2a. Points are scored as follows: 

-3 points for striking a friendly target IS melanin. 
Thrall, or Blue Acriad) 

+1 point Tor being the first to lilt your target 

+1 point for hitting the target In a better loca- 
tion than your opponent (higher attack roll] 

If you hit and your opponent misses, you get +2 
points because you gel points both for "(lrsl* and Tor 
"betler* hit. 

Alter Ave rounds, the scores an teDled and the 
winner determined 
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Target: [Id 10J 

1 Slndaran — Tall, gaunt humanokl; wears 

robes-. 

2 Thrall— Hufte, well-muscled, heavily tattooed 
humanokl; wears loincloth and garde (parry' 
\i\f{ am»ii, carries greatsword, 

3 Blue Aerfad— bird woman with vestigia] 
wings: wears cloak, tunic, and breeches, 
carrtes dart'lhrower. 

4 Benstmon — Brown fur, bestial features; 
wear* a loincloth and boot*, carries an axe. 

5 Za — Wrinkled ye| low-green skin, shared 
skull, long braided moustache; wears a 
loincloth and headband, carries a curved. 
Jagged sword . 

8 Darkling— Five lest tall, soot-gray skin, 

bestial features, hairless, sinuous tail. 

7 Satada— Scaly hide, reptilian features. T long 
lidl ; Wears loincloth and carries a capture 
bow (looks like a crossbow). 

8 Kaknkl — Insect- man, with exoskelclon and 
long, segmented tail and vicious pincers, 

9 Necrophage—Naked, death while, bald, 
ghaslry humanold, 

10 Bane— Humanold with coal blank body and 
sleek muscles. 

Running the Tourney 

I] Ask the characters how fast they Intend to 
lire. The characters can add up la 5 points to their 
SPD rolls, but only by subtracting a like number 
from the 1'EK roli. The players must defiant whether 
they are trying to fire more quickly than normal 
before the target Is determined. The opponents' 
scores already represent their desired SPD. 

J.\ I jrU-nnllir llir laKi'Mhal appears. Ko|l 

Id 10 on the chart. 

3a] If the target is friendly, have each archer 
make a PER roll lo link! Are (requires a partial 
success lo hold back). Add +5 to the archer's PER for 
this roll If the target Is the same race as the archer. 
Characters who fail the PER test roll to hit as normal, 
but lose 3 points If tliey score a hlL End the round 
and start over at * 1, unless this was the 5th round, 
In which case the contest ends and the winner Is 
declared. In the event of a tie, the archers keep 
playing rounds until one outscores the other. 

3b) irthe target Is unfriendly, have each archer 
make a SPD roll to see who lilts first. If tlwy have 
deducted points from PER. they can add them to SPD 
for this roll. The first lo hit receives 1 point. An 
archer automatically gels this point If he »r »ht hits 
and the opponent misses. Continue with #4 below, 

4) Both archers roll to hi I. The one with the 
belter result gels a point Describe where each 
missile hits, A partial success might be a graze or a 
limb hit. a full success might be a solid body hit, and 
a crlUral success a hit In the eye or heart. If both 
score the same type of hit (both partial successes or 
both full successes, for example), then neither scores 
I : - • ■ ■ ■ r - Laid <\y round and start over M Ml, unless 
IliK was I lie 5th round. In which case the contest 



ends and the winner Is declared. In the event of a lie. 
the archers keep playing rounds until one outscores 
the other. 

NOTE: Hie PEK/5FD rule tn the archery 
toumey IS used lo Simulate the split-second timing of 
loumamcnl- level, athletic competition. This modifier 
Is Inapplicable In actual combat situations. 

First Round Archers 

AtiJ. Drttirtui Desert Scout with Harlan t, 
litLwd: Male, age 19, 6*10*, 21 o pound*. Jade 
skin, disheveled sandy-brown hair. Wears a vest or 
red Iron disks, a red Iron tore, and red Iron brarera. 
The hi i Han I Is n targe crossbow made of span -oak 
and red Iron, For this toumey, he Is using standard 
boils rather than the typical thaumaturglc missiles. 

PER +2, SPD 0, CR +1 

Azz*k, King Tracker with Light Crossbow, 
lilt Level: Male, looks age 20 (actually age 14], S'l", 
150 pounds C rtm son skin, brutal features, while 
eyes, long black hair held In a queue. His light 
rrossbow is of standard make 

PER + 1 , SPD 0. CR +4 

Second Round Archers 

Rykeet, Blue At r lad wllh Trl-Bow, 2nd L«»el: 

Female, age 21, 5'4\ no pounds. Cobalt blue skin, 
metallic blue plumes an head and along the arms. 
PER - 1 , SPD +5. CR+7 

Ordan, Orgovian Trader with Slmi -Thrower, 

3rd Level: Male, looks age 1 8 (actually 13). 5*4*. 90 
pounds. Dusky orange skin, narrow chin, squinty 
eyr.i. Iran lnilld. HVan. a striped tan and brown 
caftan and red leather boots. His star-thrower Is like 
a light i idmIw with a deep groove cut Into ihe 
shaft- It hurts 3" diameter spiked Iron balls f shoot- 
ing stars"). 

PER 2, SPD +3. CR +5 

Third Round Archer 

Ch'ChJa, Bine Aerind Scout with Tri-Bow, 
5th LcVclr Male, age 29, 6'4 m , 1GO pounds. Irides- 
cent blue plumage, sharp birdlike features, vestigial 
wings, restless. Wears vlrkitaji linen cloak and tunic 
,,ol Iralbn s.li id ids. A Veteran of the eastern Border- 
lands. 

PER 2. SPD +6. CR + 1 0 

Fourth Round Archer 

Twindt Blue Acrisd Scout with D*rt- 
Thxow«r, 7th Level: Female, looks age 20 (actually 
14), S'-B", 90 pounds, Iridescent blue plumage, sharp 
birdlike features, vestigial wings, restless. Wears 
vlridian linen cloak and tunic and leather sandals. 
Ttie dart- thrower Is a small, single-handed crossbow. 

PER 0, SPD +4, CR +12 



304 



Chapter 9 




Exchanging Spells iti the Battle Arcane 



F. Battle Arcane 

Dominating the center of the fair Is a glass 
pyramid of seven tiers, with the flag of the Lyceum 
Arcanum flying proudly above the topmost Her. The 
top Her is len yards sqiLirr. nrid e.-u-Ji \nwcr tier is ten 
yards wider and longer than the one above 1L Thus 
the tier on ground level is seventy yards square, 
Eufh llt-r Is flvr yards lilgli. for a iotn] lirl^hl nf 
seventy- five yards. Etlbra of Imriwood, retaining 
most of the form they had as living trees, rise and 
support each tier from below. Each tier has several 
doors, but only on the north and south walls. At all 
Unirs, spectators crowd [he tiers, looking Inside the 
pyramid. Inside, the Lyceum Arcanum Is holding Its 

■ ii : 1 1 '.vL'-int-V duels. :a,d ma^ii I uj-s from across 

Tiillalanta have come here to try their skill against 
each other. 

On the north and south sides of tike pyramid 
;irc wooden stairs leading to each of the tiers. Spec- 
tators stand on the outside of the tier on ihe roof of 
the tier below them to view the magical duels con- 
ducted within. 

Untried contestants are matched by level 
(Initiate or the 1st Degree, Initiate of the 5lh Degree. 
Adept of the 2nd Degree, etc.}. After the first round, 
It's dumb luck whom youl! go up against. The first 
due! Is fought on the ground level. The winner fights 
the next duel on Ihe second tier, and the winner of 
that contest fights on Ihe third tier, and so on. By 
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tradition, the winner of a duel may exit from a door 
In the north wall, bill the loser must exit by a south 
door. 

Each duel lasts a number of rounds equal to 
double the level of the tier plus one. Thus duels on 
the ground level last three rounds each, duels on the 
second level last five rounds, and so forth- A 
CymrtlLan magician, serving as Judge and sitting to 
one side of the duel, starts each round with a note 
from a flute and ends It by sinking a small gong, 
Each round is enough time for one spell or 
counterspeH, After the gong sounds, the Judge 
motions his wand toward the contestant who. in his 
opinion, gained the advantage that round, cast the 
better spell ox made a better showing in general 
(your dlscreUon). Once one combatant ha* won more 
than half the total number of rounds available, the 
rontesi la over, though the loser may request that the 
event be continued even though the official result Is 
already determined. It Is up to the winner to decide 
whether to allow the duel to continue. 

The Lyceum Arcanum provides two magical 
devices Id the contestants lo aid them in the contest, 
albeit at a price, First, each Is offered a speiisione 
with enough power to Last through the contest at 
hand (level 3 spellstones on the lint tier, level 5 on 
the HCdOd Her, and so on). The spellstones assure 
the contestants that they will be abk to compete In 
as many contests as they can win, and that they will 
not deplete their ability to cast spells for the rest of 
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the day. Renting a spellslone ccals 5 g.t,, which 
covers Lhc contestant far all duels. 

In addition, each contestant IB given an amulet 
that creates ;u\ Invisible Arcane Aura around htm or 
her. That means I hat. unless hit with an extremely 
powerful bo]t. the character wllJ survive Ihe con Lent 
unscathed. When struck by an Arcane Bolt or similar 
spell the invisible aura protects the target, but the 
Mrli ken rnntrstanl in still kkrly In Judge Hint round 
In the opponent's favor. Renting one of these protec- 
tive devices costs 5 g.l, r which covers the contestant 
Tot all duets. Assume that all Ihe contestants trie 
characters fight haw rented these two devices. 

Any character who Is not a member of the 
Lyceum Arcanum and who wins al least one round In 
die Battle Arcane will be approached by Pharlan, a 
Cymrilkiii nia^lclan who Is em ployed as a professor 
by Ihe Lyceum Arcanum. He Is a tall. Blender fellow 
with light green skin and (lowing green robes. The 
typical high, stiff collar rises behind his head. Over 
two dozen charms and talismans weigh down bis 
wide belL He Introduces himself as a representative 
of the Lyceum, congratulates Ihe character on a job 
well don*, and advises him or her to stop by the 
Lyceum to see ahout enrolling. "L>:irk tJmrn .in- 
coming to the Seven Klng<loitis. and we need the 
finest minds to have the finest education* Pfaarkm is 
too busy Loo Lilk . ■ I Irr^tb. aitrl he IrJtvrn williln 
moments of extending hit Invitation. 

Spectators pay 1 a., p. to enter, plus another 1 
s.p. for each Uer they ascend . Conies Units pay the 
admittance fee plus 10 g.I. for the rental of Ihe 
KprLiBlone and amulet. A prize or 5.000 g.J. goes lo 
the overall winner of the conlrsL 

First Hound Contestants 

Vftth Alio. Aamanlu Witch Banter, Initiate 
of the 1st Degree: Female, age 31, 57", 130 
pounds. Topaz skin, green eyes, regal features, all 
facial and body hair shaved, stem demeanor. She 
wears a long, thick, ofi-whJte robe designed lo 
conceal her figure. 

Magical Field: Invocation. 

INT +1 PER 0 WIL*4CHA0 

STRO DBX0 CON 0 SPD0 

Magic Rating +2. Hit Points 12. 

Preferred Oflense: Level 1 Word of Command: 
"Kneel.* She actually says. " Kneel and pay homage 
lo Aa the OmnlpolenL* but only the first word counts 
as part of the spell. Unless the player character 
rcaisLt versus Will rating, he or she must drop and 
kneel. 

1 Ye f erred Defense: None. The magical field of 
Invocation does not have a genera! defensive spell 
similar lo wizardry's Arcane Aura. 

Note: !f she has lt> fact- urj Arinui; the witch 
huiitiT is tn trvM il)1r: her only effective attack Is a spei! 
of influence. (O which die Arforu' twv frnmune. 

Ocellus Cyrnrllbn Magician. InitUte of the 
Flr»t Degree: M;ilc, lo^k* ;ige 33 (actually ;ifif 371, 



6", MS pounds, green skin and (opaz colored hair, 
•lender build, He wr.w, a rlnnk of spangaior and hip 
high booLs. 

Magical Fields: Enchantment and Wizardry. 

INT +3 PEK 0 Wit. 0 CHA 0 

STR I DEX -ICON0 SPD 0 

Magic Rating +4. Hit Points 12. 

Preferred Offense: Level 4 Arcane Boll, range 
40 feel, damage 4d4, resisted by DEX If the target 
dodges. 

Preferred Defense: Level 4 Arcane Aura, covers 
the magician with an aura of arcane energy, stops up 
to Id points of damage before shattering, lasts 4 

rounds. 

MorJU, Rajftn Necromancer, Initiate of thm 
1st Degree: Female, look* 25 (actually 15), 5 5", 120 
lbs. Dark brown akin, black liaJr, blood-red eye*. 

Magical held: Necromancy. 

INT +2 PER0 W1L+3 CHA +2 

STR -1 DEX0 CON -2 SPD 0 

Magic Rating +3, Hit Points fl. 

Preferred Offense: Level 3 Coercion, allows Ihe 
Kajan lo Impose her will on the target for one round. 
She fortes her target Lo say. The noble Morjl.i wim 
thus round." Resisted with WIL + level, but the target 
must subtract 3 (the level cf the apcll| from the roll. 

Preferred Defense: Level 3 Necromantic Aura, 
stops 12 points, of damage before shattering. Lists 3 
rounds. 

Second Round Opponent 

Vera. Tuualm Wizard, Initiate of the 4th 
D*fre*: Male, looks age 38 {actually age 47), ff. 160 
pounds. Pale green skin, green topknot and mus- 
tache, wears a deep green cloak .mil ;i djijrger with -i 
jeweled hllL 

Magical Fields: Wizardry and Aquamancy. 

INT +2 PER 0 WILL +2 CHA 0 

STR 0 DEX 0 CON 0 SPD 0 

Magic Rating +G. Hit Points 18. 

Preferred Offense: Level 5 Arcane Bolt, range 
50 feet, damage 5d4. resisted by DEX If the target 
dodges. 

Preferred Defense: Level 4 Arcane Aura, atops 
16 points Of damage before crumbling, lasts 4 
rounds. 

Note: Vom is on outcast who has Spent tbne in 
the Eastern lands. He is here tn the hope of gaining a 
measure of revenue upon Ow CyitvUtans, who ban* 
tanfd his parents jrom the Sever\ KUtytlumsJor their 
part tn the scandal of 603 s j . 

G, Field of Peddlers 

One square field In the fair has been set aside 
for peddlers. Those who t ain afford booths sell thelr 
warea, here. Some sit and spread their goods on a 
blanket In front of them; others carry all their goods 
in pouches, suspended fmm twits, lucked In pockets, 
or stuffed Into a pack worn over the back. Pharesian 
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Fiddlers, Manikin tiill.trniuiccf*. Zaiullr < h.nU«t.Ln-- 
and allien come from far and wide to kU their 
magical goods lo trie magic-hungry CytnrfUans. 
Those looking for minor magical Items or raw materi- 
als can And Uietn here at standard prtoe*. though It 
may take a while lo locate what they're looking Tor 

H. Lane of Refreshment 

Moat Of the food and drink for sale In the fair La 
here, representing the cuisine of many different 
lands, not all to the taste of ihe average palate, 
Below are some of the foods and drinks (he player 
characters may can to sample. All price* lor drinks 
are for a single glass, cup. or mug. Note that prices 
for foreign goods are higher than those llwie-d m th<r 
rules because of Lhe coat of Importing tbiUL 

Drink* 

Amber Win*. 2 s, p.— Rich and slightly bitter. 
Served in clear glass goblets. 

Blouon Wine. 5 3,p.— Bright pink. sweet, and 
lighL Served In dear glass goblets. 

Tnacelaa Neetar. 7 g.l, -Looks like silver syrup, 
tastes sweet and "sparkly." Individuals under lis 
influence become placid and content, and they 
show an Increased lin llnatlon to romance and 
art, Served in small crystal cups. 

Vlaesap. 1 g.l. Thick and sweet-smelling. Fa- 
vored by the Aertad, an acquired taste to others. 
Served in wooden cups. 

Taalaa Fire-Ale, 1 r-J. Powerful liquor popular 
among the Thralls. Dec ide for yourself If the 
name cornea from the habit of igniting the drink 
when serving It. or from what It does to your 
throat when you drink IL Served In large black 
Iron mugs. 

skoiyi. to R.I. —A strong Stndaran drink, some- 
what popular here In Cymrtl. Its flavors seem to 
change as a person drinks it. Served m small. 
Ill Lmble- sized glasses. 

Mushroom Ale, 5 c.p. — A pungent Cnomekm 
drink, served In ceramic mugs. 

Moth an. 3 g.l.^A dark, sweet, mvlgWiHinfi 
beverage from the desert kingdoms. For an extra 
gold lumen, you can get it served lo you in the 
traditional red Iron cups lnslead of the copper 
ones most falrgoers are using. 

Grog, l c.p.— cheap, strong, foul- tasting liquor, 
but a bit watered down today. Served in tin 
mugs. 

Chiio*, S a. p.— A strong, metallic -tasting liquor 
from Artm. Served in black Iron mugs. 

Aquavit. 2 R.L— An elTervescenl liquor of high 
quality, very popular in Cymnl and the Western 
Lands. Served In glass half-spheres. If you want 
realty giwxj -iu'.t;ivlt. you can pay up to ten times 
the regular price. 

Food 

Guuit Wsicrbug. 2 s.p— The Aerlad consider one 
of these lunch, but other races see them as a 
sure Way to lose their lunches. 
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Quags. 2 g.L — Steamed and seasoned shrllflsli, ,l 
delicacy. 

Rock Urchin, 15 g.L— Steamed, served with tin 
prying tools to gel at the delicate meat Inside, 
Favored by Gnomckln. 

Seeds, 1 s.p.— A filling If not aurruleril meal fr>r 
Aerlad. 

Blue Pomegranate. I g.l.— Succulent and laity, 

From Zandu. 
Dried Palm Dates. 5 s.p. — Tough, rich, langy. 

From Caranlhcum. 
Barb-Barry Muffin. 5 c.p. — Sweet, Juicy, and a 

little tart. Barb berries from Artm. 
Spiced Bread*. ] r p. Palm-sixc loaves spiced 

with ahlrlC. gum-root, ground spalefish scales. 

inorb spores, or cyteL 
Lo-rt Mejoaa, 1 s.p.— Juicy and sweet, from 

Vardune. Aerlad like the smooth brown seeds 

more than the bright pink pulp. 

Encounter in the Avenue qf Re- 
freshment 

The characters are passed by a Hadjln aristo- 
crat reclining upon ;% curtained palanquin borne aloft 
by a quartet of huge Monads. As la the custom 
amongst these snobbish folk, he waves a scented fan 
under his long thin nose, in order to protect himself 
from the unpleasant odors emitted by 'commoners.* 
Ke is tall and thin, his pale green akin decorated with 
line white markings like scrollwork. A Hadjln servant 
follows on fool. He acts as a taster for his master, 
who complains incessantly about tin* quality "j fli r 
food; the aristocrat Is accustomed to the finest 
iSpIu .<< Irs. un! Is vny hard to please, 'Tin' : -t r £ --i I ■ x t;i( 
Is obviously displeased, and will be heard to ofler 
* 1 00 gold lumens for a decent meat,* 

L Caveriirock 

This attraction was created by the Gnomckln of 
Durne. utilizing the grumanllc properties of their 
enchanted crystals. It Is a miniature version of the 
mountain by the same name, which stands In the 
land of Durne. Cavern rock Is a 50' high, sculpted 
stone block shaped like a steep hill. Slides, trails, 
chutes, and other obstructions have been built into 
the sides of Ihe mound, Frying at the summit Is a 
brown pennant Anyone who can return the pennant 
lo the booth at the entrance receives 50 g.l. Of 
i -ruirsr . Just lo try one must pay a I g.l. entrance fee. 

At any given time, one lo four climbers are 
attempting to scale the side ofCavernrock. Most of 
them make a slip, land on a slide, and come whizzing 
down the side of the rock to land safely in a soft pile 
of sand that rings the mound. 

A Gnomeldn drosaed In a loose-filling tunic 
says quietly lo passe ruby . . , 

Am very pleased to SW you haw taken a Jctnd 
Interest in Cavemrxxk. ficase take cam to note thai a 
pennant Jlies at the top. Just dttnb to thv summit, 
take the pennant, and return tt to (hose tuho run tfu? 
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attraction, and you MrfU receive 50 gold lumens. And 
even \f you JaJl. many have told that the climb itsetf is 
quite enjoyable. Just one gold lumen to try. All may 
try, regardless of oge, 

To reach the summit, a character must over- 
come the obstacles described below. Under each 
i>bsLirir Ih n. '-ijsde to i.u< h HioH-c who fall and >rrii.l 
ihem inltf the sand. For each roll, a critical success 
means the character has passed the obstacle with 
ease, a normal success mean* the character suc- 
ceeds admirably, a partial .itjccess means the charac- 
ter almost falls but manages to hang on and succeed, 
a failure means the character falls, and a mishap 
means the character falls and lakes 1 -4 points of 
damage: in the process: in the latter case, several 
GnomekJn will rush forth to make sure thai the 
victim Is all right and to administer first aid If 
needed. Because of their natural climbing ability, 
Gnoroekln always roll Id20, even LI" they do not have 
the Mountain Climbing skill. 

I) Scale a simple slope fifteen feet high. Roll 

versus DEX. 
1} Pull yourself up over the edge of a ledge. Roll 

versus STH. 

3) Climb up a vertical shaft. Roll versus Mountain 
CUmblng * DEX [and roll ldlO Instead of ld20 
If you don't have the Mountain Climbing skill |. 

4) Leap a chasm. Roll versus STR at - 1 0 on the 
roll. 

5) Swing along three overhanging handholds. Roll 
versus DEX at - 10 an the roll. 

G] Climb up IB' using a one -foot wide crack in the 
cliff face, Roll versus Mountain Climbing + 
DEX at ■ 10 on the roll and Mountain Climbing 
+ STKat -10. 

Once 01 the lop of Cavemrock. a character can 
pluck the pennant and drop down a chute thai leads 
to the bottom. 

J, House of Illusion 

This attraction is run by a Cymrllian magician 
named Mtramar. The tent boosts two brightly painted 
scenes: a floa1ln£ city :uid .i •- '« -I • ;inlt Li nd scape, 
Over the entrance is a sign thai says: 

KotssE of Illusion 
All FaWTases Fulfilled 

A Cymrllian barker named Manila proclaims: 

Weicanv oneand all to the House of Illusions! 
Herein are marvels and tvonders such as have 
never before been ami in the Seven Kingd&ns! 
Visit the last glory of on Arehocn city, tour Talis- 
tarda by windshlp. dolly (n beautiful Thaccia, or 
experience the thrill of odwr dure without incurring 
the risks usually associated with such pasiimest 
Of tfyou prefer, choose a fantasy of your own 
design. All .fantasies fulJBledl 



Inside, customers are greeted by a Cymrllian 
magician named N em Ian. who asks them which 
Illusion they would like to experience. If the charac- 
ters ask what the adven Cure Illusion is about , she 
says that the only way in fieri out is in try It. If they 
ask abOUl personalized fantasies, she asks them 
what th*y have In mind and assures them their 
fantasies can be arranged, but Informs them thai for 
even a simple customized Illusion the fee Is 1 ,000 
K I-. with much higher prices for longer or more 
involved 111 us Ions. The four specials created for the 
fair, however, can be enjoyed. Ibr Just |0 g.|, per 
person per Illusion. 

Those who sign up far an Illusion are each given 
a red iron ring For each Illusion there is a separate 
set of rings that 'connects" the wearer to that par- 
ticular illusion. They are then conducted to a small, 
dark stall, where Ihey are u>ld to stake a seat, clear 
their minds, and wall for the llhisJon. 

These Illusions .ire die Mpen.-fc.it creations of 
MLramar, a 33rd- level Cymrllian magician, Unlike 
normal illusions, these spurious panoramas com- 
pletely surround the people Involved. Individuals 
affected by the Illusion remain In their seals through- 
out the duration, though the Illusion may give them 
the sensation of moving. The illusions have no actual 
effect on the participants, even irthey believe In 
them Anyone in the illusion can attempt a PER roll 
to "sec through" |L With a full success or belter, the 
character *wakes up* from the illusion and It disap- 
pears entirely. 

The Illusions offered here are limited In scope 
and duration. Anyone who drastically affects tbe 
nature of the Illusion, such as by leaping over the 
al<lr of the windshlp. simply breaks the enchantment 
and "wakes up.' 

This attraction is run by Miramax, who also 
runs the House of Illusion a* a permanent business 
In the city. Miramax uses the sample Illusions 
described below to attract new customers to his 
regular esLabUshmenL 

GeLden Age of Arch* e us 

This Illusion attempts to reconstruct the lost 
glory of the ancient Arrhaen Empire. The characters 
find themselves looking over the balustrade of a 
fabulous flan ling city. Far below is a beautiful 
landscape of rolling hills, light forests, and genlie 
streams, barely visible from this great height- El- 
egant Winds kips float serenely among the clouds. 
Behind them rises a fantastic city of graceful spires, 
Wiilkw:\ys. arches, and balconies. Evident through- 
out the sky-city are the Arrhacns, similar to 
Cymrllian slock but dressed In the most elaborate 
and beautiful costumes, All of them sit or recline on 
Viirlcus floitUng devices; chairs. Utters, divans, and 
carpets. 

The Archaens In this Illusion convenlenlly 
speak TaUslan and welcome the characters as if Ihey 
were long-lost relatives. They first offer them fine 
aquavit and delicious food , and then Invite them on a 
lour of the city. Every wall, window, and door in the 
city Is a virtual work of art, carved from crystals of 
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various hues. The doors or the hiuldlngs are found at 
ail heights, as the Archie ns rarely walk, preferring to 
use their ubiquitous floating conveyances. 

The characters will only have- 11 me to wander 
and (jape a bit before one of the Archaens says, T 
regret to Inform you thai you must now depart. The 
Great Disaster looms before us. and you must leave 
before It Is too late.* 

The city then disappears, leaving the character* 
In a black void. In front of them stands a Cymrlllan 
man who says., 'Creeling I am M Ira mar Thank you 
for enjoying my Illusion. More elaborate Illusions are 
available year-round In my establishment across 
from Dump Park. I hope you enjoyed yourself." 
Then he disappears and tile characters ore back In 
their booth 

Nate: This particular fluxion fcs the least accu- 
rate of those offered at the fair. No Taiislantan of l/if> 
New Age knows exacll u \.Uut uri<-£rri( Arrhavn culture 
was Uke. and Miramar portrays the Inhabitants of the 
sfcy-ctfy as CymrUians stmplit because lie is Cymrilian 
himself. Miramar also has a Jla.tr for the dramatic, tut 
is evidenced by the wammg of The Great Disaster. 

Wlndihlp Tour 

The characters find themselves at the prow of a 
mighty winds hip sailing at great speed through the 
air. Next to them Is a Cymrlllan wlndahlp pilot, who 
Introduces herself as Vlolendra. "Welcome aboard 
the wlndahlp Cloudweauer. We are tints wrr Khazad. 
inr in t\ir northwest of Cymrll." she says. The 
character* can see great stand* of barren gait oak 
covering Irregular hills. The air here HUnk^ of nUling 
vegetation and somehow gives the sense of great age 
arid decay. 

The windshlp speeds across the land to a range 
of mountains, passing near a tail, twitting spiral of 
gray basalt from which comes a deep, penetrating 
moan or wall, Vlolendra says. Th^t |s (he Wailing 
Mountain, in which it is said a great shallan Is 
chained,* 

Then the winds hip to through the mountains 
nnd over a deep, dense forest. "This Is We re wood." 
says Vlolendra, "where live fell creatures or the night, 
such as banes and werebeasls." 

Within seronds. the ship la over a barren land 
of sprawling mountains, crooked canyons, and arid 
plains. "We come now tr> Urag, which la north or the 
Seven Kingdoms/ says Vlolendra. "Here live the 
dreaded Ur clans and their minions. And look, liiere 
is a Stryx come to spy on us," She point* to Lhe side 
of the ship, which Is now belntf paced by a man like 
creature with a twenty foot Wings pan. It has a 
cadaverous vulturetdee bead with two horns, and 
»h.u|> [..Ions protrude from It* hands and feet If the 
character* cast spells on It or fin: on It they strike it 
cult or thr s ky. This Illusion Is not sophisticated 
enough to handle Lhe details or a more prolonged 
combat 

Very soon the characters are hurtling over 
grassy steppes. "The Plains of Golartn* says 
Vlolendra, "where dwell the fierce HeuHurirn,' In the 
distance is a pillar of gray basall. which the wlndahlp 

The Magical Fair 



passes. It rises literally miles Into the air. and a 
group of bald-headed, white robed Aamanlana can be 
seen climbing the .-.(.ilr* I liat spiral around IL "TliLs 
Is lhe Walchatone.* explain* Vlolendra, "which the 
Aamanlans regard as one of their holy places, Recent 
dl.Hf-irtTrles prove lhal the Watt hstone w,hs e reeled by 
the Drakken, giant, Intelligent reptile* (hat ruled 
Tallslanla even before the Archaens.* 

And then the characters are flying over a 
Witslrl.-irid denied with lowering slat ue« Wom by ages 
of sun and wind. Vlolendra says. These are Lhe Sad 
Plains, where Lhe nation of XambrU once Stood, And 
that," she says, pointing at a very regular mountain 
in Lhe distance, 'la Omen.* As the windshlp passes 
the "mountain," lhe i-harai-trr* see thai II Is arluaHy 
a pile of skulls at least one thousand feet high. 
Those skulls," says Vlolendra. "are the ancient 
remains of untold millions of Xambrfcuis, victims of 
Lhe necromancer-kings of Quaran. who In ancient 
times tried to eradicate the Xambrtan people from lhe 
face of the continent." 

Next Lhe characters find themselves flying over 
a tortured Land of lava flows, shattered mou nlalns. 
and black gorges. Ash and the smell or sulfur fill the 
air. One mountain below them is a dead volcano, 
and In the raldrra are hundreds of skeleton* or 
mighty crested dragons. Cold and gems glint in what 
UUle sunlight finds lis way through Lhe clouds of ash. 
"These are lhe Volcanic Htfta." explains Vlolendra, 
"and Mow Is Dragon's Craw, where crested dragons 
go lo die, carrying with them their most precious 
treasures.* 

Mo sooner Is the dead volcano out or sight 111 an 
the windshlp Is frying over cultivated fields, and then 
circling about a beautiful city lhal rises, from the 
center of a Like. Tlte glided towers of l!ie nrii.ite 
buildings glint In Lhe sun. Vlolendra says, 'Now we 
come to the Eastern Lands, and the Quan Empire. 
We are currently above the golden city of Ttan, the 
empire's capital. It was not long ago that the Kang 
seized control of the empire from the Quan, who now 
serve merely as puppet governors." 

With thai, the windshlp files out over the sea 
and then disappears, leaving the characters In a 
black void. In front of them stands a Cymrilian man 
who says. 'Greetings; I am Miramar. Thank you for 
enjoying my Illusion. More elaborate Illusions are 
available year-round In my establishment aero** 
from Durne Park, I hope you enjoyed yourself." 
Then he dls;i|>|jears and the characters are back In 
their booth. 

Nvti'; Miramar ignored actual distances when 
tL:-,iijni>\g this illusion, as thi» actual JcHcrney described 
would cover over S , 500 miles. Miramar wanted la 
fxnck us rmich. scenery into as short an (Huston as 
possible, Hts Joels aren't always accurate, either. 
The Waichstane. Jaw instance, may have been erected 
by the DraJsken, but no one knows jar sure. Also. 
Dragon <. Grave ts a legend, which may or may not be 
true. Ever the sensationaltst, Miramar presents it as 
Joel 
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AaVentuis 

"Hie CymrilLon who conducts the characters Id 
Ultlr booth tells thetn to clear their minds and Walt: LI 
will Lake a few minutes to prepare the illusion. A* 
the character* gland in the dark booth, the Illusion 
■tattta without their realizing IL 

First, the characters hf.nr screams and com mo 
Uon outside the tent. Ask the characters what they 
do. Anyone who leaves to find out what the problem 
la sees a targe farce of Za warriors running through 
the fair, euittng down falrgoers. with i>*Hr ja gg ed 
broadswords. A few of them break o(T and charge Ibe 
characters. If the characters remain In Uie booth, Za 
cut through the side of the tent and attack them. 

Hie Za arc Just under six fret tail, with 
wrinkled, greenish 'yellow skin, shaved skulls, and 
long, braided moustaches on the males. They Wear 
harnesses of studded bind lizard hide and wleM 
heavy broadswords wltli .fagged culling edges. 

All of this, of course. Is an Illusion, and the 
cha rasters are standing stock stilt In their booth, 
rXf-rj Imclrig the combat in their minds. 

Hie llluslonary Za have the following statistics. 
Note that these are not normal Za statistics: tlwy are 

lower U> Insurr ih.ti the ciiNtnmrrN |m\T .t #km! I line 

In the LLlLiaton. 

INT -2 PER -J 

W1L-3 CHA 0 

SIR +1 DEX -1 
CON +2 SPD 0 
Hit Potato: M 

Attack* CR Damage 

Broadsword 0 Id 10+1 

Armor Battle Harness, stops 2 points 

One Za attacks for each character In the party. 

I r v up ir> investigate the noise and others stay in 

the booth, then some Za attack each group. Any 
character who foils to 0 hit points or below blocks 
out 

When all the Za attacking the characters have 
been slam, or all the characters are dead or uncon- 
scious, the characters' surrounding* suddenly 
disappear, leaving nothing but a black void. Stand- 
ing near them is a wealthy cymrilian. He says. 1 
hope you enjoyed this little illusion. I am Miramar, 
Its creator and your host Before I lei you go, let me 
Just remind you that this Illusion could be truth at 
next year's fair If our kingdom s best and brightest do 
not apply themselves to defeating the Za menace." 

Then the Illusion ends completely, and the 
characters are standing, sweating, in their booth. 

Illusions such as this one maintain Mlrarnnr".i 
reputation as a practical Joker. Note that Miramar 1* 
trying to encourage expendable citizens to fight t he 
Za. He hopes that they can nip the threat of the 
Tirana ta In the bud, thereby injuring that the danger 
never grows so great that Miramar must risk his own 
life In defense of the Seven Kingdoms. 



K. Tareau the Cartomancer 

fiuocJ sir. kind nuutiisu, rjvicj.'rj y«j like O hint Of 

what auxins ijou in the future? A gentle nudge tn 
the rfc/hi direction? A special insight tola a 
contemplated change tn life? 
Step closer, closer, Are you planning on embark- 
ing upon a voyage? Thinking of starting a faintly? 
Plotting to confront a foe, or try to make a special 
friend? Come Oatde and have your questions 
ansuf&red. Yes. came this way. And {[. tna year, 
the portent proves untrue-, why your money back, 
wtth no questions asked. 

Those are the words spoken by a dark-skinned, 
black- haired beauty In a long cape of blue fustian, a 
ftib.sit.iji She stands In front of a lopsided lent 
wtth suing* of beads obscuring the entrance. For a 
fee. one can enter and have the Kahaslran 
cartomancer Tareau consult the magical Zodar deck 
to divine Lite future, 

In the tent sits a tall, dark-skinned male 
dressed In blue fustian. He sits on the ground 
behind a low table, consulting Llie Zodar deck by 
playing solitaire. This In tlw cartomancer Tareau. He 
Is a strange and eccentric Individual who believes 
that his fate Is inextricably Intertwined with his 
cards. As he says, The cards do not lie." If by chance 
Tareau is not here, he Is probably at the House of 
Games. 

Tareau: Level 20. 1'EK +6. Kilty g.l. lor an 
omen or augury, 100 g.L for a fortune. 

To perform his auguries and fortunes, Tareau 
uses the method of cartomancy given in Chapter 
Five. He Is advanced enough at cartomancy that he 
can almost always draw the appropriate card, so 
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choose cards thai are relevant la the upcoming 
adventure. If you intend to play TJu? Scent of tlte 
OttisL l'ockJ cards include the Assassin, the Warrior, 
and the Charlatan. 

After playing Ihe card or cards, Ihe carlomancer 
tries to interpret It. Make a PER roll on the Action 
Table to see how well Tareau Lnterpre ta the card. No 
matter how weD he does, be Will state the Interpreta- 
tion as int wen* certain tmilh. 

As to the guarantee, Lf the prediction prove* 
false alter a year, Ihe character Is enl Med to a fti II 
refund — but good luck finding Tareau, who I* ;i 
wanderer by nature, and good luck proving to him 
that In some way of looking at It. the prediction did 
not conic true. 

L. Alabor s True Prophylactics 

Hanging from the center of Ihe crossbar thai 
runs along the front of this booth Is the severed bead 
of a necrophagc. The head Is a ghastly caricature of 
a man's, white as death, shriveled, bald, and hid- 
eous. Its nose Is nothing more than wrinkled flesh 
bunched around two nasal silts. Much to Ihe 
amusement of pos-sersby. It snaps its fanned mouth 
and grimaces., glaring evilly at those who come near. 

Alabor. a gaunt, sand -colored Slndaran alche- 
mist, calls out . . . 

Visitors to the Magical Fair, approach and attend. 
Here is but a sample of the estimable Alohar's 
cvtiecilan of oddities, not the least of which is the 
W Wrri cranatm of a necrophage. Observe, if you 
ifi\h ilw I uiut remains Junctional despite having 
been seiMiraiitl frrwji the neck and torso three 
months and eleven days ago. But do not Jean the 
creature has been aid wmlcally deansed of corpse 
rot and all other contagious diseases. Arid should 
you wish to procure stinuady useful potions and 
mixtures for yourself, you have come tathertahl 
place. 

Like all Slndaruns. Alabor is a collector. He has 
a penchant Cor oddities of all sorts, particularly 
alKunl nations, mutations, and rare beasts. The 
necrophage is used to attract customers, for he 
makes his living selling a great variety of useful 
alchemical subs Lance*. 

If the player characters show Interest In his 
necrophage, Alabor explains mat the head was 
severed with an Iron blade, and since only silver and 
magic can harm the things, the necrophage i» still 
■animate." He keeps the body chained up and far 
away to keep the two from getting back together. He 
explains that necrophages feed on tlte dead, can 
smell corpses up to two miles away, travel only at 
night, and frequently cany corpse rot, a dangerous 
disease If not treated quickly. Perhaps Alabor will try 
to Interest the characters In an alchemical remedy lo 
proteH t themselves Irom these dJre creatures. 



Available at Alabor '& 



Healing Elladr 




heals 10 hll points 


200 g.1. 


Pa ll on or Cold Resistance 


Immunity to Ice and cold 


400 g.1. 


Potion Of Fir* Resistance 


Immunity in. firr arid heal 


400 g& 


Neutralizing Powder 


neutralizes poisons 


!16g.L 


Alchshest 




universal solvent 


1.100 g.l. 


Alchemical Test Kit 




to analyze mixtures 


5g.l. 


Peisetn Art U date 


reverses effect of poison 


100 g.L 


Alabor a Remedies 




for various ailment* 


SO-IO0 g.L 


Vitriol 


alchemical adhesive 


125 g.1. 


Iplus quicksilver vial) 


+20 g.l. 



M. Entrance to the 
Subterranean Market 

A broad, paved ramp slopes gradually down Into 
a wide, dark tunnel. Merchants leading durge-drawn 
wagons Into and out of lire tunnel curse Ihe trouble 
caused by Ihe fhlr. They are heading to or coming 
back from a trip along the Underground Highway, 
and the trip Is troublesome enough as It Is. without 4 
hunch of booth* and falrgoers making the way even 
more dlfflrult. 

IV. Pharzee's Incredible Elixirs 

You. my friend; yes, you. You seem to be a 
healthy and vigorous fellow. Come forward. If you 
IVOUld be SO kind. Now, observe this appalling 
fellow, who appears lobe \iltle more than skin 
and bones. 1 am willing ta wager that he can beat 
you at arm wrestltng. Can it be that you doubt the 
veracity of this statement? Well then. I urUl tell 
you his secret. This small vial I hold in my hand 
contains a potent potion made from wembeast 
tusk and many secret ingredients. One swallow 
of this, and th* scratituj ejiruse far a man you see 
here will indeed be abb to beat you In a test of 
strength. What? $iHl you do not beiieue me? Very 
weil. then, cottv j^m-unl mui give U a try, If you 
defeat my feeble champion, a dose of this fan* 
and cosily potion is yours, absolutely free, 
And if he beats you? Naturally, you wiU wish to 
purchase a vial or two of my potion, won't you? 
Ha hot Mark my mattfcf Vou'ff need all the 
strength you have wlien the accursed Aamartians 
COfnC' tnarching In to lake over urmr falr kingdom. 
Nou? step right up and have a seat right here. 

The speaker is Pharree, a P hares La n peddler, a 
man ol unexceptional build, pale green akin en- 
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hiiinnl wJUi colored pl^jrn- ril* , ;md LruslWorthy green 
eyes- Hl» gaily colored patchwork garments make 
him a Land oul In the crowd. The lota oT his boo La 
• i ii i up and are so long that he use* a suing at- 
tached to the knee lo support them. He has no 
booth, but he stands next to a large trunk with a Hat 
lop some Tour feel high. Hanging on the trunk Is a 
banner that read* "Pharaee's Incredible Elixir*/ On 
either aide of the chest is a folding stool, and next to 
the peddler is a thin, young Zandir who looks rather 
|w.ik"J. i'harzee holds a small, glass vial of reddish 
hqukl. More VtaJs are carefully stored En the chest. 

Anyone can alt down at one of the stools and try 
his or her strength against the young Zandir. If the 
contestant la In a group, the peddler tries to spot the 
weakest member in Lhe group and says. "A moment, 
II you please. Why don 'l you try first? After all, this 
poor, scrawny young Ltd needs a fighting chance. 
You stronger folk can give It a try next," Ideally, all 
the player characters can try, from weakest to 
strongest, to build up suspense until the strongest 
character In the party makes an attempt. 

When someone slut In the stool, Pharzee hand* 
the vlnl of red liquid to the young man who drinks IL, 
and then rolls back a sleeve La flex his almost nonex- 
istent muscle*. He makes a show of rubbing his 
palms together and flexing hi* lingers, and then he 
sits down at the stool opposite the player character. 
The two contestants lock left hands on the trunk and 
then clasp right hands. At the peddler's signal, the 
contest begins. 

Each round, each contestant makes a roll on 
tile Action Table, adding the difference between his or 
her STRand lhe opponent's, For the weaker party, 
ihu niciuis taking a penally II take a critical 
success to beat the opponent In the first round, a 
normal success to beat the opponent In the second 
round, and a partial success or better to beat the 
ufipnrirnl In following rounds. Each round, i Ji >- 
tiuimrter who rolled higher In the previous round 
lias the advantage and adds +2 to his or her die roll. 
The Opponents roll each round until someone wins. 
These 'rounds' lake only five seconds each, so the 
elixir should last long enough for the Zandir to arm 
wrestle everyone In the group. 

The young Zandir has a STR of +5 while under 
the Influence of the poifcm. 

Anyonc who wins the round gets a free vtal of 
the potion. 

Pfcarsev's Elixir of Potency: Gives the drinker 
a STR of 45 for ld6+6 rounds. The potion has no 
effect If the drinker already has a STR rating of +5 or 
belter. It might have strange side effects, but that's 
up to you. Cost: 1 50 g.l. per dose [one ounce!. If a 
character haggles over the price, have the player roll 
versus Haggling + CHA A character without the 
Haggling skill must roll Idl 0 Instead of the normal 
ld3a For Pharzee, roll 1320+7, If the character 
beats Pharwes roll, he or she can have the elixir for 
just 10Og.l. 



O. Astar Mind-Art Exhibit 

This is a pa villi on lined with curtains of woven, 
gossamer. Al the entrance stands a butterfly- winged 
Muse with a liny wood whl» p |w*r«-h™i upon her 
shoulder. The spritehke creature speaks into a (lower 
shaped like a horn, an enchanted device that ampli- 
fies the whlsp's voice so thai II can be heard al 
distances of up to 100 feeL 

Men and Near Men, avaiiuvs and beings: hear 
my words! tmtde this curtained paufllton you wtl 
jTnd an etftfMtort of the telempaihtc mind art of 
the Muses qf Astar. which must be experienced 
firsthand in otder to be appreciated. Here you ivSl 
find the works of such noted artists as EUtttaria, 
AmaryltkL and Pan dan us.' Step lutlhin and 
vjtperfertce these fascinating and surreal vistas Jar 
yoursetf. Only 1 sCuer piece! 

The interior of the pavtillon Is decorated with 
live wildihjwBfs and cool grasses, and has been 
partitioned into three separate exhibition chambers. 
Each of these chambers is occupied by a Muse, one 
Of the three artist mentioned by the woodwhlsp. 
Each Muse has a woodwhlsp on his or her shoulder 
who acls as the artist's spokesperson. Up to seven 
individuals may enter an exhibition chamber at a 
time. When a chamber baa reached full capacity, lhe 
artist conrenlr-.ites ;n»d thr exhibition begins. Tike 
viewer 'sees" ihe artiai'a work In his or her mind, 
manifesting as a series of vivid Images. 

K \ cl La rln, Mime T>](!mp«lrL L«T«1 ft A I"I1i,i> 

Muw Willi blue skin and lavender wings. She 
projects a scene of eleven silver flowers, bathed In a 
shower of green raindrops. Nurtured by the en- 
chanted rain, the flowers burst Into bloom, yielding 
eleven silver woodwhlsps, The whisps cavort among 
themselves with unbridled Joy; the viewers will feel 
the same emotion unless they pass a roll versus will 
rating at -9, the level of the Muse artist. Then the 
Image fades from Lhe viewers' minds. 

AxnoxyUM. Muse Teltmpath, Level 11: A rose- 
hue d female Muse with amber-colored wings. She 
projects an Image of a blue moon In a deep purple 
night sky. A dozen sLars glllier like tiny Jewels In the 
wan blue light: they seem to beckon to the viewers, 
who will feel Lite urge to take the gtfstenlng moles In 
their hands and have them for their own. But no 
matter bow hard Lhe Viewers try, the stars always 
drill just beyond Lheir reach, Viewers experience a 
poignant sense of longing unless they make » roll 
versus Will rating al - 1 I . 

Pandanus, Muse Trlcmpath, Level 13; A 

green-tinted male with saflron -colored wings. He 
projects an Image of a sy W ■> < : >• plete Willi a 

crystal spring and verdant foliage. As the viewer 
watches, an oily black substance leaches Into the 
stream, causing Lhe vegetation to wilt, droop, and die. 
Spiny fungal creatures emerge from Lhe rollen trunks 
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of trees; they begin to devour the dead vegetation, 
gorging themselves until they explode In a burst of 
stinking fumes and bits of rotten organic material. 
Viewer* who do not make a roll versus will rating at a 
penalty of ■ 12 experience a deep sense of revulsion 
and anger directed towards any who would deserntte 
the natural environment. 

At the conclusion of each exhibition of mind- 
art , the artist lakes a subdued and grateful bow. The 
accompanying woodwhlsps then usher the viewers 
OUL of their presence either to the next chamber or 
OUt of the pavllllon If nil ihrrr panoramas have been 
experienced. The Muses themselves will not speak, 
preferring as (hey do to communicate via thought- 
images. They may communicate tclcmpathlr ally with 
ollirr Mil 1 -** rh^nu-ters, at the GM's discretion. 

P. Armani an Orator 

in front of a white lent, on an elegant wooden 
platform, stands an Aamanlan In long robes. He Is 
preaching the good news that Aa wants to lake 
everyone to Him and teach them the Truth. 

Af[ urho seek to attain etdtyhteTuneni, conit- close 
and hear what I have to say. for tht-.se art- lht> 
sacred nurds of Aa the AS Knowing . urho said, in 
the eighteenth book of the Oriniixd. chapter 31. 
uerse I J; "Only those- mho fallout the one true path 
of Orthodnxu nlmll In- saivd. " Ih-ns me rioui. oh 
troubled people. Thcsr are evil times, rife wtlh 
confusion and temptation, WSt you be among the 
blessed ones, or uaV you bectwt out along with 
those who have been concU-Truu.it for their sins, 
their names stricken from the List, their scuds 
consigned io wander throughout Etetntty? Do not 
hesitate, or trouble yourselves (a thought, Com? 
forth, and receive the blessings of AOS 

A Cymrtllan wtiard In an elaborate robe with 3 
high -standing collar is, slum, ling to one side watching 
the whole scene. The Aamanlans were allowed a 
place at the fair only under the condition that they 
did not use magical powers to convert anyone, and 
he Is in charge of seeing to It that none of the 
Aamantans secretly use their magic to this end. 

Anyone who steps forward and wants to learn 
more abou t Aa is greeted by another Aamanlan who 
takes the Interested party into a private spare In 1 1n- 
tent. The potential convert is asked questions about 
tlfestyfc and Interests, and Is in turn Informed about 
basic Aamanlan doctrines. Truly Interested people 
are escorted directly to the Aamanlan Temple {149 on 
(be city ofCymrll map). 

Q, House of Games 

Cloth striped with bright colors walls In this 
attraction, giving the clients privacy. No huckster 
stands calling to the crowd: only a silk banner above 
the entrance proclaims: 
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House of Games 
Jiot 10 Gold Lumens 

The reputation of litis establishment is enough 
to attract all the business It needs. Characters from 
Cymrll have no doubt heard of the House of Games, 
which Is located In the city proper and operates year 
round 

At the entrance Stands a rare sight, a Saurud 
bouncer. This reptilian hu monoid stands about eight 
feet high and is covered with a scaly brown hide. 
While passensby stop and gawk, it stares dully back. 

Those who pass through the entrance are 
Ureeir, I by a well-dressed young Cymrillan maiden 
who accepts the cover charge of 10 g.L This fee 
allows the character la play games of skill and 
chance. Zodar and Ffentadrlue are the most popular, 
though travelers Journeying to the fair from alar are 
often willing to teach games from their homelands. 
No game Is played here without some money chang- 
ing hands. Trivarlan Is popular here, though it is 
played only by Slndarans; nioim eiin-]i|i.i|uns cannot 
comprehend the abstract principles Involved In this 
esotrr ir gajrte Nan -Slndarans also enjoy belting on 
the outcome, as the enigmatic nature of Trivarlan 
makes the w.igem unpredictable and exciting, 

Tti<- games Iwing played tnrlude Quaulflloi], 
PentadriUe, Ska -Wat, and Trivarlan, See Chapter 
Seven for rules on how to simulate these games, 

gu* trillion.: This ts a popular game played by 
the Saris ta gypsy peoples of Sitvanus. The game 
uUllze* a deck of sixty-four cards and has several 
v.kr l.kltiiLM, "Hie version bcln^ played [inlay Is "High- 
Low,* which requires a minimum of three players. 




Two Unusual Patrons of the Mouse of Gaines 
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The minimum bet Is one gold lumen, though higher 
slakes games can also be arranged. To begin, each 
player puis one gold lumen Into the pot. then to dealt 
three cards face-up. The players rend, their cards, 
then declare whether they bellevr they will have the 
high hand or the kw hand of the group. Each player 
";mles up" another gold lumen, ailer which the 
players cut dealt two more cards. The flvr cards, arc 
then totalled, and the pot Is split between the two 
players who have the highest and lowest total st ores 

PenlAdrUle: 'lldn popular Cyniriliarj game Is 
played on a pentagram shaped board Inscribed with 
arcane symbols, using playing pieces representing 
wizards, devils, and demons. Five players compete 
against each other, each starting the game In control 
■ if one of the flit pentagram points on the board. The 
Object to to establish control of three of the five 
pentagniiu points by seizing control of the other 
players' point** 

Bka-Wae: A favorite or the Mangar Corsair*, 
Ska-Wae Is a game or chance ami m It III played Willi 
curved daggers and dice, with the participants seated 
aroiiju.l a wrwden table. Before the start of each 
round, all players pay 5 silver pieces or more into the 
Kadi opponent holds a dagger In one hand, and 
take* (urns rolling three six sided dice with the 
other. Whenever on Individual rolls a 6 or a 1 2. he or 
she must quickly snatch up the dice and withdraw 
the hand before the opponent sealed to his or her left 
can strike It with a thrown dagger- The winner la 
either Che one who snatches up the dire In Ume or 
the player who succeeds In hitUng an opponent with 
the dagger, When each player in the game has rolled 
once It is the end of the round. All survivors then 
ante up once more, and the next round begins, 

Trhru-Um Trtvartan Is the favorite pastime of 
the dual- brained Slndarans. who are the only 
Talislanlajis capable of comprehending Ihe abstract 
principles involved Ln this game. The board to a 3-foot 
tidl pyramid of translucent crystal. Illuminated from 
within by a glowing orh, usually a scintilla, and 
suspended above a triangular table of pohthed atone 
by means of a silken cord. Amberglass orbs, marked 
with distinctive hieroglyphs, s^irt a> Ihe ploying 
pieces. 

Three opponents play, each pilled against the 
other two, Trie players take turns inserting orbs into 
slots carved Into the sides of the pyramid, thereby 
creating Intricate patterns of light and color. The 
general obJecUve is to establish control over the base 
of the pyramid: hence, masters of Trtvarisn are 
referred In as nadirs. 

High standards of decorum are enforced in the 
House of Games, where Thrall security guards and 
Cymrlllan Wizards see to II that no one cheats at the 
various games In progress. The proprietor has 
repeatedly been forced to assure the authorities that, 
contrary to rumor, those caught cheating at the 
House of Games do not quietly and helplessly disap- 
pear. 

Tareau, a 20th-level Rohastran cartomancer, 
wanders for most of the year, but he makes a point to 
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be In Cymrtl lor the Magical Fair. His skill al Zodar 
Is legendary. He may be found here when he Is not 
at his own tent (Attraction K. above], 

In Cymrtl is a permanent establishment, also 
called the House of Games, that afTers much better 
accommodations year round. The low cover charge 
for this fair attraction, however, attracts a completely 
different, much less genteel clientele. Some regular 
customers enjoy the lent at the fair, as they consider 
the players here easy pickings. Others avoid It as a 
low- class exhibition of c rudeness and stupidity. 

The Lurker 

Abn Qua was not really delayed by important 
business. Instead, he wanted to find out more about 
the player characters before hiring them. He ar- 
ranged his "delay SO Ihe characters would meet each 
other and so that his spy. a Cymrlllan named 
Horvuncc. could watch I hem as they enjoy the 
Magical Fair. Horvuncc wants to see how well they 
Cooperate, how well the warriors fight, and how well 
(he magicians cast spells. 

Every time tilings slow down a bit, call for 
, Im.r.n-lers <o make J'EK rolls. Allow characters who 
are not currently involved in the action to make these 
rolls to keep the players active. With a critical 
success, a Character Spots Horvuncc watching them 
from a distance and realizes that he or she has seen 
him hi Ihe crowd before (see description below), The 
character who succeeds can point Horvuncc out to 
the other characters before the spy casually ducks 
behind cover. 

Once a character has seen Horvuncc. It takes 
only a normal success lo spot him a second time* and 
he will sUll he following and observing the characters. 
Once a character has seen him twice, only a partial 
success Is necessary lo spot him again, Keep giving 
the characters chances lo see htm :lh lite day 
progresses. Horvunce, however, will nut nllnw 
himself to be approarhed or confronted by the 
characters. 

Near the end or the day and Ihe end of your 
gamine session. Nominee gives the characters a test 
of perception. He tells a Ferran thief who* works with 
him. a snivelling fellow named Erk. to pick the 
pockets of one of the player characters. If a charac- 
ter has won a prize, seems lo have a nicety bulging 
gold pouch, or has been seen pulling some valuable 
item Into a pocket, Horvuncc will teg him to steal 
from that Character. Otherwise. Erk will steal from 
whomever Is most convenient. 

To make the theft Erk rolls al + 13 on the 
Action Table. The target and any nearby fellow parly 
members roU versus PER, la which they can add Pick 
Pockets Anyone rolling higher than Erk (yeah, right) 
notices the theft. If no one notices, a friendly Monad 
servitor laps die vu tun on the shoulder. The Monad 
servitor has no gender, to or Indeterminate age. 
stands T6\ and weighs 750 pounds. It has an 
immense body, tiny cranium, striated black and 
white skin, and a placid countenance, tt wears a 
loincloth and sandals, nothing more. The Monad is 
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mute, tout know* Sign. If a character knows Sign, II 
explains that a "rat- man* Just robbed one of them. If 
the characters do not knew Sign, Hie Malted will 
slowly use pantomime to explain ihut same short 
thief just picked the character's pocket. One way or 
another, the characters should learn about the theft 
and take off after Erie 

Realistically, there's no way » bunch of neo- 
phytes can trail a fleeing Femui thruu^i .l crowded 
fair, but Erk Is trying to be followed. He la leading 
the characters to Abn Qua. Have the characters 
make PER rolls id spot Erk la full success is neces- 
sary), and those who succeed can then make spd 
rolls to try to catch him— but they must beat Erk's 
roll or Id20+ 10, Those who (all the PER rolls can 
follow behind those who were successful. If no one 
spots Erk. he'll hang around until someone does; girt 
die characters another try once they've tried to locate 
htm through surh methods as asking passefsby If 
they've seen a Perran or splitting up to cover more 
territory. Give Ihe characters two or three chances Co 
catch Erk. or more if they're having a lot of fun. 
Eventually they'll either catch him or run Into Abn 
Qua. 

If they catch him, hell raise a slink, literally. 
Ferrans are able to emit a stench like a ferret, 
making the characters resist versus CON or be. 
nauseated for Id 4 rounds. 11 that doesn't save him. 
Horvunce and Voranll step tn to prevent serious 
violenM\ In l.'isc thr characters gel ranted away and 
cause a fight. Thrall guards soon put an end to IL 
They also give Erk a healing elixir If be has serious 
wounds. Then they tell the characters that the theft 
was a lest of their ability, and thai Abn Qua. their 
examiner, la quite pk;i'iril wilh th-lr jierfonnanre. 
They tell the characters to come along and meet Abn 
Qua In person, then guide the character* to the tent 
marked "Abn Qua' an thr map, 

If tlie characters dort t catch Erk. they sec him 
dart Into an unmarked ten L When they look Inside, 
Abn Qua Is waiting for them. This Is the tent marked 
*Abn Qua' on the map. 

Abn Qua Is in a small purple tent, sltung in a 
heavy, ornately carved wooden chair, ir the charac- 
ten did not catch Erk he Is alone Otherwise Erk. 
Horvunce, and Voranll are standing behind hlro and 
whatever Erk stole la on die floor In front of htm. The 
characlers recognise Voranll from their meeting that 
morning, and they may recognize Horvunce as the 
man who has been watching them. Surrounding Abn 
Qua Is an Invisible Arcane Barrier (Arcane Barrier, 
level 10. plus Concealment level 10. Slops 40 points 
of damage before shattering). 

Abn Qua explains that the day's events have 
been a lest, and that Horvunce has been watching 
them to see how worthy they would be of hire. He 
then compliments them on anything they did well, 
such as winning fights, spotting Horvunce. catching 
Erk. or even Just getting Involved in the fair Instead of 
silting around. Try to compliment each character for 
at least one thing. 

Abn Qua then tells them that he would like very 
much In hire them. If you are going tn use an 
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adventure of your own creation, he takes them lo a 
Ixxith Uif something lo eat and drink while he 
explains what he needs. If you are going lo use The 
Soent of the Beast, he pulls a red Iron talisman from a 
drawer under his chair and holds It up lor the 
characters to see. 

'An associate of mine purchased this Item yester- 
day al She fair. What's unusual about tl is that it 
recently belonged to a Thrall ujarricr stationed in 
Akmir who died in a Beastman mid. Now It has 
turned up hen? tn the city of Cymrtl. apparently as 
part of sh tpment from Stndar. This situation only 
confirms my suspicion that someone tn. Stndar Is 
dealing with the Sub-Men, perhaps setting mil tfary 
Information for goods such as these. I mvd you to 
Jbxd out who tt ts." 
To be continued . , . 

Aba Qvm 

Kasmlran Moneylender. 23rd Level 

Male, age 78, 4 5", 85 pounds. Mahogany 
brown skin, shriveled features, hunched posture, 
gold-capped teeth, He wears a heavy, hooded, purple 
robe whose Interior pockets are filled wilh magft 
devices and useful gizmos, lie also has curl- toed 
boots and a Kasmlran blade-staff. 

INT +4 PER +2 

WILL +5 CHA +1 

STR -2 DEX -I 

CON -2 SPD -2 

Hit Points 54. 

Iringimg-g Common Taliatan +27, High Talis lan 
t27. An ham +5, 

skills: Secondary combat +11. Meet haul +24, 
Administrator +27, Artificer (locks and Lap 
mechanisms) +22, LockplclrJng +22, Disarm/ 
Delect Traps +22/ +25. Customs. Urban (Kasmtr 
and Cymrtl) 427, Haggle +24, Ride |emj5] +22. 
Diplomacy +24, Appraise Treasure +7, Bribe +5. 

Magic: Wizardry: Arcane Blade + 5, 1 Muslim +n, 
Invisibility +5; 5 spells per day. 

Magic Dwiee: A ni^ thai produces nri Invisible 
box of arcane force [Level 1 0 Arcane Barrier) 
three times per day. He has many other devices, 
bu1 It*- won't tell you what Uteyare- 

Honriuice 

Cymrtlian Warrior-Mage. 9th Level, Initiate 
of the the 5th Degree 

Male, age 26, 6'3\ 160 pounds. Light green 
skin, nondescript features, red iron ring in left ear, 
slender build. Wears a black collarless cloak over 
dark green clothes. His boots are high, black, and 
well polished. He carries a sword In a decorative 
sheath. 

INT +1 PER 0 

WILL +1 CHA 0 

STR 0 DEX 0 

CON 0 SPD +J 

Bit Point*: 23. 

Languages: Common Talislan +10. High Tallstan 
+ 10, Archaen +10. Sl^n +2 
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Skills: Secondary Combat +G. Secondary Magic +6 
{wizardry). Navigator (wlndshlp) Arcane Lore 
+10. Customs. Urban (CymrtD +10, Ride fcqus) 
+n, Swtm +9, Disarm/Detect Traps +3/+S. 

Magic: AJ1 wizardry spells 46: 7 spells per day. 

Attack CR Damage 

Longs word +5 dlO 

Eik 

Ferran Thief, SOl Level 
Male, adult, 3'9~, mars* brown fur, rodenlllke 
features, hairless tall. He wear* a duty loin cloth, 
aoiiifMs .i 1>n loo big far him. and a da^rr. 

INT +2 PER +8* 

W1L % CHA -4 

STR -3 DEX +8 

CON *2 SPD +4 

'Sense or smell only: otherwise +:t. 

Hit Petals: 14, 

Languages: Common Tails Ian +7. Sign +7, 
Special Ability: Emit foul odor three times per 
day: victims resist versus CON or become nause- 
ated Tor ld4 rounds. 
Skill*: Secondary Combat +11. Pick Pockets + J 3, 
Swipe +13. Appraise Treasure +8, Stealth +13, 
Stalking +13. Tracking (by scent) +13, Customs, 
Nomadic 4Zaran] +7. Customs. Urban (Cymrtll 
+4, Barter + 1. Haggle +]. Swim +13, Disarm/ 
Detect Traps +S/+4, Con +3. 

Rewards 

The characters receive 5 experience points each 
for the adventure. Add or deduct a poi nt IT the 
characters were very active or relatively Inactive. In 
addition, each character gel.s u to A fiolrils for good 
rofeplaylng. at your dLsrretJuii. 

IT the players take more ihsm one session to 
complete the adventure, gtve them 3 to 5 points, plus 
0 to 2 points for good role playing, at the end oT each 
session. 

They can also keep .my money they won or 
saved from the sum Voranll gave them In the morn- 
ing, though Abn Qua will later deduct this amount 
froin their pay. Like all Kawnlmna, he Is extremely 
ini.Eul; miserly mlj^ht tv .1 nmrr ;\c* unite lenu. 



with a iitunrilrs,; »lmw or Steady aim. Winners are 
paid oiT four- to-one. 

Wlxards' Duel*. lYImHheus wins with a 
stunning new spell that somehow circumvents 
standard magical defense*. The Lyceum Arcanum, 
naturally, la interested in finding out how be does IL 

bill lir JMl'l l-llklllLV Those urifkllrlfjllf thiuJm wllr> \v\ 
on him earn nve-lo-one winntnga. 

Stnce ihe Magical Fair is held every year, the 
characters may wpnt to attend the fair repeatedly. 
Use the characters and booths described here as 
your foundation, and then add your own. Participat- 
ing In the combat, archery, and magical contests year 
afin yr;tr will give the players a concrete measure or 
their Improving skills. Each year they can aspire to 
go further in the contests than In the previous year. 
They may also meet again those contestants who 
bested them In the past. gMng them the opportunity 

In addition, the Magical Pair En coming years 
will rrflecl (lie changing stale orCynull. If War With 
Ihe Sub' Men comes, the fair may turn more martial 
OT leas elatjoniie, as resources are diverted fmm 
celebration and focused on Ihe war effort. Perhaps 
bc^ara. evt-11 m;tjiin-d veterans, will mar the beauty 
of the fair and remind the CynirtlJans that all is mil 
peace and prosperity In thr. bind. Relations with 
foreign powers may alter the fair. The Aamanlans, 
for example, would be conspicuously absent If ihe 
Seven Kingdoms allied with Zandu. New discoveries 
by the Lyceum Arcanum may also change the look of 
the (air, as could an Influx or refugees from lands 
where War has made many homeless. On the bright 
side, new discoveries and ingenious inventions may 
be on display here, tracking the progress the 
Cymrtlians make as they atle mp< io recapture the 
knowledge and grandeur or the Archaens, 

Ihe Mimical Fair gives thr- players ? i good lime, 
and simultaneously tela them chart the changes In 
their own characters and In the Seven Kingdoms, 



Return to the Fair 

After the day detailed In this adventure, the fair 
continues through the 14th of Phandir. !n case they 
keep track of such things, the characters may care to 
know who has won the various competitions hhjli- 
lighted m the fair. 

WLatUhJp Regatta; Faraem wins easily In Ms 
Wnd Warrior, his experience In ihr field obviously 
paying ofT. Winners are paid off two tn one 

Combat Championship: In something of an 
upset, C eta la the Danuvian swcrcti woman shows 
more staying power and defeats ihe favorite*. The 
happy winners are paid on seven-lo-one. 

Arch try Tourney: ChJUehee proves to all that 
he's $ot what it takes, claiming the championship 
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Glossary of Talis lantan Terms 



A_a nva m U n ■ A dtlacn of Aaman. Cotloqulnlly. a 
derogatory Lcrm meaning 'fanatic," "prudish.* or 
"Intolerant," depending On the context Ln which the 
Word Is used. 

Acriad: A species of former avians now ttl the 
process or devolving Into a race of ground -dwellers. 
There are Lwo sub-species; the smaller Green Ac rind 
and the larger Blue Aertad, Both retain vestigia] 
wing* and head -crest* of bright, metallic plum-- 

AhaxtL- Any of a race or four-armed, warlike savages 
native to the cast cm Junglelands of the Dark Coast 

Antra; A species of burden beast bred by the no- 
ikkafllc [)j;»JTlr tribe* of DjaJTa. There are three sub- 
specie* of ahtra: the can-- humped ontrn, the two 
humped batra, and the three-humped tatrn. 

Amherglw: A fine glass derived from raw amber or 
amber crystal, ambergjass has practical applications 
In various magical, alchemical, and thaumalurglcal 
operations. 

Aquavit : An effervescent liquor popular In Cymrll of 
the Seven Kingdoms. 

Anq; A sorcerous crossbreed of Sauran and Man, 
generally exhibiting the worst traits of these two 
races. 

ArianeL A humanoid people dwelling within the maze 
city of Allan tn Tamaranlh, notable as practitioners of 
the metaphysical doctrines of transcencLmcy, 

Arlmite: A < Hl/ni of Ai Mil. ELsrwhrre, the term is 
loosely used to describe any type of vicious cutthroat. 

Anr. The Farad deity of wealth and personal gain, 
typically depicted as a golden IdoJ with oustreinhed. 
grasping hands. 

Batrean: A race of primitive humanoids Inhabiting 
the island of Balre. The females are alluring crea- 
tures of exceptional cltann and beauty; the mates, 
huge and repugnant monsters with a tendency 
towards Mo lent behavior. 

Bcutmin: A species of bestial humanoids native lo 
the Plains of Golnrln. Omnivorous creatures. 
Beastmen scavenge the numerous mined cities and 
structures that dot the plains region, traveling In 

taigr JI.U k.s. 

Ulisult Pit of Narandu' purportedly, a bottomless 
fissure located In the south-central region of 
Nanndu, and the source of many colorful and 
imaginative legends. 



Block Stnst: Any or the mysterious Inhabitants of 
the Isle of Nefaratus; In popular conception, a race of 
dlabollsts. 

Badcr: An amber-skinned, portly rare of humanoida 
renowned as traveling musicians, A peoplr dlsplwvd 
by The Great Disaster, 

Caduc«u»; Magic wand and symbol or the Dracartan 
thaumaturges. The caduceus Ls utilized in all 
thaumalurglc Operations entailing the use of quintes- 
sence. 

f*nMiiw a member of a dying race or brings whose 
ancestors were displaced by The Great Disaster. 
catUdtans possess the ability lo comprehend and 
converse In any language, and many use this talent 
in their work as crypto man cere. 

China Wltcofolk: Primitive inhabitants or the 
Jungles of Chana. and practitioners or various grisly 
necromantic rituals, 

CymrUlan; A citizen orCymrll. capital of the Seven 
Kingdom*. A green- skinned and green-haired people, 
the Cymrtliana are enamored of all things magical 

Da -Khar A type of hide gauntlet equipped with 
retractable claws. Da-khar are favored by the 
lorqnar «f K.iJaiHs1an 

□andck: A xenophobic tribe or hunters native lo the 
Barrens region ol" the Wllderlands of Zaran. Them 
■ sir- many t Lm-i of iJanelek. each of whii h In ruled by 
a herrdllary family leader called the Naz_ 

Danurlan: A citizen of the city-state or Danuvla. 
Male Danuvlans are typically weak and slack-wltled. 
quite the opposite of the females, who are renowned 
as swordswomen, military Lac U liana, and adrnllilslra- 
tora- 

Da riling: Any of a race of vile, skulking humanoids 
native lo the Darklands of Urag. 

Dudmu: A rare species of plant, the dea thly pale 
leaveB of which exude a lethal contact poison. 

Demon: Any or several species of extra dimensional 
entitles originating from the lower planes. Catego- 
rized as quasi-elemental* by many Tails lantan 
scholars, the most commonly known demon types 
Include earth demons, frost demons. nlgM demons, 
sand demons, sea demons, swamp demons, and wind 
demons. 

Devil: Any or several species of exlra -dimensional 
beings originating from (lie |t>wrr pUuir.s i>f exLslrnce. 
"Ihe most commonly known types include the 
shallan. enlm, and sardonlcu*. 



Glossary 



317 



DcrQroot: A TBve species of plant with blue-black 
"homed - leaves. The root of the plant, when dried 
and prepared In Lhe proper fashion, yields a virulent 
toxin that Is much favored for use by assassins. 

Dhunn; A people related to the Sarlsla. reputed to 
have an obsessive Interest In witchcraft. The kiss of 
a Dhuna wltchwoman Is credited In popular belief 
with the ability to enslave a mans heart. 

DjaHLr: A nomadic jietiple native to the desert 
kingdom of DJafTa and its surrounding environs.. The 
UjaJTlr population. Is divided Into two main LrtbeB: 
irwnhants and bandits. Critics maintain that 
distinctions between the two are minimal at bcsL 

D'eko; A large species of plant found only In the rain 
frrr-fts of the Dark CoasL The Green Men dwell 
wltli m the D'oko'9 hollow bole and protect lhe plant 
from harm, an arrangement ron*LlutJiic a unique 
form af symbiotic relationship, 

Draesxbmn: A citizen or the desert kingdom or 
Carantheum. descended from the nomadic people or 
Jie same name. 

DractyL A winded and ungainly species of reptilian 
native to the bleak land of Harak. The Harakln tribes 
utilize dractyl as steeds, a situation dictated by need 
rather than choice. 

Drukb: A tribe of primitive hum, molds native to the 
mountainous regions of Arlm. notable for thetr 
bloodthirsty and excessively vtolen t tendencies, 

Enim: A race of giant devils, some few or which are 
known to Inhabit the Barrens and other sectors of 
llic- Wllderlands ofZaran. TTn*y riijoy vU»|rnl spurt 
and have a weakness for games or chance, gold, and 
Man-neon. 

Equs: A species of quadrupedal beasts found 
throughout various parts of the continent. Known 
sub-species Include the cold-dwelling snowmanr. the 
swift sllvermane. the graymane (much valued Tor use 
as durable and loyal steeds) and the bestial 
dark mane. 

E*«rch: Tlir hrrt-ditary iiiuiulic h <jf tin- Arimltrs w|w 
dwells In seclusion within the walls of the Forbidden 
City of Ahrazad. 

Far Ad: A ciuze a of Far-.wlun. In Djafla, the term 
carries unfavorable contwlatkms. both literally and 
figuratively. 

FemiL A species of feral hu monoids native to the 
Wllderlands of Zaran, Ferraris live In underground 
tunnels, coming forth at dusk to scavenge for food or 
steal from unwary travelers. 

Frostwerc: An arctic species of we re beast known to 
Inhabit frozen tundra and high mountain ranges. 



Occasionally mistaken for frost demons by less -than - 
e Xpert observers. 

Gso-DLn: A rocky isle situated ofT the southern coast 
of Mog, formerly a penal colony of the ancient 
Mined ran Dynasty and now home to the rogue city of 

Gao. 

Gnomckln; A rare of small, brown-skinned human- 
Olds native to the subterranean caverns and grottos 
of Dume, 

Quart: A member of a race of gnarled humanokls that 
may be related to the Gnomckin. Cnorls live under- 
ground and are praelicloners of an ancient magical 
art called rhabdomancy. the art of divining secrets. 

G ray minx ; See Equs. 

Crest Disaster; A cataclysmic occurrence — perh.ips 
the Inadvertent result of the mad wizard Rodlrui's 
njisgiikled a1irni|»iM t« concoct quintessence — that 
laid waste to much of the continent and brought to 
ruin the first great ctvtltzatlons of Tallslanta. The 
results ofThe Great DIm m1<t .ire Still In evidence 
throughout the Wllderlands of Zaran. a vast region 
littered with ruined cities and bizarre topographical 
and climatic anomalies. 

Green Ken: A race or diminutive plant people native 
la the western rain fate-si* of thr D.irk Coast Peace- 
ful symblonts, the Green Men live In complete 
harmony with their surround tugs and possess il li- 
ability to commun tcate with and Influence all types of 
plant life. 

Crypt: A race of avian humanokls native to the 
fi;n--.i.-; of Tama ran th. They are aggressive protectors 
of their wood (and home, and friends to the Arlane. 

Hsdjba; A citizen of the city- slate of Kadjlslan. The 
I lad] hi are among the wealthiest folk In Ta|ls|anta 
and consider themselves superior to the 'common" 
people of other lands. 

Harskha; A nomadic, warlike race native to the bleak 
and uninviting region known as Harak. Condihoned 
to withstand hardship, they are perhaps thr- ullJm.ilr 
survlvalists, 

Hlerophant: High Priest of the Crthodoxlst Cull and 
ruler of Aaman. 

Ice Giant: Monstrous humanokls whose bodies are 
composed of magically animate Ice. They dwrll 
Within the frozen expanses of Narandu. 

Ice Klngr Mysterious ruler of the Ice Giants, pur- 
portedly a warlock of great power. 

Imrian; A race of brutish, amphibious humarmlds 
naUVe to the Island of Imrla. They travel the seas In 
coracles drawn by teams of kra. preying on the 
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primitive peoples or the Azure Ocean region, whom 

Ihey ciplurr- ajul sHI ai K(.ivr?i. 

Upaslan: A member of ■ yellow- skinned race at 
shrewd mercantilists once enslaved by the Quan. 
The Espasfana now serve the Kang. arid many of them 
have grown quite Influential and prosperous under 
the eyes of masters who care far leas about a dm In La 
tratlve detalla. 

Jabutuj A nut tropical plant found only in the 

■ h i u^les of Ghana. A derivative of the plant Is used in 

the making of keah, a potent elixir with uncanny 

properties. 

Jflks: A race of furred human olds native to the 
brown hills of Yrmanla. They possess a type of Sixth 
sense and are skilled trackers and manhuillers. 

Jambs: Unknowable patron deity of the Dmcnrtnns. 
to whom Jamba supposedly gave the secrets of the 
lost art of thauinaturgy. 

JiLunkjuriin A m .%t I Nous, impoverished folk 
considered primitive by moat other Talis lan Lans. 
Many J hangars, its Haw Joined the Aamanlan nrmy 
rather than continue to endure the harsh life In liielr 
homeland. 

Jujo: An undead fetish-creature created through the 
use of black magic; a zombie controlled by manipula- 
tion or a graven tallage. 

Kabrosj legendary sorcerer-king of ancient Phaedra, 
renowned as the author of numerous cogent spells 
and insightful treatises on Lnlerdimenslonal travel. 
Considered a visionary, particularly after his timely 
escape from Phaedra Just prior to the fall of the okl 
dynasty. 

Kang; A warlike, crimson- skinned race, de (ado 
rulers of the Quan Empire. 

Kimlru: A citizen of the desert kingdom of 
KasmLr. The ahrtvel-skliined Kasmlmns bear a 
repur iium *m shrewd money lenders and appraisers, 

Kesh: A pungent liquid made from the root of the 
jabutu plant. After consuming a certain quantity, 
drinkers of keah claim to be capable of detecting 
invisible and spirit presences, seeing Into other 
planes of existence, or actually entering other dimen- 
sions. The substance has potent hallucinogenic 
properties, which perhaps goes Tar to explain the 
claims of its users. 

Khadun: Necromantic high priest and ruler or 
Ftajanlsuui. The Khadun Is viewed as an earthly 
manifestation of Death by his murbid Followers, who 
willingly serve him without question. 

Kh vikh*n: A member of a race of giants possibly 
descended from a race of giant neomorphs created to 



bailie the Drakken long ago, The Kharakhan range 
the WUderionda of Zaran In great battle wagons 
drawn by teams of ogrlphan ts, 

Khu; A double bladed dagger used by the Hani kin 
tribes. 

Krsl: Mercantile ruler and despot of Farad un. 

Kjin A heavy, black trail crossbow employed by the 
Hani kin tribes. The krln uses hammered iron spikes 
as ammunition and Is a cumbersome and unwieldy 
weapon. 

K'tallkb.: A potent narcotic substance that bestows 
upon the user the ability to see Into tbe future. 
K'taJlah Is In wide use In Rajanlstan and, io a leaser 
extent Fardun, It Is highly addictive, 

Malimv Spectral denizens or the Shadow Realm, 
rumored to be black magicians of terrible power. 
Most live in thr Iron t li.idi-i. ;m eerie .structure 
surmounted by lowers equipped with enchanted orbs 
of polished obsidian. 

Mandalan: A race of passive, golden •skinned human- 
olds conquered and enslaved by the Quart. 

Hondngorc; A species of Insidious plant creatures 
naLve to the forests of Werewood. 

M&ngex Corsair, Pi rate denizens of the Mangars, a 
cluster of small Islands situated In the Crescent Isles. 
The term applies as well to Individuals of other races 
who, by choice or coercion, have joined up With the 
corsairs. 

Mangonel Lizard: A species of large re pi Ik idmlliir In 
some respects to land lizards, but with a muscular 
tall tipped with a rock-hard knob of bone and carti- 
lage. The mangonel lizard's tail is an effective 
deterrent lo predators, and Is similarly employed In 
the creature's combative mating rituals. 

Hun: A race of primitive humanolds native; to the 
northern region of Chana, The Manra are 
shupechangers, possessing the ability io adopt the 
physical semblances or other lire forms, 

Uaruk ' A citizen of the Independent C|ty-State of 
Manik, Victims or an age-old curse, the Marukan are 
widely regarded as harbingers of gloom and III 
fortune, and accordingly are shunned by the more 
superstitious peoples of Tallslanta. 

Ids.ts.uj A type of long- handled war club favored by 
the Ahazu tribes of the Dark Coast, 

Meg sJodont- A giant, six- legged reptilian native to 
the Plains of GolarLn and parts of Urag and the 
Wilderlands. FvtegaJod.on.ls are herbivorous, and 
travel In herds of up to a hundred or more Individ u- 
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als. A stiii iif>rd In £ rrirgalodont herd Is a tiling to be 
avoided at all coats. 

Iftlrin: A race of blue skinned humanolds native to 
Ihe snowflelds of I.Hann, The Mlrln dwell In lee 
caaUes and are ruled by the Snow Queen. * white 
witch of great power. 

Mogroth: A ponderous race of sloth I Ike humanckla 
nauVe to the swamplands of Mag,. In popular usage, 
the term ha* come to mean "dull-wltlcd." 

Monad: A member of a nice of sorecrous hybrids 
bred Tor slee, strength. and the ability to follow 
□rdera. Monads are sexless and mute, communicat- 
ing via a complex form of Sign they devised. 

Uoadre Khin: A savage nee of Sub-Men who live In 
the wooded hills and mountains of the eastern Qn.-in 
Empire. Despite many centuries or effort, the Kang 
have not succeeded in dominating this ferocious 
running people. 

Mo noJJth: A race of mountainous beings whose 
l*>:hi-!v .*re comprised entirely ol r'.-irlli and VtblH 
Monoliths dwell on the Island of C organ ta In Ihe 
Thaeclan Isle chain, and may be the oldest living 
things in T4Ulslanlo, 

Uorpblu*: A parasitic plant found in swamps, 
marshes, and lowlands. The deep blue blossoms of 
the morphlus exude a fragrance thru indu es sleep. 

Mud People; A r.u c of sLv lliut>ed, amphibious 
humanolds native to the Dark Coast. The Mud 
People Uve In aboveground hill complexes con- 
structed or sodden earth and mud. 

Muse; A rate of buttrrfly-winged, nymphlike human- 
olds native to the sylvan glades of AaLar. Muses are 
telcmpaths. notable as artisans of superior skill and 
utterly lax work habits. 

Mu* trout; A shaggy haired relative of Ihe ogrlphant 
hunted for Its pungent musk and hide. Muskronts 
are foul tempered and dangerous when aroused to 
anger. 

Nigra: A race of primitive, frightful -looking human- 
Qkls native to the Jade Mountains and surrounding 
areas. The Nagra ore renowned as spirit -trackers, 
possessing the uncanny ability to follow the faint 
spirit emanations of lMng creatures, 

Ns-Ku: A race or indigo blue- skinned demonolds 
native to ihe Island of Pana-Ku, of Ihe Crescent Isles 
chain. Their ruler IS a horrible demon fattened on 
prisoners captured by the Na-Ku, who are cannibal- 
istic by nature. 

Nation: legendary "City of the Dead' In Khazad, 
where 11 |s said that on enure city and lis population 
is interred below the ground. 



Nightstalker: Fearsome denizens of the astral plane 
that Invade the dreams and nightmares of living 
creatures, seeking to slay victims by devouring their 
astral forms. 

Nocturnal BtntngJer A mysterious, Invisible crea- 
ture rumored to Inhabit Drag. Artm, and other 
neighboring locales. 

Oe: A peculiar type of barbed betas employed by 
Imrirm slavers In order to capture prey. 

Ogrlphant: A species of massive, i]ihului|icdal 
herbivores native to the western regions ofTallslanla, 
Domesticated in some lands, ogrlphant are used a* 
burden beasts and to help clear forest or Jungle land. 
Wild ogrlphant are hunted Tor their tn.ik.si. 

Ogroat; Ogre Ills are gigantic herbivores, lowering 
over even the largest megalodonts. Practically 
mindless, these Immense beasts are impervious Id 
harm and pose an incidental danger to outpost 
settlements and farms located In near proximity in 
their grazing and breeding grounds, 

OmiuvaJ: Traditional n.nur f CJ « tjip OrUnxlafdsl Cult's 
Book of the Law. a LKling of acceptable customs, 
behaviors, and modes of thought, proscription!) 
against infidels, and related cult doctrines. 

Orgovbtn: A member or a nomadic race that roams 
the Wilde rta_n ds of Zoran making a living as trade r*. 
Since the devaluation of the Orgovlan yatma, the 
Org«vian,i ti nvr lost all faith in currency of any kind 
and now deal exclusively In barter. 

Orthodcudst: A practitioner of Orthodoxy, the severe 
slate religion of Annum. 

Paradoxlsti A practitioner of Paradaxy, a quasl- 
mystlcal doctrine popular In the land of Zandu. 

Pirthcolao: A member of a group of allium; amis 1li.il 
managed to survive The Great Disaster, Parthexilana 
range the oceans of Arrhacus looking for sunken 
treasure and other valuables, and avoiding contact 
With other peoples. 

rhnnuudan: A race of tail, thin humanolds native In 
the Isle of Phantas. The Phantasians are renowned 
as minor magicians and sellers of dream essence, the 
purported "stuff of which dreams are made," 

Pharciiuu A member of a class of Cymrillans who 
prefer the role of free agents to that or loyal citizens. 
Many P hares I an s bave] the continent as itinerant 
mcrehan t -magicians. 

Quia: Technically, any ntlzen of the Quan Empire. 
The term Is more accurately used la describe the race 
of formerly barbaric humanolds who once ruled the 
empire and are now puppet rulers controlled by the 
Kang. 
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Quintessence: A crystalline powder derived by 
thaumalurglc techniques and having profound 
magical properties. 

Kaha^tnm; A member of a race of wandering seers 
and mountebanks skilled Ln the use of the Zodar, a 
i iirri jtHFur used to divine the future. 

R»J«n; A member of a saturnine race of humanoids. 
ClUztlM of the desert kingdom of Rajanlstan. The 
Rajaria serve their ruler, the Khadun* whom they 
revere as Uie earthly manifestation of (he dread entity 
Death, 

Raknld: A vile species orilisectokb thought lobe a 
hybrid of demon and ^Lant scorpion and known to 
I rsli. i bit the Volcanic Kills region.. An aquatic aperies, 
the water raknld, Is also known to exist, 

Ractnirin: Anarchist rebels exiled from 1,'Kaan by 
thHr enemies, the Mirin. Rasmtrln revere the entity 
Aberon, ruler of Talls[a titan demons. 

Revcnant: Member of a secret society of assassins 
lhal operates freely In the land of Artm. 

RodllUL The legendary "mad wizard" of ancient times 
whose Ill-advised magical experiments Inadvertently 
led to Uie creation of the Aberrant Forest and may 
well have caused that singular calslrophe known In 
T.illsi.inUii li|Ht<ny as flic Great Disaster. 

R'ruh: A sharp-edged alone disk aJIbted to a leather 
thong and employed as an axe and missile weapon by 
the Wlldmen tribes of Yrmanta. 

Saidonlcus: A Vile speclea of Impllke lesser devils 
favored as familiars and advisors by black magicians; 
also known as "bottle Imps." 

Striata: A dark-skinned race of gypsy people native 
la the woodlands of Sllvanus. The Sorts La hear a 
m.litv r.lr-,nvrc| rr nutnllnrs ns Incorrigible thieves, con 
artists, and charlatan*. 

Sauran: A speries of targe, reptilian humanoids 
native to the Volcanic Hills region. The Saurans are 
a warlike rare who hove domesticated the rnonsLnciiis 
creatines known as Lind dragons, whlrh thry rni|il<n 
In battle as living siege engines. 

Saurud: A species of reptilian humanokl related to 
the Saurans. but more missive of bultd and generally 
slower- moving 

Sstrils: A species of translucent-skinned albino 
native to the Island of Fahn In the Crescent Isles 
chain, The Sawlla are stKilrwenvrns. skilled In tile art 
of casting enchantments by the use of Intricate 
songs. 

Scourge: A type of giant Siege engine employed by 
the Ur clans ofUrag and consisting of a thirty-fool 



rotating spindle to which are affixed rows of spikes, 
rasps, scything blades, and ball -Up ped chains. A 
team of slaves operating winches sets the scourge Id 
motion, and the movement of Its wheels causes the 
spindle to revolve with great force. 

Sea Nomad: A citizen of the floating dry of Ocean ut 
and member or a group of nomadic hunters. The Sea 
Nomads do not dare to set fool on solid land, fearing 
that to do so would Invoke an andenl curse placed 
on their people by a witch named Jezem. 

Shadlrur A race of glanl humanoids related to the 
KaJanS. 

8haJtao4 A species of giant devils cast out from the 
heavens and consigned to dwell In a brass city 
situated on the lower plane of Oblivion, Their ruler 
Dlabclu*. Js a master or the black arts and a creature 
horrible to behold. 

Shriekcr; A species of fierce, avian jiird.ihn s native 
to the Cerulean Forest of the Quart Empire and the 
surrounding environs. Shriekers have metallic 
feathers, razor-sharp claws, and long pointed beaks, 
which are used to spear prey when the birds dtve 
down from the tr**top!», 

Silvermuo: See EqtiS, 

Slndmran: A race of ihln. seven-foot tall humanoids 
native to the mesa lands of Smduf, Hie Slndanlns 
are dual-encephalons. double - brained beings pos- 
sessed of exceptional Intellectual capabilities. 

Sxoryx: A type of alcoholic beverage favored by Ihe 
folk of Sjndar. among others. It Is quite potent, but 
(s moat notable for lis myriad and varying taste 
sensations, a quality derived from the use of rainbow 
lotus In the distillation process. 

Spipe: A species of Intelligent and Insatiably curious 
moll us k native u> the Sinking Land. The snipe is 
able lo pass as swlflty through Uie mud and sludge of 
lis haute land :w a fish swims through Uie water, a 
useful ability when spying on other creatures or 
fleeing from voracious predators. 

Snoirmiiw: Efnts 

Stjiden A species of large, bipedal predator resem- 
bling a cross between reptile and flightless bird. The 
Kartg employ tnitriMl stride rs as warsleeds; In Uie 
wild, Uie creatures are vicious and prone lo mad 
attacks. A swamp-dwelling species, the marsh 
strider, Is also known to exlst- 

Stryr. A race of foul avian humanoids native lo the 
Obsidian Mountains and other areas in Drag. The 
Stiyx are carrion-eaters who scavenge battlefields 
and burial motj nds for food. 
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Shuts: A race of alivery skinned, semi -aquatic 
humanoJds; subjects of the guan, The Sunra live in 
Ihe cord city of 1 salts. buUd magnificent dragon 
barques, and are Ihe moat •killed navigators on the 
continent. 

Tun— tan: A member of the former ruling class of 
Cymril, now banished bom the crystal city by Ihe 
Wizard King Azradamus for attempting to overthrow 
tlie government. Most Tanaslans are bitter about 
their exile and would love to a*e the current govern- 
ment Tall. 

TtnuJw A leafy plant, the heart-shaped root of 
Which is dried and crushed to obtain a powder 
reputed to have aphrodisiac properties. 

Tarafc: A heavy, four-bladed Iron axe employed by the 
Harakin tribes. 

Tarktu: A species of murderous, quadrupedal 
carnivores, possibly a sore* reus hybrid of mangonel 
Lizard, raktild. and tundra beast. The Kang of the 
Qunn Empire us* Ualned tarkusea as hunting 
beasts. 

Thscclw: A tall, slender, and graceful people native 
to the Isle of Thaecla. Tlie Thaeclans are skilled Ln the 
aria of enchantment and create many wondrous 
products and Wares. 

Thlsslin- A member or a violet- skinned race residing 
on Eros Isle. Thlaslans are known Tor their superior 
abilities as dancers, acrobats, Jugglers, and perform- 
ers of all types, as wHI an fur lln-lr cheerful, extro- 
verted manner. 

Thrall: A race of giant albinos bred specifically for 
um* as aa army oi sjiivf warriors by ihe sorcerers of 
some andent, new- forgotten land, H Ls the practice 
of the Thralls to cover their bodies from head to foot 
with colorful and elaborate tattoos as a means of 
expressing Individuality; aside from differences In 
gender, all Thralls would otherwise look exactly alike, 

Tlrshat*: The fabled future savior and ruler of the Za 
bandit tribes. An Individual claiming to be the 
Tlrshata has recently united the Za clans and sworn 
to lead all Sub Men in an uprising that will wipe out 
the descendants of the Archaens. 

Torquay A secret society of torturers, assassins, and 
terrorists sworn to ser.<' Mir Kli-nl f linanlstan. 

Trainee ntlancy: A system of metaphysical theorisms 
and beliefs adhered to by the Ariane. who brlleVe that 
all rrealurrs and things are animate, incarnating 
entities. 

Trlvarlan; A complex game favored by the dual- 
encep halo lis afSllldir but quilt Incomprehensible to 
non-Smdarans. 



TujiAe* fitut: A particularly fierce, two-headed 
species of quadrupedal carnivore native to the 
northern regions of Tallslanta. 

Ur A massive and malformed specie* of humanokl 
native lo the wilds of drag, with yellow-green, skin, 
curved fangs, and bruUsdi features. The Ur clans 
dwell In rude stone fortress* ^rul build giant sie^c 
engines, whl<h they use in buttle against their foes, 

Vsjn; A species of stout, suhterranean humancids 
wliucte aturdy frames are covered with rows of over- 
tapping scaly plates; they arc subjects of the Quail. 
The Vajra are renowned as skilled builders and 
engineers, 

VTrdr A mongrel ne e rehiled tci lh<- Kajan*. Colloqui- 
ally, the word serves as the bad* for numerous 
derogatory remarks: "son of a Vlrd.* 'mother of a 
Vlrd," and so forth. 

XunbrLu: One of the few surviving members of a 
race subjected lo genocide by (he necromancers of 
Qn,ir.-in. Xiinibriiiiis :iir often called by Ihe spirits of 
Uteir dead ancestors lo seek out and eliminate the 
reincarnations of their ancient enemies. 

Tuhs: A nomadic people skilled In technomancy. 
an art that allows them lo repair, assemble, and 
modify just about anything that has working pari*. 
The Yassan bear a deep distrust of Kasrnlrans. wlmm 
they suspect of stealing some of their trade secrets. 

YHek: A nomadic race known for Its skill at recover- 
ing ancient artifacts from long' abandoned tombs. 
The recent Interest In ancient secrets has raised ihe 
status of the Yltek. though many more fastidious folk 
are still dismayed by Ihe morbid nature of their 
profession, 

Yrm»nbm: A race of Sub-Men. moat of whom have 
been driven Insane by the ritual use of the drug 
skullcap. 

Za: A member of one or the war clan* that roam the 
WUderlands preying on the civilized intvrkrs of 
Tallslanta, Recently united by their legendary leader, 
the Tlrshata, the 2a clans nrr preparing for an 
uprising of Sub- Men that greatly worries many or Ihe 
peoples of Tallslanta. 

ZandlTL A citizen of Zandu, the Paradoxlst state that 
Is the philosophical opposite of Aaman Tlir Zanclli 
are an enthusiastic and easily excitable people given 
to flamboyant manners and exceedingly fanciful 
dress. 
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Mounts 252 
Movement 42 
Mud Miner 120 
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Swamp- Warrior 100 
Multiple 

Actions 44 

Attacks 49 
MuseTelempath 67 
Muses 17 
Mushroom Ale 198 
Musical Charms. Bod or 167 
Musicianship 1 1 3 
Mysticism 125. 148 
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Cannibal 101 

Witchdoctor 101 
Nagra 2 1 

Shaman S3 

Spirit Tracker 83 
Narandu 26 
NYlUjiuI MagJC 125. 150 
Naturalism 114 
Necromancy 125. 152 
Neuron 26 

Nectar, Thaedan 196 
Neurians 19 
Nkghl of Fools 223 
Night Vision 122 
Nihilist Cult 25, 87 225 
Nomadic HI 

Nun -Player Characters 2 1 2 
Non-ProHclency Penalty 42. 44 
Northron 1 1 1 

o 

Oceanian Sea Nomad 1 02 
Omen, the MounLaln of Skulls 74 
Ormtoal 22, 226 
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opening of the Great Barrier Wall, 
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Opposed Actions 40 

Opticals, Dumean 196 

Oratory 113 

Orb, Stryx Obsidian 191 

Orb, That clan ]91 

Orgovian Trader 73 

Orthodojdsts 22. 226 

P 

fitnda j im>iiliiin 2I25 
Paradaxista 23. 76, 227 
Parry 49 

forth <m lan Sea Trader 102 
Peddler 67 

Penalty, Non-Proflclcncy 42 
Itntadritle 229 
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Perception [PER) 41 

Phaedran 111 

Phantaslan 

Aa$rornancer 103 
Dram Merchant 103 
Guardian 103 

Pharealan Peddler 67 

Pick Pockets 116 

Pilot 119 

Mains of CoLajfn 27 
llanls 279, 196 
Player Charac Itn 2 1 1 
Poison A 192 
Pb5Se44lHl$. 60 

PotJotw 193 

Powders 193 

IMmary Ma&k- 50 

Primary Skills 44 

Primitive Enchantment 125. 154 

Primus 1 14 

Pyromancy 1 25. 155 

Q 

Quan 23, 1 1 1 
Noble 33 
Quaronians 227 
Qua trillion 229 
Quicksilver 195 
Quintessence 87. 194 

P 

Racial Tongues 1 1 1 
Rage. Day of 223 
Rahaslran* 21 

Cartomancer 73 
Raj ana 25 

Aasasaln 87 

Assassin Mage 87 

Deserl Warrior 88 

Necromancer-Priest 88 
Rajanln 1)1 
Rajanlslan 25 
Rasmlrln Anarchist 91 
Rating. Combat 45 
Reaction Rolls 42 
Recovery from Injury 43 
Red Death 223 
Resisted Actions 40 
Rest 5] 
Retreat 47 

Revenants 22. 73, 227 
Rhabdomanrer 77 
Ride 1 10 
Rounds 39 

Rudimentary Magic 50 
Rudimentary Skills 44 
Rune Stones. Mandalan 1 89 
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Sabotage 116 
Salvager 1 1 9 
Sandstorm 219 
Sarisa 1 12 
Sarista 22 

Gypsy 7fl 
Sawtla Spellweaver 104 
Scarlet Leech Powder 193 
Scout 12) 
Scribe 1 19 
Scrolls 195 

Inscribing 50 
Scrying Crystal. Xanadasian 19) 
Sea Dragon Hunter 120 
Sea Nomad 112 
Secondary 

Magic 50 

Skills 44 
Seduce 1 16 
Seeing Stones ISO 
Seekers 37 

SepleimrUiJ Concordance 225 
Set /Detect Snares 121 
Shadinn Executioner 88 
Shadow Cult 227 
Shadow Realm 27 
Shag 198 

Shamanism 125. 156 
Shan 20 
Shan-ya 96 
Shapechange 122 
Sham 20 
Shields 47 

Sideshow Talents 1 13 
Siege Engines 179 
Sign 72. 1 12 
5 ilk do 111 198 
SuVnnus 22 
Sirnlar l!J 
Simla ram 19 
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Sixth Sense 122 
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Slow Death 227 
Song 113 
Song of Death 77 

SjKUlC.ilnr |MH 

Speed |SPD) 41 
Spells 
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Spring 222 
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Talismancy 125. 159 
Tamar92, 187 
Tamaranth 27 
'['. 1 1 1. 1 M; in WlKm.1 58 
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Time 215, 22Z 
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Torture 1 16 
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Tracking 121 
Trade Goods 197 
Trades 117 
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Available NOW from Wlzardi of the Cwt 



Coming: sood from wizards of Che Co*4t: 

ToJusUbU (iuWtboak , Third Edition - W0C300U • 930.00 
■ Available NOW1 

This third edition of the award winning Taltslonui 
fftm* vynXcm is Wizard of the Coast 1 '* first release in Lhc 
licensed Tuiislanui scries. The year I* H.A. and much 
li.Li i funded OB lb* Ta5M.Lnl.ui continent- lhc Ifi Hlfi 

Arcanum ha* been opened in lite city of CymrU and the. 

Tlrshatu has appr,ir*d i ~ ■ 1 ■ ■ - I 1»C Sub-Men agaln-st U> 
other civilised race* ofT<U*»|onla. A new and Improved 
ma£lr JiysLrm hlfllilljlhts tikis tuition of lhc popular gfutwc 
system. So explore lhc moat diverse and Intriguing ralHni 
infantosy flSunlng— toy T.illslanUi. 

TtlM olTdliluU • WOC 3001 . SS.OO ' AvulLiblc M»y 

1992 

An imthology of •hart stories written by Mine of 
lit*- lup UUlhore in 1r»e iiinto*y field, Tele* of TsJlslaats will 
Mrre as an Introduction III the fascinating world of Tafia - 

Ion to for those reader* who air new in this milieu , 

Tba Primal Order • WOCO001- 420.00 • Available NOW1 

A completely new rui pay stem designed for UK With 
ikny role playing system, The Pf lul+I Order Introduces a 
fully developed mean* of ploying deities as either player 
rhiLnirlcrM nr non-pluycr characters, Though geared toward 
fantasy, The Primal Order can be- u*ed with any geme Unit 

allow lhc cxklcncc of deities. Kor gamcmastor*, this 
universal supplement will cjtpbin k>ow drille* fiiUn lhckr 
power, why they supply their priests with spells, why they 
have home planes,, spheres of Influence, and much more. 
Players also (Jain Cram The Primal Order because 11 allows 
Lhcm to raise their powerful characters from mortal to 
InuuortaJ status, 

Tallslaata Geographic* • WOC2201 ■ SQ.95 - Available 
May 1992 

The long awaited. NH*colnr map afTuhstaxita ha* 
finally arrived. Rendered by renowned cartographer Erie 
I IdU , TahslanU. Geographies will bring your Tsllalea.1* 

campaign to living color. 



Tsllrisnt* Wortdbook ' WOC200 1 • 820.00 

The TaUslaat* World bock 1a lhc adas and 

gazetteer of Arehaeu*. lhc strange and eeoiic world that 
serves as lhc setting far the Tslislanta i^liiit 

T.llriaata Naturalist* Guide • WOC22O0 •412.00 

The Taltshsata naturalist'* Guide is a com pen - 

drum or selected flora and fauna native to the magical realm 
ofTallslarita. 

The Chronicle* of TaUshmU ■ WQC2QOO • $12.00 (Limited 
quantities available) 

This original TnJlsUmta product detail* the 
clironJeles of Tanicrlln— e*ptorcr, self-styled wizard, and 
obscure author n1 ancient limes. 

The Cyclopedia Tslislsnta series proi/ldci delallcd OJlrt In 
depth overviews cif different locales tn and around the 
Tallslantojn continent. The Ibllowirvg vohimcn ore available : 

Cyclopedia Tslialaal* • 

WOC24O0 • 414.00 [Limited <quant|tlcs available! 
Cyclopedia Tslislanls: The S*V*a aJngdotBS • 

WOC2-I02 * 410.00 

Cyclopedia Tsllslsnls: The WltdttLsUdl of Z*rm • 

WQC2403 '410.00 

Cyelo pedis Tslislsnta: The We* tern Land J * 

WOC2404 • St 0 00 

Cyclopedia TallfUuita; The Eastern Landi ■ 

WOC2405- • 10.00 

Cyctopedis TalialmxitSr The Desert AJagdorns <• 

WOC 2 4 06 • 410.00 

Atlantis: The Last World • WOO 080 • 430.00 

Atlantis Is a complete and comprehensive world 
setting lor miy fantasy mlepLaylng game. This book 
contains the cirt^ln il ' The lexicon rj.iri The Besllsry 

plus new material never published before. 

The Compkat Adventurer • WOCirtOa • 410.00 (UmNrd 
quan Id lies available) 

Hie Complect Adveiitiirer t» part of the orlginul 
Itiird Guinea Com pica 1 series product line nscahlc for any 
rolepkiylnt; ft-Tine "syiiiem and alTcrs- 1\ vui lety oT colorful and 
vtoblc character types from wide 1 1 to ehoo^e, 



cut aTonji HTe?lotlco r Une 



Tlrie Prfce 

TaUslanw Wo rid book S20.D0 

Tohslanui Naturalists Guide 413.00 

Chronicles of TnllsLuiUi 413.00 

Cyclopedia Tails kknto, * I 414.O0 

Cyclopedia Tolls Ian ts »2 410.00 

Cyclopedia Tatlitonta 13 SIC1.00 

Cyclopedia Tabs Ian ta « 4 410.00 

Cyclopedia TaHslanm « 5 • 1 0.00 

Cyclopedia Tulkslanu «« S 1 0.00 

Atlanta; The Lost World 420.00 

The CrjmpLcui Adventurer 410.00 
Talislarda Guidebook, third cdHton 420.00 

Tales of Tallalaritj) 4S.DO 

i.ili'ili.nt.-i Ocojsr.iphirsi 48.95 

The PrlmoJ Order 420.00 



Please send • check or money order mode payable to 
Wizards of lhc Coast to: WtzorcLs of the Coosl. Inc., PO Bo* 
707. Rentnn, WA, 9H057-070?. All checks OT money orders 
must be Li U.S. funds. Allow 2 to 3 weeks for delivery, 
foreign oversea* orders should odd 20% to the Subtotal for 
Surface Hall at 10% ID Hie Subtotal for Air Mall delivery. 
No gunuilec can be gtvm about tlie timeliness of product* 
(Jial haven't been released yeL A US handling fce mill be 
Charged for all checks returned for Insufficient funds. 



rlomc: 
Address: 



Clly/ST/ZlP: 
Country: 



SuhloLul 
Shipping & Handling ♦ 43.00 
Total; 



Official 



I Miniatures ^ | 




T-009 Cymrttan Magician 



T 002 Thrall Warrior 



Available from 



'£ MODELS, INC. 

2413 North High Street Cofumbus, Ohio 43202 



